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WELCOME TO THE 


DARK SOULS TRILOGY 
COMPENDIUM 


This is a book we've long wanted to create; the 
process of gathering material and assembling 
accurate lists began years ago, and exactly what 
form this book should take has been in discussion 
for much of that time. 


After the release of Dark Souls Ill’s last expan- 
sion, we felt that the sheer combined scope of 
all three games (and their DLC additions) is such 
that an encyclopedia-style reference book would 
be a very welcome addition to many fans’ book 
shelves, ours included. But with three huge and 
sprawling worlds, each filled with countless 
items, weapons, NPCs, enemies and bosses, we 
quickly realized that finding the perfect balance 
between detail and usability was the key to 
creating the tome the series deserves. 


With the Dark Souls trilogy now complete, fans 
can finally look for connections and meaning in 
each game knowing that all the pieces of the 

_ puzzle are in place. This book aims to catalogue 
every last piece in a reference-friendly way. In 
service to this purpose, with as few exceptions 
as possible, we've based everything on the most 
recent and complete releases of the three games: 
Dark Souls Remastered, Dark Souls Il: Scholar 

of the First Sin and Dark Souls Ill: The Fire Fades 
Edition. 


We are honored to have been able to compile 
all this information and turn it into the book 
you're holding. Every word, every image and 
every pose was chosen with a genuine love for 
these worlds and characters, and we hope that 
our appreciation for this most brilliant of series 
is apparent on every page. 


] THE STORY OF DARK SOULS 


Quick LOOKUP 


ICON LEGEND The story of each game is told here in a reference-based 
format that completely avoids specuation. The many 
a 3 arcane elements and beings that define the series are 
also explained, topic by topic. Relevant lore sources are 
Bonfire citied to back up every line of the story, and to avoid 


page-flipping we've included every source within the 
section it’s referenced. 
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Locked Door 


r [V Loturic 


NPC These chapters chronicle the worlds of all three games. 
@ Each one is presented across a series of maps and 
images, with all NPCs and important item locations 
marked. Each imaged is linked to the a map by an icon 
z that shows the angle it was taken from. At the end of 
each chapter, you'll find a dedicated section where all 
NPC dialogue from the game is listed. 


Trap 


Breakable Wall 


8 Area sorting: By progression order 
Pharros Device (Ii) Dialogue sorting: Alphabetical, by NPC 


r eo 
Hidden Door (Il) V EQUIPMENT & ITEMS ' 


& This chapter details every single weapon, armor, 
Flame (ill) accessory, spell and item across the entire trilogy. For 
each entry, you'll find information on how to acquire it 
g alongside its in-game description and icon artwork. 
Wax (Ill) All descriptions are presented unedited, with the 
G) exception of those for armor sets, which have been 
: combined into a single entry without losing any unique 
Map Connection information. 
@ This chapter is an invalubale depository of series lore 
Item Number and can be used as reference while browsing other 
A parts of the book. 


Sorting: Alphabetical, by category 


VI] ENEMIEs & Bosses 


image Viewpoint 


ME 
—_ L RS This chapter displays all enemies and bosses from 


the series as high-resolution character model artwork. 

B Dark Souls All enemy variants are listed, but only one variant 

B Dark Souls 11 per group is shown. Enemy artwork that includes light 
Dark Souls ti! sources or particle effects are shown on a black back- 

ground for clarity. 


Some enemies are more heavily connected to the 
series’ lore than others; in these cases you'll find any 
equipment or items that reference them listed alongside 
their image, with a reference to the relevant page in the 
Equipment & Items chapter. 


Sorting: Alphabetical, by game 
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Dark Souls - Lordran 
Dark Souls II - Drangleic 
Dark Souls Ill - Lothric 
Universal Concepts 


CHAPTER 2 LORDRAN AREAS 


lol 


Northern Undead Asylum 

Firelink Shrine 

Undead Burg 

Undead Parish 

The Depths 

Blighttown & Quelaag’s Domain 
The Great Hollow & Ash Lake 
Firelink Shrine Revisited 

Northern Undead Asylum Revisited 
Sen's Fortress 

Anor Londo 

Painted World of Ariamis 

Darkroot Garden & Valley of Drakes 
New Londo Ruins 

The Duke's Archives & Crystal Cave 
The Catacombs 

Tomb of the Giants 

Demon Ruins 

Lost Izalith 

Kiln of the First Flame 

Royal Wood & Sanctuary Garden 
Oolacile Township 

Chasm of the Abyss 
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“HAPTER 3 DRANGLEIC AREAS 


Things Betwixt 

Majula 

Forest of Fallen Giants 

Heide’s Tower of Flame & Cathedral of Blue 
No-Man’s Wharf 

The Lost Bastille & Belfry Luna 
Huntsman’s Copse & Undead Purgatory 
Harvest Valley 

Earthen Peak 

The Pit & Grave of Saints 
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Sinners’ Rise 

Doors of Pharros 

Shaded Woods 

Brightstone Cove Tseldora 

& Lord's Private Chamber 


SRRESLSSSRSSSARASBILRSEVS F Sasa 


135 


Shrine of Winter & Drangleic Castle 
King’s Passage & Shrine of Amana 
Undead Crypt 

Aldia’s Keep 

Dragon Aerie & Dragon Shrine 
Memories of the Ancients 
Throne of Want 

Shulva, Sanctum City 

Brume Tower 

Iron Passage & Memory of the Old Iron King 
Frozen Eleum Loyce & Frigid Outskirts 
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Cemetary of Ash & Firelink Shrine 
High Wall of Lothric 


Smouldering Lake 

Irithyll of the Boreal Valley 
Irithyll Dungeon 

Profaned Capital 

Anor Londo 

Untended Graves 

Lothric Castle 

Grand Archives 
Consumed King’s Garden 
Archdragon Peak 

Kiln of the First Flame 
Painted World of Ariandel 
Dreg Heap 

The Ringed City 
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Weapons & Shields 
Armor 
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CHAPTER 1 


THE STORY OF 
DARK SOULS 


The story of the Dark Souls series is told through the act 


others and much of it is open to interpretation. 


DARK SOULS — LORDRAN 


he story of Dark Souls begins in a nameless, fog—shrouded 

land of grey crags and towering Archtrees whose very trunks 
held the unformed world as its pillars [1a/2]. Against this colorless 
backdrop, the everlasting Dragons presided over an era of unchang- 
mg emptiness beyond the reach of mortality... but all things must 
someday come to an end, and the primordial stillness eventually 
wey to the First Flame: a source of heat, life, and Light [1b] 
ight a candle is to cast a shadow, and with Fire came Dispar- 
opposite heat, there was cold; opposite life, there was death; 
id opposite Light. of course, there was Dark [1c] 


7 | Intro CG Sequence 

@ “In the Age of Ancients, the world was unformed, shrouded 
by fog. A land of grey crags, archtrees, and everlasting 
dragons” 

b “But then there was Fire. And with Fire, came Disparity.” 


c “Heat and cold, life and death, and of course. 
Dark.” 


Light and 
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| peas the Dark emerged new entities, unlike the ancient Drag- 
ons: small, mortal creatures born of the shadows and drawn 
like moths to the First Flame [1a]. There, they found the Souls 
Lords—fragments of the Flame whose power lent them the 
to challenge the Dragons and prevail [1b/2/3]. Lord Gwyn’s bolts 
of sunlight peeled apart the Dragons’ stone scales; the Witch 
Izalith and her Daughters of Chaos blanketed the land in searing 
firestorms; Gravelord Nito, the First of the Dead, released a toxic 
miasma of death and disease; the white dragon, Seath the Scale 
less, turned upon his brethren; and by the time the fog cleared, the 
Age of Dragons had reached its end [1c] 


@ “Then, from the Dark, They came, and found the Souls of 
Lords within the flame.” 


ai Intro CG Sequence 


b “With the Strength of Lords, they challenged the dragons 

c “Gwyn’s mighty bolts peeled apart their stone scales. The 
witches weaved great firestorms. Nito unleashed a miasma 
of death and disease. And Seath the Scaleless betrayed his 
own, and the dragons were no more 


“After the advent of Fire, the ancient Lords found the three 
souls.” 


B Darkstalker Kaathe _ i 


| 3 | Hawkeye Gough 1 oc 

“The dragons shall never be forgotten... We knights fought 
valiantly, but for every one of them, we lost three score of 
our own.” 


hus began the Age of Fire, during which time Lordran and the 

surrounding lands were administered by the bearers of the Lord 
Souls [1a]. Eventually, however, the First Flame began to fade even 
as the Dark grew, and the waning power of Fire gradually became 
too weak to keep the Dark at bay [1b/2a/4]. Far beyond Lordran in 
the world of humans, an affliction known as the Darksign spread 
throughout the populace [1c]. The Darksign brands the Undead 
those affected by the fading of Fire [1d/3]. Carriers of this mark 
are no longer able to die, but will eventually lose their minds and 
become Hollow lest they maintain a firm grasp on their Humanity 
[3]. Fearful of the encroaching Dark, Lord Gwyn commanded his 
children to shepherd the humans in order to preserve the Fire and 
thwart the advent of a Dark Lord [2b] 


El intro 66 Sequence 


a “Thus began the Age of Fire.” 


b “But soon, the flames will fade, and only Dark will remain 
Even now, there are only embers, and man sees not light, 
but only endless nights.” 


c “And amongst the living are seen, carriers of the accursed 
Darksign.” 


d “Yes, indeed. The Darksign brands the Undead” 
os naa il 


a “And soon, the flames did fade, and only Dark remained.” 


| Darkstalker Kaathe 


b “Lord Gwyn trembled at the Dark. Clinging to his Age of Fire, 
and in dire fear of humans, and the Dark Lord who would 
one day be born amongst them,Lord Gwyn resisted the 
course of nature. By sacrificing himself to link the Fire, and 
commanding his children to shepherd the humans, Gwyn 

has blurred your past, to prevent the birth of the Dark Lord.” 


fBaneon Si nipiinaman Noam as a | 


The Darksign signifies an accursed Undead. Those branded 
with it are reborn after death, but will one day lose their 
mind and go Hollow. Death triggers the Darksign, which 
returns its bearer to the last bonfire rested at, but at the cost 
of all humanity and souls. 


El Sa 


" ,..But even so, one day the flames will fade, and only Dark 
will remain. And even a legend such as thineself can do 
Nothing to stop that.” 


te | 


te counteract the spreading Dark and extend the Age of Fire, 
the Witch of Izalith devised a plan to rekindle the First Flame 
using her own Lord Soul as a catalyst [1/2a]. However, she lost 
control of its power in a catastrophic failure that produced a chaotic, 
hellish Flame which all but eradicated the city of Izalith [1/2a]. This 
new Flame of Chaos was a twisted perversion of nature, as was 
the Demon race to which it gave rise [1/2b]. Lord Gwyn waged a 
brutal campaign to suppress the Demons, during which the knights 
under his command suffered such severe exposure to the Flames 
of Chaos that their armor was burned indelibly black [3]. The Lord 
of Sunlight and his knights ultimately persevered and prepared to 
confront the last, greatest threat to their kingdom: the Dark [4/5] 


Lord Soul (Bed of Chaos) pee | 


Soul of the Bed of Chaos and the mother of all demons. This 
Lord Soul was found at the dawn of the Age of Fire. The 
Witch of Izalith attempted to duplicate the First Flame from 
@ soul, but instead created a distorted being of chaos and 
fire. Its power formed a bed of life which would become the 
source of all demons, and is more than enough to satiate the 
Lordvessel. 


a “My mother, the Witch of Izalith, was one of the primeval 
Lords... Her power came from the soul that she found near 
the First Flame. ...She focused this power to light a flame of 
her own, but she failed to control it” 


EA dueiana of talith ich 


b “The Flame of Chaos engulfed Mother and my sisters, and 
moulded them into deformed creatures.” 


EE Black Knight Shield PSUR eae TT | 


Shield of the Black Knights that wander Lordan. A flowing 
canal is chiseled deeply into its face. Long ago, the biack 
knights faced the chaos demons, and were charred black, 
but their shields became highly resistant to fire. 

| 


“Below us lies the ruins of the legendary city of Izalith. There, 
the Molten Giant watches over the Flame of Chaos. Our Fair 
Lady, and Mistress Quelaag, fled from the ruins. | do not 
know the details. ..And | do not ask...” 

| 


Greatsword of the black knights who wander Lordran. Used 
to face chaos demons. The large motion that puts the weight 
of the body into the attack reflects the great size of their 
adversaries long ago. 


| Eingyi of the Great Swamp 


Black Knight Sword 
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esperate to stave off the Dark, Lord Gwyn departed Anor 

Londo with the Black Knights in tow and cast himself into the 
embers of the First Flame, relighting it using his own body as kin- 
dling in a last-ditch attempt to keep the Dark at bay [1/2a]. Though 
the knights who had followed him to the Kiln of the First Flame 
were burned to ash in the process [1], Gwyn’s gambit s 
only temporarily; his Age of Fire continued even as his successors 
began to realize that eventually the Fire would fade and only Dark 
would remain [2b/3/4c/6]. Gwynd of the Dark Sun, the lastborn 
child of Lord Gwyn, hatched a plot to preserve the power 
indefinitely by deceiving errant Undead who journeyed to Lordran 
into following in his father’s footsteps and sacrificing themselves 
to relight the First Flame (or “linking the Fire 
called) [2a/4a/4b/5) 


f Fire 


as it had come to be 


y | 
Armor of the Black Knights who haunt Lordran. The knights 
followed Lord Gwyn when he departed to link the Fire, but 
they were burned to ashes in the newly kindled flame, wan- 
dering the world as disembodied spirits ever afte’ 


[Black Knight Armor 


Ef Darkstalker Kaathe if 


a “Lord Gwyn trembled at the Dark. Clinging to his Age of Fire. 
and in dire fear of humans, and the Dark L 
one day be born amongst them, Lord Gwyn resi: 
course of nature. By sacrificing himself to link the Fire, and 
ommanding his children to shepherd the humans, Gwyn 
has blurred your past, to prev he birth of the Dark Lord. 


9rd who would 


J the 


b “And soon, the flames did fade, and only Dark remained 
Ef [ intro 66 sequence 
“But soon, t 


Even now, there are only embers, and man sees not light 
but only endiess nights. 


flames will fade, and only Dark will remair 


4 | Gwynevere, Princess of Sunlight 


@ “| am Gwynevere. Daughter of Lord Gwyn; and Queen of 
Sunlight. Since the day Father his form did obscureth, | have 
7 ~s await'd thee.” 
m2 


b “I bequeath the Lordvessel to thee. And beseech thee. Suc 
ceed Lord Gwyn, and inheriteth the Fire of our world” 


c “Indeed we had felt the warmth of Fire, its radiance, and the 
life it sustaineth. Without Fire, all shall be a frigid and fright- 
ful Dark” 


5 | Lordvesse! f a 


Lordvesse!l bestowed upon the chosen | 


tined to succeed Lord Gwyn. The choser 9 j 
the art of warping between bonfire To oper 
place this vessel on the Firelink Altar, and f powe 
souls 
6 | Hawkeye Gough 1oLc hj 
But even so, one day the flames will fade, a y Dark 
will remain. And even a legend such as thine 3n do not 


ing to stop that 


nd bided t time 1 
de rd af 
avING a r 
Londo’s keer ervants to guide 
Undead travelers tc 3 gnt be nvinced of the 
pposed y to link the Fire [1-4/8b-8c/9]. Seath, meanwhile 
had been granted dukedom by Gwyr 1 still resided in the y 
arcnive Dut grad y succumbed t € er the irse of 
his obsessive re: ch on attaining ale f tality [5-8a] 
| Dark Sun Gwyndolin | 
Thou that tarnisheth the Godmother’s image 
a, 
£29 Ring of the Sun Princess if 
y This ring is tt 
Gwynevere, dau f Su 
ght. This slic liracle 
The Princes 3 
with many other to Flame 
God Flanr 
| 3 | Darkmoon Seance Ring if 


This ring is granted to adherents of Gwyndolin, Darkmoon 

I deity and last born of Gwyn, Lord of Sunlight. Grants ad 
ditional magic attunement slots. The Dark Sun Gwyndolin is 
the only remaining deity in Anor Londo. His followers are few 
but their tasks are of vital importance 


4 | Darkmoon Blade Covenant Ring 


Ring granted to those bound by the Darkrr 
wyndolin's 


covenant. Answer Dark Sun ¢ 
dolin, all too aware of his repulsive, fra' 


the illusion of a sr t 


over Anor Londo. Ar ing of these deitie: 


tantamount to blasr 


EE Archive Tower Cell Key 


Key to the cell of the Duke's 


Tower, once a trove 0 


prison after the ons 


who guard the prison know not the 
f th 


In the basement o! wer 


the terrifying experiments wt 
6 | Robe of the Channelers 


Robe of the Channelers, sorcerers the 


Even after the onset of Sea 


aleless 


“snatchers,” as they were oft 
to find suitabl 
gear for sorcerers, and 


ued with magic 


[ Big Hat Logan 


“Some would say Seath had an unsound fixation 


his work is a beautiful, invaluable resource. All progress 


demands sacrifice 


q | | 8 | Darkmoon Knightess 


ar Gwynevere, who helps hirr 


alled, ventured to far 


human specimens. The heaviest of protective 


dragons. He beca 


int, was granted dukedom, and was al 


research 2gal Archives, he immersed hims ayes 
searcr S f hing that he did not 
have But his very mad... The Archives 
became a dungeon, a place for s © experiments. 

b “Ify seek rd n's old keep, exit here and head straight 
yonder. If you are the chosen one, a reve’ shall visit 
thee. ...What follows ds you...” 


So, you have received a revelation? Very auspicious. | 


r the best. | pray that through you, Her wish will be 


beque to thee. And beseech thee. Suc- 
ceed Lord Gwyn, and inheriteth the Fire of our world” 
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ndeed, many hapless carriers of the Darksign did find their way to 

Lordran as time passed—some owing to mere happenstance or 
curiosity, others to a higher duty, and still others to abject des- 
peration [1-5]. The player assumes control of one such “Chosen” 
Undead, this one owing his or her journey to a prophecy (and a set 
of keys) passed along by a dying knight. [6-8] 


El Cresttatienwarior ia 


“Well, what do we have here? You must be a new arrival. Let 
me guess. Fate of the Undead, right? Well, you're not the 
first” 


EA [intro CG Sequence D | 


“And in this land, the Undead are corralled and led to the 
north, where they are locked away, to await the end of the 
world This is your fate 


3 | Cutscene (Northern Undead Asylum Departure) 


“Only, in the ancient legends it is stated, that one day an 
Undead shall be chosen to leave the Undead Asylum, in 
pilgrimage, to the land of the Ancient Lords, Lordran.” 


EE Petrus ofthoroiund 


“Undead clerics are given a mission to seek Kindling” 


5 | Lautrec of Carim 


Hmmm... Your humanity is really slipping. But there are 
methods. Most fools have more humanity than they know 
what to do with. Now, who do you imagine will make the 
best use of it, hmm? 


Not a bad tip, huh? A nubile cleric would be replete with 
humanity 


“I'm considering a change of location... | have a rather, press: 


) above. That Keeper has served me 


ing matter to attend to 


well, but...enough with her 


6 | Oscar of Astora I | 


Regrettably, | have failed in my mission 3ut perhaps 
you can keep the torch lit There is an old saying in my 
ndead, art choser In thine 


family Thou who art | 
exodus from the Undead Asylum, maketh pilgrimage to the 
land of Ancient Lords When thou ringeth the Bell of 
Awakening, the fate of the Undead thou shalt know 


7 | Dungeon Cell Key if 


Key to the dungeon of the Undead Asylum to the North. A 
mysterious knight, without saying a word, shoved a corpse 
down into the cell, and on its person was this key. Who was 
this knight? And what was his purpose? There may be no 
answers, but one must still forge ahead 


8 | Undead Asylum F2 East Key if 


Key to the iron bars on the east side of the second floor of 
the North Undead Asylum. The Undead Asylum is a giant 
Undead prison, segmented by countless iron bars. Even if an 
Undead were to escape from a cell, passage to the outside 
world would not be gained easily. 


M2’ kingdoms have risen and fallen since the first Linking 

of the Fire, each built upon the ruins of the last [1a/3/5] 

Men and gods, paupers and kings—all are delivered equally to the 
same end by the indifferent flow of time... and by the Curse of 

the Undead, which spreads as the Fire fades [1b/2a]. Drangleic is 
the most recent nation to fall to the curse, and many Undead from 
the outlying lands have undertaken t y to this 
crumbling realm in search of a cure or, at the very least, some small 
spark of hope to spare them from going Hollow [2b/4] 


e perilous 


EE) Straid of Olaphis 1 | 


a “Many kingdoms rose and fell on this tract of earth; mine was 
by no means the first. Anything th: as a beginning also has 
an end. No flame, however brilliant, does not one day splut- 
ter and fade. But then, from the ashes, the flame reignites, 
and a new kingdom is born, sporting a new face” 


b “It is all a curse! Heh heh heh! And it is your cursed flesh that 
will inherit the flame. Heh heh 
| 


| 2 | Intro CG Sequence 
a “You will lose everything. Once branded. The symbol of the 
curse. An augur of darkness. Your past. Your future. Your very 
light. None will have meaning, and you won't even care. By 
then, you'll be something other than human. A thing that 
feeds on souls. A Hollow. 


b “Perhaps you've seen it, maybe in a dream. A murky, forgot- 
ten land. A place where souls may mend your ailing mind” 


“Everything will crumble and waste away, so that something 
new may be born” 


| Sweet Shalquoir 


4 il Old Fire Keepers (Griant/Morrel/Strowen) _ 


"All people come here for the same reason. To break the 
curse.” 


: Aare | 
Countless kingdoms have 
And this won't be the 


Laddersmith Gilligan 


We say Drangleic now, but 
risen and fallen on this very spot 
last...oh no 


|B ee current plight is merely the capstone of a dark and 
sordid history. Its king, Vendrick, was approached during the 
early days of his reign by a mysterious and beautiful woman named 
Nashandra, who ingratiated herself with the court and warned 
Vendrick of a dire threat to his fledgling kingdom: the race of Giants 
hailing from far beyond the great sea [1/2]. Nashandra attested that 
the Giants meant to invade Drangleic, and urged Vendrick to mount 
a preemptive campaign against them [1/2]. Convinced by Nashan- 
dra’s plea and smitten by her Vendrick took her hand in 
marriage and set off with his armies across the an [1/2]. There 
sing the Giants, Vendrick and his men pillaged a powerful 
nd brought several Giants back to Drangleic as prisoners of 


ESR | 


Long ago, the Queen came to us, alone, from a faraway land. 
She warned our Lord of the looming threat across the seas. 
of the Giants. The King crossed the ocean... And defeated 
the Giants, with the Queen at his side. The King comman- 
deered their power... And created the Golems 


charms, 


after sub 
artifac 


war [1-3] 


1] Chancellor Wellager __ 


2 | Captain Drummond 
e* 


Long ago, the King crossed the seas, pillaged the land of Gi- 
ants, and brought back a ‘prize’. It was then that the golems 
materialised” 


Ell Giant Lord Soul _sovrs lj 


Soul of the Giant Lord, who once conquered Drangleic. The 
Giants landed on the northern shores, and set siege to King 
Vendrick’s castle to claim an invaluable prize. Use the special 
soul of this Giant to acquire numerous souls, or to create 
something of great worth. 


THE DARK SOULS 


11 


CHAPTER 1 STORY OF 


lhe subsequent peace in Drangleic marked a golden age for 

the kingdom, though this newfound success came at a terrible 
cost: on Vendrick’s orders, his brother Aldia and a shadowy group of 
researchers performed a series of unspeakable experiments with 
the intent of harnessing the captive Giants’ power through their 
Souls [1-4/8]. The ill-fated test subjects experienced indescrib- 
able torment at the hands of Aldia and his subordinates, but the 
experiments ultimately achieved their goal: Vendrick now com- 
manded the strength of Giants and the ability to manipulate Souls, 
which he used to create a breed of quasi-living automatons known 
as Golems [4-6a/7]. These creatures became a cornerstone of 
Drangleic, and were instrumental to the kingdom's prosperity [6b] 


EE Soul of the King a ull 


Soul of Vendrick, King of Drangleic. The King was wasted 
away, a shadow of his former self, but still held something 
dear. Use the soul of he who would link the flame to acquire 
numerous souls, or to create something of great worth. 


Se) | 
Key used in the mansion of Aldia. King Vendrick condemned 
his own elder brother to the mansion. They both sought the 


truth, but through different means, and their fervor meant 
the eventual withering of their familial ties. 


EA Aisi Key 


El Bone Shieid/Cursed Bone Shield Tee I | 
Shield used by Aldian acolytes. Crafted from the skull of 
4 some creature that outlived its usefulness for experimenta- 


tion. The peculiar figure known as Lord Aldia kept Giants in 
his manor, and attempted to recreate a dragon, but after 
some time, was not heard from again 


Ea King’s Ring Ee fi 


A powerful soul is like a curse. And Vendrick, King of Dran- 
gleic used a powerful soul to keep the curse at bay. King 
Vendrick sought greater souls, and made the giants’ strength 
his own, but even still, the curse overcame him. Wear this 
ring to open the King’s Gate. 

| 


El Shite Spear 


A spear said to have been forged in Aldia. Contains the 
power of a great flame, which is unleashed in a strong attack 
The mysterious Lord Aldia secluded himself inside a manor 
to conduct various experiments. Those invited to the manor 
disappeared, replaced over time with malformed beasts that 
roamed its halls. 


I | Chancetior Wellager | 


a “The King crossed the ocean... And defeated the Giants, 
with the Queen at his side. The King commandeered their 
power... And created the Golems. With the Golems, the king 
created this castle.” 


SiS 


b “The Queen...brought peace... to this land, and to her King” 
A peace so deep...it was like... The Dark... 
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EA King Vendrick wouci ff 


“| subdued the Giants, and claimed their strength. So that | 
might step closer to fire 


EE Northern Ritual Band n 
One of the secret treasures restored in Aldia. Increases spell 
uses. This modest-looking ring contains very powerful magic 
To imagine what unspeakable deeds were performed to 
create such rings, one need only recall the cruel fate of the 
residents of Aldia 


very decision, however, carries a consequence, and the recom- 

pense for Vendrick’s actions was severe. The Lord of the Giants, 
seeking to avenge the unprovoked attack on his lands and rescue 
those of his countrymen who had been taken prisoner, launched 
a massive counter-invasion [1-3]. Drangleic’s golden era came 
crashing to a halt as the Giants crossed the sea and laid siege to the 
kingdom, resulting in a bitter stalemate that lasted for generations 
and was broken by an unnamed hero only after taking an irreparable 
toll on Drangleic’s populace [2-6]. During this time, the kingdom 
was struck by another disaster of a very different sort: the Undead 
Curse, which slowly began spreading among Vendrick’s subjects as 
the siege dragged on [7] 


EN Ceptain Drummond Te | 
“Soon, the Giants will descend upon this fort. It is revenge, 
for the Kingdom’s misguided barbarism. 


Efi SoulofaGiant —_ Be ae, | 


The soul of a Giant who came to conquer Drangleic. Will the 
Giants’ resentment for the King be pacified in death, or only 
emboldened? Can be used to acquire souls, only 


Soul of the Giant Lord, who once conquered Drangleic. The 
Giants landed on the northern shores, and set siege to King 
Vendrick's castle to claim an invaluable prize. Use the special 
soul of this Giant to acquire numerous souls, or to create 
something of great worth 


4 | fi Chancellor Well ger 


"The King of Giants... How did you slay that behemoth?” 


Greataxe forged from the Last Giant's soul. This weapon 

resembles a primitive stone tool, but is quite powerful owing 

7 to its immense size. The Giants were eventually defeated by 
an unnamed hero, but alas, victory came all too late 


[el[MerchantHagMeientio 
\ ; "Drangleic’s been a pile o’ rubble since the war fought long, 
long ago. When the Giants crossed the sea. Seemed like 


the battles would never end. Poor folk like myself had nary a 
place to sleep. That's why | keep all me things right with me.” 


ndra im | 


U 


“The last king of this land, King Vendrick, as he was called 
He found the strength to rule his people, and when the 
Undead were born, cursed... He found more strength, to 
face them.” 


eary of fighting and desperate to re 
turned once again to his brother A 


each set off down a diffe t path of al 
[1/2a]. This time, however, fur er se 
two brothers’ philosophies, which wou , 
able [1]. It was kr 

alternating states, and nce the ames 
had faded; Vendrick fF ark +} e 


vhile A 


power of Fire t ycle € 
[2b-3b/6]. This ideological rift, a the sly t 
nature of Aldia’s researct e Vendrick to banish and 


brother [1/8] 


imprison his 


EE Aicie Key n | 


Key used in the mansion of A\ 
his own elder brother to the 


truth, but thr 


h different r 


f their 
f 


the eventua’ ng al tie 
EA King vendrick 1 | 
a “I, too, sought fire, once. With f hey say, a true king cai jeveloped in Aldia. Swung 


harness the curse. A lie. But | kr c yment of a giant 
b “One day, fire will fade, ar Mer ee 
secrets of life 


will be free from death, le 
S mystery 


again be ours, and in ou 


legends o 


i SotFs 


o wander the land of the Un 
First Sin, the Forlorn 


all their own 


Ef Aldia, Scholar of the First Sin i Sots 


a “| am Aldia. | sought to shed the yoke of fate, but failed 


and a w 


arids, ever in search of a home 


b “There is no path. Beyond the 
{ 


or end, and so 


her beginnir 


reach of Dark what Ji pc 


seek it, in 


atiably... Such is our fi the F wander 


4 | Aldia Hammer 8 | Northern Ritual Band | 


stored in Aldia. Increases spell 


Hammer used by Aldian acolytes. Not used as 
as an instrument to dissect the bodies of tr ing contains very powerful magic 
experimentation. They say that Lord Aldia was the King were performed t 


ll the cruel fate of the 


elder brother and helped found 
interest in the land's f 


ta loss for a means to prevent the Undead Curse from spread- 

ing, Vendrick realized that his time was short and he could 
accomplish nothing more [1]. He set out for the Undead Crypt with 
his most trusted retainers to seal the keys of his kingdom in hopes 
that given enough time, a worthy successor would pick up where he 
had left off and find the answers he himself had failed to grasp [2a-3] 
Neither the King nor any of his companions ever returned, leaving 
Queen Nashandra alone to rule what remained of Drangleic [4-6] 


EE King’s Ring jas id ee een | 


A powerful soul is like a curse. And Vendrick, King of Dran- 
gleic used a powerful soul to keep the curse at bay. King 
Vendrick sought greater souls, and made the giants’ strength 
his own, but even still, the curse overcame him. Wear this 
fing to open the King’s Gate 


ED King Venarick — Sa 


@ “Do you intend to link the fire? Then you must first take the 
throne. Prove your worth. Find the ancient crowns. Seek 
adversity, and they will be yours. And your wishes, granted.” 


wouciff 


b | amnoking. | am more fit to be a jester... | was unaware of 


my own blindness. 


ie 


“But in the end, he never took the true throne” 


Ei Soulofthe King SAAS 5 


Soul of Vendrick, King of Drangleic. The King was wasted 
away, a shadow of his former self, but still held something 
dear. Use the soul of he who would link the flame to acquire 
numerous souls, or to create something of great worth 


Ruler’s Sword/King’s Shield 1 


Shield of Vendrick, King of Drangleic. The great king shut 
himself away, and was soon reduced to a mere shell. Just 
what wes it that he yearned to protect? 


; m0 | 
“Many castle servants and the like have come to fetch their 


lord. But they rest here now, put to death by the King’s own 
guards. Perhaps he's not in the mood for company.” 


14 DARK SOULS TRILOGY COMPENDIUM 


1 eit Nashandra, who in truth was no mere human but 
a dark being born in the Abyss from the fragmented soul of 
Manus, had masterminded Vendrick’s downfall in an ambitious bid 
not merely to take control of Drangleic, but to seize the Throne of 
Want—the seat of the rightful monarch upon whose shoulders lay 
the burden of linking the Fire—and usurp the First Flame [1-4/7] 
Vendrick, for his part, had been aware of his Queen's true nature 
and insatiable lust for power but was unable to stop her; instead 

by sealing the Throne of Want and hiding away its keys, he hoped 
to keep it out of Nashandra’s reach until the true monarch could 
take his or her rightful place [2]. It is during this time that the player 
character, a bearer of the Undead Curse, arrives in Drangleic seek 


ing a cure [5/6] 


i | | Shanalotte, the Emerald Herald uf 


“If you proceed, Nashandra will come after you. Knowing that 
you will take the throne, and link the fire. She covets the 
First Flame, and the Great Soul 


King Vendrick noLci ff 


“The Abyss once had form, but then dissipated. And yet 
traces of its existence endured. Each fragment, thirsting for 
power, spread Dark, with no relent. My dear Shandra... was 
one such fragment... A feeble, tiny thing that thirsted for 
power more than any other... Driven by insatiable lust for a 
worthy vessel 


3 | Alsanna, the Silent Oracle i] oLc3 


“The beings born from shards of Dark... | am not the only one 
Even Dark seeks solace, and more so, souls. Magnificent 
souls...like your own... One day, you may encounter another 


Another being, born of Dark.” 


i SotFs ff 


One fragment of Dark, having taken human shape, became 
obsessed with the King’s soul. Impelled by its own cravings 
it sought souls, and strove to make the strength of the Gi 
ants its own 


Opening CG Sequence uf 


“Perhaps you've seen it, maybe in a dream. A murky, forgot 


ten land. A place where souls may mend your ailing mind 
You will lose everything, once branded. The symbol of the 
curse. An augur of darkness. Your past, your future, your 
very light. None will have meaning and you won't even care 
By then you'll be something other than human. A thing that 
feeds on souls. A hollow. Long ago, in a walled off land, far 
to the north, a great king built a great kingdom. | believe they 
called it Drangleic. Perhaps you're familiar. No, how could 
you be. But one day, you will stand before its decrepit gate 
Without really knowing why... Like a moth drawn to a flame. 
your wings will burn in anguish. Time after time. For that is 
your fate. The fate of the cursed.” 


G [ Old Fire Keepers (Griant/Morrel/Strowen) " I 


“All people come here for the same reason. To break the 
curse.” 


Bi D | 
A scythe born from the soul of Nashandra. The old one of the 
Abyss was reborn in death, split into miniscule fragments 

and spread across the land. The pieces began to coalesce 
once again, becoming human in shape 


he cycle of Disparity has continued unbroken for many eons 

alternating ages of Fire and Dark stretch so far into the past that 
the tales of their origin amount to little more than ancient legends 
[1/3]. Lords of Cinder have risen and fallen in turn, each dutifully of- 
fering his flesh to link the Fire only for it to fade once more into Dark 
[2/4/6/7]. The few surviving gods of Lordran live in hiding, their 
influence waning and even their names fading into obscurity, while 
the once-great city of Anor Londo lies in crumbling ruins [5/8/9] 
1 Sunlight Spear TH | 


Miracle of Gwyn, the First Lord. Hurls a sunlight spear. The 
tales of Gwyn’s Archdragon hunts describe the inception of 
the Age of Fire 


TH | 


“Look not in bewilderment as | say... linked the fire long ago, 
becoming a Lord of Cinder.” 


2 i Ludleth of Courland m3 


Fire Keeper z 


“In the far distance, | sense the presence of tiny flames. Like 
precious embers, left to us by past Lords, linkers of the fire.” 


5 | Anor Londo : : is ; a mH | 


[El SoulofAidrich SRT eC | | 


Soul of Aldrich. One of the twisted souls, steeped in 
strength. Use to acquire many souls, or transpose to extract 
its true strength. When Aldrich ruminated on the fading of 
the fire, it inspired visions of a coming age of the deep sea. 
He knew the path would be arduous, but he had no fear. He 
would devour the gods himself. 


El ee TOE SE | | 


Soul of the Twin Princes. One of the twisted souls, steeped 
in strength. Use to acquire numerous souls, or transpose to 
extract its true strength. The two princes rejected their duty 
to become Lords of Cinder, and settled down far, far away 
to watch the fire fade from a distance. A curse makes their 
souls nearly inseparable. 


Company Captain Yorshka RGNE SY ae Rut 0 | 


“The Darkmoon Knights were once led by my elder brother, 


the Dark Sun Gwyndolin. But he was stricken by illness, and 
leadership of the knights fell to me. Then Sulyvahn wrong- 
fully proclaimed himself Pontiff, and took me prisoner.” 


(‘Soul of Pontiff Sulwahn 


Soul of Pontiff Sulyvahn. One of the twisted souls, steeped 
in strength. Use to acquire many souls, or transpose to ex 
tract its true strength. Pontiff Sulyvahn of Irithyll imprisoned 
a god of the old royalty in the abandoned cathedral, to be fed 
to the devourer. 
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lhe Demons, too, stand on the brink of extinction, with their 

numbers dwindling and the Flames of Chaos—their source of 
power and sustenance—all but extinguished [1-5]. Likewise, little 
remains of the ancient city of Izalith where they were born, save its 
half-collapsed underpinnings buried beneath the remains of several 
more recent civilizations [7a/11]. Although the art of Pyromancy and 
its practitioners live on in the Great Swamp, its roots have been long 
forgotten and the chaos witches from whom it originated are no 


more [6/7b-10] 

EE Sou! of the 01d Demon King TD | 
Soul of the Old Demon King. One of the twisted souls, 
Steeped in strength. Use to acquire many souls, or trans- 
pose to extract its true strength. The shriveled Old Demon 
King is now like a clump of burnt ash, but he is the last living 
witness of the Chaos of Izalith 

ee | 


Soul of a Demon Pie et 


Soul of a demon. One of the twisted souls, steeped in 
Strength. Use to acquire numerous souls, or transpose to 
extract its true strength. Demons were born of the Chaos 
Flame, but the flame has not survived, and the demons are 
a dying race. 


i DLC2 Mj 


Soul of the demon prince. One of the twisted souls, steeped 
in strength. Use to acquire many souls, or transpose to ex- 
tract its true strength. The demons, birthed from a common 
Chaos, share almost everything between them, even the 
pride of their prince, and his near-faded flame. So that the 


last demon standing may rekindle it 
El [ choos Storm 0 | 


Art of the Flame of Chaos, from Ancient Izalith. Erects 
multiple chaos fire pillars in vicinity. Chaotic flame melts 
even great boulders, and creates a brief surge of molten lava 
on impact. The all-engulfing Chaos Flame eventually formed 
a tumultuous seedbed, which birthed the twisted things 


known as Demons. 
Ef chaos Bed vestiges a) | 


Traces of the tumultuous seedbed that birthed the beings 
known as Demons. Hurls chaos flame that scorches vicinity. 
Demons born from fire bore its smoldering essence and 
perished soon after. Man shares this rapport with the flames 
to this day. 


6 | Quelana Pyromancy Tome Ml q 


A pyromancy tome of Quelana containing her unique spe 
These pyromancies can only be taught by a female master 
Give to a female pyromancy master to learn OQ! c 

mancies. Quelana, the sole surviving witch of Iza 
accepted a human pupil, but after the pupil moved or 


never took another. 


th 


B Cornyx of the Great Swamp m7 


@ “By the gods. This inscription reads Quelana, the ancient 
deity, one of the witches of Izalith... The last of them, wh 


d the lands. Then she must have returned t 


wandere: 
after all.” 


b “If this were the Great Swamp, and you had the luxury o 
time, we could have trained you the hard way.” 


is | Pyromancer Garb 5 Tm 


Attire of pyromancers of the Great Swamp. Compris: 
bronze ornamentation and animal pelt. In the Great 
bronze was used ritualistically to ward off evil spir 


keep darkness at bay. 


9 | Great Swamp Ring Tm | 


Ring said to be chiseled from the bone of a flame salaman 
der by blighted Pyromancers living in the Great Swamr 
Boosts pyromancies. It is believed that salamanders are the 


descendants of demons, born of the Chaos Flame, frorr 
nich Pyromancy is also said to have originated 
10} Great Swamp Pyromancy Tome 1 | 
Pyromancy tome from the Great Swamp containing 


advanced pyromancies. Give to the old master pyromancer 
to learn advanced pyromancies of the Great Swamp 
of the Great Swamp are passed down from master to pupi 
Without a master, there is no pupil, but without a pupi 


there is also no master 


11] Demon Ruins 0 | 


Spells 


1 Rapid the servants of Darkstalker Kaathe are more 
numerous and organized than ever, and continue working to 
undermine the Linking of the Fire [1a/3/6]. In Londor, the land of 
Hollows, three sisters founded the Sable Church with the goals of 
uniting those afflicted with the Undead Curse and grooming the 
next Dark Lord [1b/3-5/7/8]. Every member of the Church is a 
trained swordsman, and some specialize in assassination; indeed, = 
its fundamental precepts offer salvation to Hollows while conversely 

cursing all living things [8/10/11/13-15] 


The populace of Londor in general comprises a questionable assort- 
ment of wretchedly aged, deceitful and dubiously secretive Undead, 
among whom a few are so desperate to hide their true nature that 
they fool even themselves and turn upon their own kind [2/12] 
Owing to their suspect activities and generally unsavory disposi- 
tions, the denizens of Londor (and members of the Sable Church in 
particular) are shunned by the rest of humankind and forced to live 
in the shadows [2/8/9/11/12/14/15] 


Yuria of Londor RNY Tee 


a “Kaathe, | have failed thee 


b “Bearer of the dark sigil, and our Lord of Hollows. For the 
time thou remain’st our Lord, we of Londor shall serve thee 
And |, of course, am also thine.” 


One of the illusory rings worn by the Hollows of Londor Re- 
tain human appearance while Hollow. The Hollows of Londor 
are wretchedly aged, fraught with deceit, and dubiously 
secretive. It is no wonder that they are deeply detested 


EE Biied Mask 


: Attire of the three mentors of the Sable Church of Londor, 
¥ this billed mask belongs to Yuria, the second eldest. These 
‘ maidens of a Primordial Serpent were renowned as founders 
of the Sable Church, which offered salvation for Hollows. 


Gg Dark Hand 


EZ Dork Biade 


3 | Londor Braille DivineTome _ 


0 | Purging Stone 


BSA OE EMR | 
Weapon that allows its wielder to evoke an art unique to 
Londor, the land of the Hollow. It is also said to be an ancient 
relic of a Primordial Serpent. The Dark Hand mercilessly saps 
the essence of its victims, and can also double as a special 
shield. Cannot be used two-handed. Skill: Lifedrain. Embrace 
the victim and steal their HP Can only be used against 
humans 
REE Ta | 
Miracle of the Sable Church of Londor. Reinforces right 
weapon with dark. The third daughter Liliane, one of the 
founders of the Sable Church, is said to recount tales that 
portray the suffering and conflict of Hollows. 


A braille tome of Londor, first spoken by Liliane of the Sable 
Church. Give this to a storyteller to learn miracles of Londor. 
This is a forbidden tome, as it offers salvation to all Hollows, 
and conversely curses all things living. 


El dead Agsin BREST ii 


Sacrilegious miracle of the Sable Church of Londor. Bless 
corpses, transforming them into traps. Londor, the Hollow 
Realm, is a society of undead, comprised of the corpses and 
shades of those who led unsavory lives. Is such blessing 
really something one must ponder? 


H10| Vow of Silence ae : : mm 


Miracle of the Sable Church of Londor. Prevents spells in 
vicinity, including one’s own. Members of the Sable Church 
are all trained swordsmen, each sworn only to their weapons 
as they bear the leaden silence of Londor. 


A twisted sword resembling the towers of Londor’s Sable 
Church. Eight branching blades and thorns induce bleeding. 
The Church's blessing makes the weapon revel in the agony 
of its owner. Heavy losses of HP boost attack, a curse most 
befitting its deformed appearance. Skill: Stance. While in 
stance, use normal attack to break a foe’s guard from below, 
and strong attack to slash upwards with a forward lunge. 


MSIE GA ean eanNCe | 


Ash-colored stone encasing a skull. Reduces undead curse 
build-up and cures hollowing. Inhabitants of Londor, the 
land of Hollows, use this secret treasure to feign normaicy. 
Occasionally, a Hollow fools even himself, and turns on his 
own kind. 


Weapon of the Pale Shades, assassins of the Sable Church 
of Londor. The curved claws cause heavy bleeding. When 
two-handed, claws are equipped to each hand. Skill 
Quickstep. Instantly step behind or around the side of foes. 


| 


Pe pee 


Especially effective when locked on to target 
| 


Elfriede, the eldest amongst her sisters and leader of the 


Sable Church, bestowed this sword to her knight. Only, the 

f sword was a farewell gift, and acceptance signified the ane 
knight's resignation from Elfriede’s service Skill: Elfriede’s twy 
Blackflame. Enwreathe blade with biackflame, born of the 


similarly-hued flame that smolders within her. 


Yuri’sAshes Subic noe 


Umbral ash of Yuria of Londor. With this, the shrine hand- 
maid will prepare new items. Having three founders of the 
Black Church ensured Yuria’s legacy would survive. Her two 
sisters could carry the torch, making certain their lord claims 
the flame, for the sake of all Hollows 


€ 


Gold mask worn by those who kill in the name of the Sable 
Church of Londor. A faint, kindly smile is bound to its surface, 
giving them the moniker Harlots of Death. What lies beneath 
that expression, however, is nothing more than the face of a 
darkly shriveled Hollow. 


TH] RB[ Pole Stade Robe | 


Attire worn by those who kill in the name of the Sable 
Church of Londor. The Pale Shades of the Sable Church are 
all undying Hollows, giving rise to much fear and contempt. 
Their fight is one of neither honor nor exaltation, yielding 
nothing but withered moans. 
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igdoms have successively risen and fallen on the same pilots 

f land, and the nation currently occupying the convergence of 
these ancient territories is Lothric: a decaying city-state isolated 
from even its immediate neighbors by the High Wall upon which 
it sits [1-3]. Adjoining Lothric on the exterior of the High Wall is 
Firelink Shrine, which houses the ceremonial thrones of five previ- 
ous Lords of Cinder; the First Flame is also enshrined here, and the 
region is said to lie at the convergence of many separate territories 
[4-6]. The importance of this sacred site in the Linking of the Fire 
draws throngs of pilgrims from outlying lands despite the arduous 
journey and the decline of Lothric [4/7] 


i “I 


Key to a cell holding thieves and the like. There is no short- 
age of brash thieves in Lothric, and these particular thieves 
likely scaled the wall from the Undead Settlement. But they 
are only willing to practice their thievery on the High Wall, for 
their fear of Lothric je, rumored to devour men, keeps 
them clear of its grounds. 


EA Smait Lothric Banner TO | 


Small banner held by Lothric messengers. Hold up outside 
the main castle gate to be greeted by ar ort. When the 
High Wall appeared, the path to the Undead Settlement was 
blocked, and m ngers came bearing this banner. They 
‘were sent out with a duty, but had no way of returning 


Ei Drang Twinspears/Hammers 0 | 


When the Drang Knights di cattered across 
the lands as seliswords. They quickly becarne knowr 
shieidiess, aggressive tactics that struck fear in the he 

st and charge at foe 


the length of the 


>f men. Skill: Charge. Hold spear 
Use stror 
arge 


nile charging to exte 


Intro CG Sequence ui 


“It is called ic, where the transitory lands of the Lords 
of Cinder converge. In venturing north, the pilgrims discover 


the truth of the old v 


EE Ludieth of Couriand ill 


kindling for the linking 
of the fire. The fast-fading flame must be linked, to preserve 
t of the first linking of the fire. S 


“Five thrones will take five Lords, 
this world. A re-enactrr 


is | became a Lord of Cinder 


ord at the bonfire. The 
mark of ash will guide thee to the land of the Lords. To 
Lothric, where the homes of the Lords converge 


Ashen one. Produce the coiled sv 


ra Yoel of Londor 


\ “Lam Yoel of Londor, a pilgrim, as you can see, only 


H owever, attitudes toward linking the Fire have begun to change, 
and the futility of the endless cycle between Ages of Fire and 
Dark has dawned upon those who might otherwise offer them 
selves upon the altar of the gods [1-4a]. Candidates for sacrifice 

to the First Flame have been precious few, which has led to the 
activation of a security measure established to ensure that the Fire 
would endure: “When the link of fire is threatened, the bell tolls 
unearthing the old Lords of Cinder from their graves” [3/5]. These 
Lords were meant to offer their residual embers to light the First 
Flame anew, but as the prophecy states: "The fire fades, and the 
lords go without thrones” [3/4b/5]. The newly-arisen Lords in fact 
abandoned their thrones of their own volition, rejecting their destiny 
and returning instead to their own abodes [3/5/6] 


Prince Lothric 5 0 | 


“Mind you, the mantle of lord interests me none. The fire- 
linking curse, the legacy of lords, let it all fade into nothing” 


2 | Soul of the Twin Princes TH | 


Soul of the Twin Princes. One of the twisted souls, steeped 
in strength. Use to acquire numerous souls, or transpose to 
extract its true strength. The princes rejected their duty 
to become Lords of Cinder, and settled down far, far away 
to watch the fire fade from a distance. A curse makes their 
souls nearly inseparable 


Fire Keeper Ty | 
a “The Lords have left their thrones, and must be deliver'd to 
Pp them: 
7 ’ 
Ey Ludieth of Courland Tm | 


a “Ahh, most illustrious Lordseeker. Or should 
Fine kindling for the throne’ t not, each sou’ 
of Lordship. And all slain by thy hand. To bind them tc 
thrones, even in death. Oh, | have no qualms. For as we are 
to our thrones, thou art to thy duty. In fact, methinks thou’'st 
helped these poor Lords along their rightful path 


b “Knowest thou of our purpose? Five thrones will take five 
Lords, as kindling for the linking of the fire. The fast-fading 
flare must be linked, to preserve this world. A re-enactment 
of the first linking of the fire.” 


5 i Opening CG Sequence TH | 


“When the link of fire is threatened, the bell tolls, unearthing 
the old Lords of Cinder from their graves.” 


6 I Emma, High Priestess of Lothric Castle ; TM | 


“You will not find the Lords of Cinder here. They have left, 
gone.” 


hiv abdication of the Lords of Cinder from their duty, in turn, 

ggered the final failsafe, a last desperate measure to ensure 
someone—anyone—would link the Fire: the awakening of the 
Unkindled [1/4]. These nameless, cursed Undead are unfit even to 
be cinder, and are instead tasked with returning the extant Lords to 
ry—in order to gather the embers 
e Fire [1/3]. And so it is that the Cemetery of Ash 
a much livelier place, and the player character, 
one of many Unkindled with a common mission, rises from an 
unmarked grave. [1] 


their thrones— 


rce, if nec 


required to link th 


suddenly become 


1] Opening CG Sequence . 0 | 


“Only, in truth... The Lords will abandon their thrones, and the 
Unkindled will rise. Nameless, accursed Undead, unfit even 
to be cinder. And so it is. That ash seeketh embers.” 


“If the lords will not return to their thrones themselves, let 
them return as cinders.” 


2 | Cinders of a Lord 


1 | 
“Ahh, most illustrious Lordseeker. Or should | say, Lord-slayer? 
Fine kindling for the thrones, is it not, each soul truly worthy 

of Lordship. And all slain by thy hand. To bind them to their 
thrones, even in death. Oh, | have no qualms. For as we are 
to our thrones, thou art to thy duty. In fact, methinks thou’st 
helped these poor Lords along their rightful path.” 


El [Fee tener ee ee 


“Welcome to the bonfire, Unkindied One. | am a Fire Keeper. 
| tend to the flame, and tend to thee. The Lords have left 
their thrones, and must be deliver’d to them. To this end, | 
am at thy side” 
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CHAPTER 1 STORY OF 


UNIVERSAL CONCEPTS. %, 


mI £ 
The following section outlines important concepts which appear 
or are mentioned in all three Dark Souls games. These points are 


frequently referenced throughout the series and are essential to 
understanding not only each game's individual story, but also the 
narrative components which all three games share in common. 
This section can be used for quick individual reference, or read 


from start to finish as amore comprehensive overview of major 


“plot elements. 


THE ABYSS, MANUS, AND 
THE FRAGMENTS OF DARK 


he Abyss is a realm of Dark born from Manus, the Primeval 

Man (also known as “Father of the Abyss") [1a/2a/3a/3b/4] 
This plane of existence shares nebulous borders with the mortal 
world and slowly encroaches thereupon, swallowing all in its path 
[2b/3b/6]. The Abyss is inhospitable to mortals and entities aligned 
with Fire, including the gods [3b/5/14-16]. These beings cannot 
traverse the Abyss without special equipment or other protection 
to prevent both physical and spiritual corruption [19-21]. However, 
creatures aligned with (or merely indifferent to) the Dark are able to 
traverse the Abyss without suffering any ill effects [1b/5/19/20/22] 


In the distant past, Sir Artorias of Gwyn’s Four Knights traveled to 
Oolacile with his comrades Hawkeye Gough, Lord's Blade Ciaran 
and the Great Grey Wolf Sif in an attempt to halt the spread of the 
Abyss, but succumbed to the Dark and perished before he could 
complete his mission [2b/3b/3c]. Artorias’ mantle was taken up 
by the Chosen Undead who, after being dragged back in time to 
Oolacile by Manus, entered the Abyss through the city’s ruins and 
vanquished both the corrupted Artorias and Manus himself [7/8] 
In so doing, Lordran was spared from destruction (though Oolacile 


was not [6]); subsequent legends credited Artorias with this accom- 


plishment, and the truth of his demise was concealed so that his 
legacy might remain untarnished [2c/3¢/9] 


Manus’ Soul was fragmented and dispersed along with the 
Abyss, following which his shattered essence reformed into four 
separate entities that came to inhabit Drangleic and the surround- 
ing territories: the sisters Nashandra, Nadalia, Elana and Alsanna 
[8/10a/11/12/13a-13c]. Meanwhile, sundered sections of the 
Abyss continued to exist and even attracted a ragtag group of 
pioneers known as the Pilgrims of Dark, led by the mysterious 
Darkdiver Grandahl, who sought to explore these “sacred sites” 
through dimensional gates [10a]. According to Grandah!, humans 
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need the Abyss in order to understand their true origins as creatures 
bo rom Dark, and to face the Dark that every human harbors 


within [10b] 


In Lothric, the Abyss continued to pose a threat to all living thing 
and claimed even the mighty High Lord Wolnir of Carthus as its 
victim [17/18]. The Abyss Watc »f Farror Jead Legion were 
established to prevent the realm of Dark from s 
that end, were known to bury any kingdom that showed even the 
slightest signs of its influence [23-26]. The first Abyss Watcher we 
said to have been a “master of wolf's blood” whose legacy was 

later taken up by the Undead Legion [24/25]. The Farron Followers 

a subordinate arm of the Legion, accompanied them into battle as a 
security measure to put down any Watcher who succumbed to the 


Abyss [27-29] 


reading and, to 


as 


EE) Darkstaiker Kaathe 1 | 


a “After the advent of Fire, the ancient Lords found the three 
souls. But your progenitor found a fourth, unique soul. The 
Dark Soul. Your ancestor claimed the Dark Soul, and waited 
for Fire to subside. And soon, the flames did fade, and only 
Dark remained. Thus began the age of men, the Age of Dark 


b “Then, let us return to the Abyss. Entrust thine flesh to me 


2 | Hawkeye Gough | picf 


a “If thine wish is to succeed poor Artorias, and challenge the 
spread of the Dark, Then thou must face Manus, Father of 
the Abyss. The Dark emanates from Manus himself 


b “I suspect thou hast taken a gander at it, “But the Dark of the 
Abyss, which swallowed poor Artorias, threatens to devour 
our entire land of Oolacile.” 


c “Thou must be the one who freed Artorias. An old friend he 
was, and thanks to thee... He left this world with honour 
intact.” 


EX Elizobeth, Keeper of the Sanctuary aor icy 


a “But Princess Dusk is here no longer ...snatched away by that 


~ horrifying primeval human.” 
¥ b “An abyss was begat of the ancient beast, and threatens to 
swallow the whole of Oolacile. Knight Artorias came to stop 


this, but such a hero has nary a murmur of Dark. Without 
doubt, he will be swallowed by the Abyss, overcome by its 
utter blackness" 


c “| will remember thee, but | will keep thy story to myself. This 
is the best way, for thou art come from a time far ahead. 
No-one will sing thy praises, but yet thy greatness shall live 
on. For it shall be my purpose, to remember all thou hast 
done for us. 


4 | Soul of Manus 


Soul of Manus, Father of the Abyss. This extraordinary soul 
is a viscous, lukewarm lump of gentle humanity. Ancient 
Manus was clearly once human. But he became the Father 
of the Abyss after his humanity went wild, eternally seeking 
his precious broken pendant 


rpuc 


sil ingward, Keeper of the Seal H | 


“The Darkwraiths reside in a dark void called the Abyss. But 
the Abyss is no place for ordinary mortals. Although long ago. 
the knight Artorias traversed the Abyss can find him. 
and learn from him, the Abyss may prove surmountable.” 


6 | Dusk of Oolacile q | 


“My home of Oolacile was reduced to ashes, long ago, in my 
time” 


ioic 


"Did you really slay Knight Artorias? I'd heard the Abyss found 
him first, but even still... That's absolutely treacherous. Yes, 
magnificently so! Mwah hah hah!” 


9 | SoulofArtorias pitas ES to.cll 


Soul of Lord Gwyn’s Knight Artorias, who was consumed by 
the Abyss. The legend that Artorias repelled the Abyss only 
told half of the story. It seems that he was defeated, and 
his honor preserved, by some unsung hero who is the true 
victor over the Abyss. 

D | 


j10} Darkdiver Grandaht Ee Yee 


a “You have seen Dark that has existed from times long past. 
What once was a great void of darkness became but frag- 
ments. But slowly, the scattered fragments grew, absorbing 
all things. It is we who will be pilgrims to these sacred sites.” 


b “Young Undead, you've discovered the truest Dark within you. 
A deep, deep Dark it is. The Dark that we must all face. We 
need the Abyss, more now than ever.” 


11] Darklurker Soul 


Soul of what lurks in the Dark Chasm. The Dark Chasm of 
Old is the remnant of some ancient, dissipated being. Use 
the special soul of what lurks within to acquire numerous 
souls, or to create something of great worth 


FE King Vendrick woLci 
“Seeker of fire, | see you've subdued another foul creature. 
One of the Father of the Abyss’ spawn, that confounded 
quintessence of humanity. The Abyss once had form, but 
then dissipated. And yet. traces of its existence endured. 
Each fragment, thirsting for power, spread Dark, with no re- 
lent. My dear Shandra... was one such fragment... A feeble, 
tiny thing that thirsted for power more than any other 
Driven by insatiable lust for a worthy vessel.” 


Aisanna, the Silent Oracle te) | 


@ “The beings born from shards of Dark... | am not the only one. 
Even Dark seeks solace, and more so, souls. Magnificent 
souls...like your own... One day, you may encounter another. 
Another being, born of Dark.” 


b “| am not the only being born of Dark.” 


c “My sisters are as a thick Dark, their lust for souls insatia- 
ble...” May you find the will to resist their desires 


This greatsword belonged to Lord Gwyn’s Knight Artorias, 
who fell to the Abyss. Swallowed by the Dark with its master, 
this sword is tainted by the Abyss, and now its strength 
reflects its wielder’s humanity. 


FE Cieensing Greatenios 


f ‘Abyss Greatsword 


The steel greatshield used by Knight Artorias, who suc- 
cumbed to the Abyss. Artorias, deeply scarred by the Abyss, 
used this to form a barrier to protect his compatriot Sif. 
Although this drained the shield, its magic defense remains 
high. 
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The head of an Oolacile resident whose humanity went 
wild after being devoured by the Dark of Manus, Father of 
the Abyss. The bloated head is fissured, the cracks lined 
with innumerabie tiny red eyeballs. With a hard outside and 
mucous-filled inside, no sane person could ever wear it 


A holy sword eroded by the Abyss. When Woinir fell to the 
Abyss, he was gripped by a fear of true darkness, and plead- 
ed to the gods for the first time. This holy sword, together 
with three armiets stripped from the corpses of clerics, gave 
him some semblance of comfort. Skill: Wrath of the Gods. 
Thrust weapon into earth to emit powerful shockwave The 
wrath of those swallowed by the Abyss is a thing to be wary 
of indeed 


EID Grave Warden Pyromancy Tome aimee 0 | 


A pyromancy tome of the grave warden, from the Carthus 
catacombs. Give to the pyromancer master to learn black 
flame sorceries. High Lord Wolnir of Carthus succumbed to 
the Abyss, but the pyromancer later became a grave warden, 
and discovered the black flame 


FE)[ Covenant ofAnories i : 
>, This ring symbolizes Knight Artorias’s covenant with the 
* beasts of the Abyss. Its wearer, like Artorias himself, can 
i traverse the Abyss 
Greatsword of Artorias (Cursed) _ : ! 


Sword born from the soul of the great grey wolf Sif, guardian 
of the grave of the Abysswalker Knight Artorias. The sword 
can damage ghosts, as it was cursed when Artorias joined a 
covenant with the creatures of the Abyss. 


io.ci 


Silver pendant engraved with the crest of Artorias. One of 
the ancient treasures of Anor Londo. Presented to Artorias 
for facing the Abyss. Effectively deflects the Dark of the 
Abyss, especially in its magic forms 


DarkArmor ; LORE) | 


Armor of the Darkwraiths, former knights of New Londo 
who descended into Dark. Their armor transformed, and 
remains a symbol of the Dark servants and their diabolical 
art of Lifedrain 


Hawkwood the Deserter 


“The Undead Legion of Farron is a caravar 


> by wolf's blood to contain the Abyss, the L 
kingdom at the first sign of exposure Joyo inch, really 
{24 | Wolf Knight's Greatsword Tm 


night tainted by the dark of the 


Greatsword of a k 


master of the wolf's blood of Farron. The wolf knight wa ‘< 
first Abyss Watcher, and his sword is more punishing against 
eations of the abyss. Skill: Wolf Sword. While in stance 

use normal attack for a low spinning slash, or str } attack 
to leap forward in a vertically-slashing somersault 

Wolf Knight Armor m7 | 
Armor of a knight tainted by the dark of the Abyss. The 
twilight blue cape is damp, and will ever remain so. A van 
quished knight left behind only wolf's blood, and his legacy 
of duty. The Undead Legion of Farron was formed to bear his 
torch, and the armor of these Abyss Watchers suggests their 
own eventual end 

| 26 | Undead Legion Armor 0 | 
Attire of the Abyss Watchers, the Undead Legion of Farror 
A black-dyed leather vest worn over chainmail. These undead 
warriors vowed to partake of wolf blood. They acted in the 
dark, seeking out any sign of the Abyss, fighting a constant 
war with its abominations 

Follower Sabre ut oLci fj 
Great curved sword wielded by Farron Followers. Its great 
weight enables heavy-handed chain attacks. The Followers 

/ brandish their swords to hunt warriors taken by the Abyss 


/ Their technique is honed to face men, implying those yet to 
lose their human aspect are their likeliest prey. Skill 
Wedge. A chain attack that wedges below foes and 
ypward, breaking their guard.Strong attack can be used to 
follow up the onslaught with a fatal blow. 

FE] | Follower Torch m oLc1 ff 
An offensive torch used by the Farron Followers. Provides 
light and doubles as a weapon. Some forms of the Abyss 
manifest as pus within the body, treated from ancient times 
with fire. Skill: Breathe Fire. Spit a combustible fuel across 
the torch to breathe flame in a front-sweeping motion 

Follower Armor i DLC1 | 


Armor worn by the Farron Followers. When a warrior of 
Farron fell to the Abyss, the tall, lean Followers, with their 
hollowed eyes, quietly appeared in groups to hunt them 
down. Farron and its Watchers fell to ruin, but the Followers 
survived as a wandering pack of Hollows. 


AGES OF FIRE AND DARK, THE FIRST 
FLAME AND LINKING THE FIRE 


hese alternating phases of nature date to the genesis of the 

First Flame and the eradication of the ancient Dragons, whose 
race had originally ruled the unformed realm in prehistoric times 
[1a/2]. The First Flame is a natural force that first manifested at the 
end of the Age of Ancients and introduced Disparity to the world; 
the term “Disparity” in this context refers to opposing states of ex- 
istence such as heat versus cold, life versus death and Light versus 
Dark [1b] 


Thus, Ages of Fire and Dark are characterized by opposing forces 
and can be compared to the changing of seasons from summer 

to winter, albeit on a far broader and more consequential scale: an 
Age of Fire is a period of time ushered in by a Lord of Cinder during 
which the power of Light is strongest and the divine beings aligned 
with Light are prosperous, while an Age of Dark is heralded by a 
Dark Lord as the Light fades and is a time during which the world is 
dominated by humankind [2-4/5b/11a/11b] 


Most notably, the Undead Curse is a manifestation of Dark and 
so does not occur at the peak of an Age of Fire, when the power 
of Dark is at its weakest [3/7a/8a]. For this reason, those with a 


vested interest in sacrificing Undead to sustain the Fire, such as 

the gods of Lordran and their allies, often manipulate their unwitting 
pawns with the half-truth that linking the Fire will break the curse 
(while deliberately omitting the fact that the cycle of Fire and Dark 
will continue regardless, and the curse will merely return again 
when next the flames begin to fade) [2-6/12] 


With the exception of the first (which occurred directly after the 

Age of Ancients and originally set the cycle in motion), every Age 

of Fire is followed by an Age of Dark once the flames have faded 
[2/6/7a/8a). Every Age of Dark, in turn, will come to an end 

when the scattered embers from past Lords of Cinder coalesce 

to rekindle the Flame, and the process will continue in perpetuity 
[2/6/7b/8b/10/12]. The transition between Ages of Fire and Dark is 
inevitable, and every attempt to break or transcend the cycle prior to 
the era of Lothric has ultimately failed [2/6/7¢/8b/8c/9/11a/11b) 


EIN Opening CG Sequence — aa es 
a “In the Age of Ancients, the world was unformed, shrouded 


by fog. A land of grey crags, archtrees, and everlasting 
dragons.” 


b “But then there was Fire. And with Fire, came Disparity. Heat 
and cold, life and death, and of course... Light and Dark.” 


“After the advent of Fire, the ancient Lords found the three 
souls. But your progenitor found a fourth, unique soul. The 
Dark Soul. Your ancestor claimed the Dark Soul, and waited 
for Fire to subside. And soon, the flames did fade, and only 
Dark remained. Thus began the age of men, the Age of Dark. 
However... Lord Gwyn trembied at the Dark. Clinging to his 
Age of Fire, and in dire fear of humans, and the Dark Lord 
who would one day be born amongst them, Lord Gwyn 
resisted the course of nature. By sacrificing himself to link 
the Fire, and commanding his children to shepherd the 
humans, Gwyn has blurred your past, to prevent the birth of 
the Dark Lord.” 


KEW Darkstatker Kaathe 
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“Chosen Undead. Your fate...is to succeed the Great Lord 


Gwyn. So that you may link the Fire, cast away the Dark, and 
undo the curse of the Undead.” 


“__.Frampt has told me of you... That you have agreed to link 
the Fire | thank you, sincerely. Finally, the curse of the 
Undead will be lifted, and | can die human 


a “| am Gwynevere. Daughter of Lord Gwyn; and Queen of 
Sunlight. Since the day Father his form did obscureth, | have 
await'd thee” 


b “| bequeath the Lordvesse! to thee. And beseech thee. Suc- 
ceed Lord Gwyn, and inheriteth the Fire of our world” 


i. 


¢ “Indeed we had felt the warmth of Fire, its radiance, and the 
life it sustaineth. Without Fire, all shall be a frigid and fright- 
ful Dark.” 


_1oucll 


_. But even so, one day the flames will fade, and only Dark 
will remain. And even a legend such as thineself can do noth- 
ing to stop that” 


worciff 


a “Drangieic will fall, the fire will fade, and the souls of old will 
reemerge. With Dark unshackled, a curse will be upon us 
And men will take their true shape 


b “One day. fire will fade, and Dark will become a curse. Men 
will be free from death, left to wander eternally. Dark will 
again be ours, and in our true shape... We can bury the false 
legends of yore... Only... Is this our only choice?” 


¢ “lam no king. | am more fit to be a jester... | was unaware of 


my own blindness.” 
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EE Aidia, Scholar of the First Sin N Sots ff 


a “Once, the Lord of Light banished Dark, and all that stemmed 
from humanity. And men assumed a fleeting form. These are 


the roots of our world. Men are props on the stage of life 
and no matter how tender, how exquisite... A lie will remair 
a lie” 


b “Young Hollow, there are but two paths. Inherit the order of 
this world, or destroy it 


c “| am Aldia. | sought to shed the yoke of fate, but failed 
| 9 | Sweet Shaiquoir | 


“Once, people tried to round up the Undead and hide them 
away from the world. They thought that imprisoning the 

Undead would solve the problem. They created a tow 
bastille to contain them, but in the end, it did no good 


: TH | 


“The eyes show a world without fire, a vast stretch of dark 
ness. But ‘tis different to what is seen when stripped of vi 
sion. In the far distance, | sense the presence of tiny flames 
Like precious embers, left to us by past Lords, linkers 


fire” 
; : Tm | 


a “Honourable usurper, | prithee wrest the flame from its 
mantie. So that we Hollows, in most honest shape of man 
may have it for our own.” 


b “The Age of Fire was founded by the old gods, sustained by 
the linking of the fire. But the gods are no more, and the 
all-powerful fire deserveth a new heir. Our Lord of Hollows, 
shall be, who weareth the true face of mankind. 


Ludieth of Courland _ Ron is 0 


“The fast-fading flame must be linked, to preserve this world 
A re-enactment of the first linking of the fire 


BONFIRES 


onfires are small shrines resembling campfires and are com- 

monly found at bustling hubs, along lonely roads and in all 
manner of other locations where errant Undead might require a 
moment's respite [3/11]. Unlike ordinary campfires, which consume 
dry wood to generate mere warmth and illumination, Bonfires are 
fed by Humanity (both from the bones of deceased humans and 
willingly offered as kindling) and serve as focal points for the power 
of Fire [1/2]. Burning Humanity in a Bonfire allows Undead to 
counteract the effects of the Darksign, reversing the process of Hol- 
lowing and preserving their conscious minds as well as healing their 
physical wounds; energy from a Bonfire can also be collected in the 
form of a radiant orange liquid known as Estus and stored for later 
use within portable vessels called Estus Flasks [5/6] 


While most Bonfires are attended only on an occasional basis by 
passing Undead, some are constantly maintained by Fire Keepers— 
unique individuals whose Souls overflow with limitless Humanity, 
which serves as fuel for the flames they tend [5/7/8a/8b/9/10] 
These special Bonfires are linked to one another, though their Fire 
Keepers are unable to leave them and will therefore never meet 
face-to-face [8c] 


"Kindling is the art of feeding bonfires with humanity. Through 
Kindling, we shall one day be granted magnificent powers.” 


EB Petrus ofthorotund 


9 | Fire Keeper Soul 


EB Rite of kindling 


This secret rite allows bonfires to be bolstered further with 
Kindling, so that even more Estus can be collected. Kindling 
was a Sacred rite passed down among clerics, but all Un- 
dead can imitate the process, in the same manner that they 
restore their Hollowing with humanity. How peculiar that 
humans had found little use for humanity until they turned 
Undead 


EE Estus Flask Shard 


The shard of an Estus Flask. Shards are deeply soaked in Es- aan 
tus. Graft the shard to an Estus Flask to increase flask uses. 
Over the ages, countless souls rested their bones as they 
drank from the original flask. And now this shard remains, 


serving as a vestige of their hopes and dreams. 
. a : aa 7 * - saat tes 
EB Undead Bone Shard | 


Undead bones that yet burn. Cast it into the shrine bonfire to 
‘ boost the recovery provided by the Estus Flask. The bonfire’s 
<a cinders are the bones of Undead, and a bone that still burns 
is a fresh cinder indeed. Before feeding upon death, one 
must first pray to it. 


is | Estus Flask 


6 | Estus Flask ay 


7 | Crestfallen Warrior 


8 I Darkmoon Knightess 


The Undead treasure these dull green flasks. Fill with Estus 
at bonfire. The Estus Flasks are linked to the Fire Keepers. 
The Dark Tales also make reference: An emerald flask, from 
the Keeper's soul She lives to protect the flame, And dies to 
protect it further. 


isa ere eee 


The Undead treasure these dull green flasks. Fill with 
Estus at bonfires, and drink to restore HP The journey of an 
Undead has always traced the bonfires, and no journey of 
import has been made without an Estus Flask 


“Oh, have you seen that terribly morose lass? ... The Fire 
Keeper. She’s stuck keeping that bonfire lit. Sad, really. She’s 
mute and bound to this forsaken place. They probably cut her 
tongue out back in her village, so that she'd never say any 
god's name in vain” 


a “If you require rest, now is the time. That is, after all, what the 
bonfire is for” 


b “What am |? Well... am the Keeper of the bonfire. If not for 
me, what beacon would there be in this lost city? A gate- 
keeper, and a guide; that is my calling.” 


c “The bonfires attended by the Keepers are special. They are 
linked to one another, and their flames never die. Yet never 
shall the Keepers of these flames meet” 


Soul of a long-lost Fire Keeper. Each Fire Keeper is a corpore- 
al manifestation of her bonfire, and a draw for the humanity 
which is offered to her. Her soul is gnawed by infinite human 
ity, and can boost the power of the precious Estus Flask. 


A Fire Keeper's Soul is a draw for humanity, and held within © 
their bosoms, below just a thin layer of skin, are swarms of = 
humanity that writhe and squirm oa ae 


| Great miracle cast by advanced clerics. Return to last bonfire 
rested at. Would normally link to one’s homeland, only the 
curse of the Undead has distorted its power, redirecting - 


eas. 

lil Miracle taught to traveling clerics. Returns caster to the last ~ 

bonfire used for resting, or to the bonfire in the shrine. It 

t would normally link to one’s homeland, only the curse of © ng 


casters to a bonfire. Or perhaps for Undead, this serves as 
home? 


the Undead has twisted its power, redirecting casters to 8 
bonfire. Perhaps for Undead, the bonfire serves as home, 5 


COVENANTS 


ovenants are organizations, religious or ideological sects, and 

other such establishments to which the player can pledge alle- 
giance. While some Covenants are tied directly into the main narra- 
tives of the games in which they appear, others represent indepen- 
dent side stories or merely serve utilitarian purposes. One of the 
most proliferate and best-known Covenants is alternately referred 
to as the “Warriors of Sunlight” and “Heirs of the Sun;” members 
of this group worship Lord Gwyn's firstborn, a disgraced god of 
war and former heir to Gwyn’s lightning [1-6]. Solaire of Astora, an 
oft-referenced figure throughout the Dark Souls series, is himself a 
Warrior of Sunlight and famously emphasizes this Covenant's goal 
of facilitating “jolly co-operation” [5/7] 


In stark contrast, the Gravelord Servants operate from the shadows, 


spreading death and disaster in the name of Nito, the First of the 
Dead and one of the original Four Lords [8-10]. The Darkwraiths, 
meanwhile, are vassals of Darkstalker Kaathe, a Primordial Serpent 
who seeks to restore the Dark Lord and bring about an Age of Dark; 
these malevolent beings reside in the Abyss and plunder Humanity, 
making them a threat to the living [11-14]. Likewise, the Fingers of 
Rosaria are a mysterious order of supplicants dedicated to Rosaria, 
Goddess of Rebirth, for whom they collect Pale Tongues from in- 
nocent victims as offerings [15-19b]. The Brotherhood of Blood, a 
Sadistic cult of cutthroats and murders led by the enigmatic Titchy 
Gren, indiscriminately hunts new victims in the name of their Blood 
God, Nahr Alma [20-23] 


Naturally, such antagonistic Covenants tend to run afoul of those 
whose interests lie in protecting the weak or punishing the guilty. 
Opposing the likes of the Darkwraiths, the Brotherhood and 
Rosaria’s Fingers are the Darkmoon Blades, followers of Dark Sun 
Gwyndolin whose primary duty is to mete out the gods’ retribution 
to sinners [24-29]; and the Blue Sentinels, which can be likened to 
@ police force that directly intervenes to defend Undead who are 
pursued by invaders [30-34] (though in the era of Lothric, the Dark- 
moon Blades provide an identical service as well [35]). This extra 
measure of security can be accessed by joining a separate Cov- 
enant known as the Way of Blue, whose members are protected by 
the Biue Sentinels and/or the Darkmoon Blades in accordance with 
ancient pacts [35-37] 
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The Way of White is another, possibly even more influential Cov 
enant which encompasses an entire religion, as well as the ruling 
castes and clergy in the nation of Thorolund [39-44]. However, not 
all of the Covenants that claim to work toward the greater good 
are necessarily as pure as they might appear: the Blue Sentinels in 
particular are an influential force in the city of Volgen, where their 
power is So great that the armorer Maughlin laments being unable 
even to open a shop there without the Sentinels’ approval [38/45] 
The Mound-Makers of Lothric, meanwhile, are indifferent to justice 
and malice alike; their only goal is to expand their “family,” and to 
this end they roam the battlefield Stacking corpses without regard 
for their victims’ identities or transgressions [54/55] 


A select few Covenants harbor no grand ambitions nor lofty ideals, 
but instead seek simply to defend their own territories or secrets 
from interlopers. The Forest Hunters, a clan led by the mysterious 
feline Alvina, reside in the Darkroot Wood and bear ill only against 
interlopers upon their domain; in particular, they seek to protect 
the grave of Artorias the Abysswalker from wayward desecrators 
and plunderers [46-48]. By much the same token, the Rat King of 
Drangleic oversees a Covenant of his most loyal subjects whose 
charge is to guard their subterranean territories against intruders 
[49/50]. So, too, do the Watchdogs of Farron strive tirelessly to 
drive away those who might trespass upon Farron Keep and disturb 
the deceased warriors’ slumber [51-53] 


El Ringofthe Sun's firstborn wee | | 


1 Lord Gwyn’s firstborn, who inherited the sunlight, once 
wore this ancient ring. Boosts the strength of miracles. Lord 
Gwyr's firstborn was a god of war, but his foolishness led to 
a loss of the annals, and rescinding of his deific status. Today, 
even his name is not known 


1 | [Sunlight Medal 


This faintly warm medal, engraved with the symbol of the 
Sun, is the ultimate honor, awarded to those who summon 
the Warrior of Sunlight and complete a goal. The symbol 
represents Lord Gwyn's firstborn, who lost his deity status 
and was expunged from the annals. But the old God of War 
still watches closely over his warriors. 


Ill Ring of the Sun’s first born, who inherited the light of Gwyn, 


2 i Great Lightning Spear ra F lelleill il Y the First Lord. Greatly boosts miracles. The Sun’s first born 
fo was once a god of war, until he was stripped of his stature 
| Miracle passed down to those bound by the Warrior of Sun- as punishment for his foolishness. No wonder his very name 


light covenant. Hurl giant lightning spear. The weapon of the has slipped from the annals of history. 
God of War, who inherited the sunlight of Lord Gwyn, but . 
had respect only for arms, and nothing else. 


oO i! A miracle that launches a great spear of lightning. Said to be 
the legacy of an ancient clan whose leader was revered as 
the God of Sun. The name of the clan has been lost to time, 
but the gross incandescence of our magnificent father shall 


“But, use this, to summon one another as spirits, cross the 
gaps between the worlds, and engage in jolly co-operation!” 


Solaire of Astora 


never wane 


I Primal account of Lightning Spear, which tells of an ancestral i 8 | Lord Soul (Nito) I 
dragonslayer. Hurls a giant lightning spear. Gwyn, the First — 
Lord, slew dragons with his sunlight spear, a tradition upheld Soul of Gravelord Nito, first of the dead. This Lord Soul was 
by his firstborn and the greatspear he wielded. Much of discovered at the dawn of the Age of Fire. Gravelord Nito 
this resplendent tale of father and son, while epic, remains administers the death of all manner of beings. The power of 
tragically untold this soul is so great that it satiates the Lordvessel, despite 
“ . the fact that much of its energy has already been offered to 
1 | death 
Ring of the Heirs to the Sun covenant. Slightly increases 9 | Eye of Death O 


miracle attack power. Worship of the sun, now a lost belief, 
was once widespread amongst great warriors. Members of 
this covenant can leave their golden signs to be more easily 
summoned to join brethren in jolly cooperation 


EE Sacred Oath ies a | 


The dreadful Eyes of Death spread disaster across neighbor 
ing worlds. Phantoms lured to the host world may end up as 
victims, allowing the Eyes of Death to multiply, and leading 
to further proliferation of bane. 


Miracle of those chosen by the Sunlight covenant. Temporar 10] Gravelord Sword Dance : eee i 


—y t tt 
Ae JI the vicrity. This the tale of the Sun's frstbom, Na ath Miracle known only by the servants of the first dead, Grav 
* S first knight, and the brave dragonslayer who served them cig barker dewalt obeglh pores 

pou all death, and waiting for his servants to usher in the Eye of 

5 | Armor of the Sun ie s ‘ ’ tell [E Death 


eee) | | 


1 Equipment of the Darkwraiths, former knights of New Londo 
who descended into Dark. Some say the skeletal mask of an 
ancient Darkwraith is partially fused with the flesh of its face. 
Their equipment transformed, and remains a symbol of the 
Dark servants and their diabolical art of Lifedrain 


| Armor of Solaire of Astora, Knight of Sunlight. The large holy 1] Dark Armor Set 


symbol of the Sun, while powerless, was painted by Solaire 
himself. Solaire’s incredible prowess must have come from 

rigorous training alone, for his equipment exhibits no special 
traits 


Ill Chainmail armor and white coat featuring a large rendition 
of the holy symbol of the sun. The choice attire of a singular 
Knight of Sunlight from a previous age. The symbol was 
painted by the knight himself, but the armor never bore any 
special power, sacred or otherwise. 


Ill Equipment of the Darkwraiths, relics of a small country that 
fell to the dark long ago. Looks as if it may crumble to dust 
at any moment. The Darkwraiths were the oldest of the 
Red Eye Invaders, and rumored to have served a Primordial 
Serpent 


Dark Hand fe | | 
1 The Darkwraiths, incited by Kaathe, use the power of the 
dark soul to absorb humanity, an art shared by this weapon, 
which also acts as a special shield. The ancients, particularly, 
could sap the humanity of even a replete saint in the blink 
of an eye. 


il Weapon that allows its wielder to evoke an art unique to 
Londor, the land of the Hollow. It is also said to be an ancient 
relic of a Primordial Serpent. The Dark Hand mercilessly saps 
the essence of its victims, and can also double as a special 
shield. Cannot be used two-handed. Skill: Lifedrain. Embrace 
the victim and steal their HP Can only be used against 
humans. 
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a “lam the primordial serpent. | seek to right the wrongs of the 
past, to discover our true Lord: 


b “Only | know the truth about your fate. You must destroy the 
fading Lord Gwyn, who has coddled Fire and resisted nature 
and become the Fourth Lord, so that you may usher in an 
Age of Dark!” 


¢ “If you wish, | shall grant the art of Lifedrain, the legend 
ary power of the Dark Lord. It can preserve your humanity 
while Undead, and cast off the shackles placed upon your 
brethren” 


— 


Ingward, KeeperoftheSeal = 


22 


Crest of Blood 


Scythe of Nahr Alma 


Nahr Alma Robes 


Ring of the Brotherhood of Blood covenant. N table 
fect. Tr special 
is but a window ambitions of the 
have taken this 
soaked in the blood « 


ring is nothing Perhaps, in the end, an oath 
nto the 


oath, then you know what you want. T 


»f your kind 


The scythe used by Titchy Gren, and by believers in Nat 
Aima, god of blood nally used only in ceremonie rr 
bued with the power of dark. This is ace k of suct 
things, however. Effect: dark 


my words. The Darkwraiths are the enemies of man, and any Robe worn by servants of Nahr Alma, god of blood. Ir 

living thing that has a soul. They were never meant to roam creases souls acquired for each kill 3d to Titchy Gre 

again” Those who profess faith in Nahr Alrr rejected al ’ 
this world, and vow to travel a path stained with blood 

Rosaria’s Fingers TD | 7 
leper ere ac Titchy Gren il 

Sacred seal of Archdeacon Klimt, who served Rosaria, 

Mother of Rebirth. Equip to pledge oneself to the Rosaria’s “Do you know anything about Tokens of ‘ Well, you ca 

Fingers covenant. Rosaria’s Fingers collect tongues in her fight other blood servants with ‘em. I'll r 4 you if y 

name. Some do it to be reborn; others do it to help comfort With red orbs. You know, a Cracked Red Eye Ort nae EES 

their voiceless goddess to visit other worlds, and seek more blood. Tell me if y 

aid nnnontad nice need anything else. I'm very generous. Anything to get y 


The soul of Rosaria, Mother of Rebirth, stolen by Ringfinger 
Leonhard. Return this to her extant corpse, and mother Ro- 
saria will spring back to life. As if nothing had ever happened. 


victory over a Host of Embers 


Proof of a red orb invader's 
Claiming tongues as trophies was originally the practice of 
an infamous troupe of invaders, who offered them to their 
speechless goddess. 


Fh Forked Pale Tongue a | 


Proof that a red eye orb invader successfully fended off a 
blue spirit. Those who hunt dark spirits take the names of 
gods in ancient accord with the Way of Blue, a deception 
exemplified by their forked tongues. Use to acquire two Pale 
Tongues. 


Ringfinger Leonhard area ae J | 


@ “Mm, Unkindied, are we... And fast on the trail of the Lords 
absconded? Then these red eyes are for you. Use them to 
pillage embers, and briefly heighten your strength, for your 
duty. What else are unkindlied ashes good for?” 


b “I can see it in your eyes. If you didn’t invade, didn’t pillage, 
whatever would you do?” 


24] Darkmoon Blade 


25 | Darkmoon Seance Ring 


covered in blood 


Miracle granted to those bound by covenant to Gwyndolir 


Lord Gwyn’s lastborn. Boost right weapon witt { 
Darkmoon. The power of the rays of the Darkmoon are mar 
fested in vengeance, and the deeper the animus, the more 
devastating the attack 

Miracle of those who devoted themselves to the Darkmoor 


Qn light 


covenant. Reinforces right weapon with rkmoc 
Miracles of the Darkmoon are tales but ¢ 
Yorshka recites only for the sake of remembering her br 
without knowledge of its meaning. Perhaps this is better 
revenge is better left to the Blades 


»f revenge ‘aptair 


This ring is granted to adherents of Gwyndolin, Darkmoon 
deity and last born of Gwyn, Lord of Sunlight. Grants ad 
ditional magic attunement slots. The Dark Sun 

the only remaining deity in Anor Londo. His followers are few 
but their tasks are of vital importance 


Gwyndolin is 


“Darkmoon Ring 


Ring of the moon deity Gwyndolin, youngest son of Gwyn, 
Mh, ) the First Lord. Adds many slots for attunement. Gwyndolin, 
td also known as the Dark Sun, commands the Darkmoon 
4 Knights, and bestows this ring upon the best of them 
Blue Eye Orb if 
These mystical orbs are granted to Blades of the Darkmoon 


knights who serve the Dark Sun Gwyndolin, so that they 
may serve the Gods in meting out vengeance 


Blood-drained, shrunken ear. Souvenir taken for subduing 
the guilty. The knights called the Blades of the Darkmoon 
punish the guilt-soaked offenders of the Gods and take this 
as proof of their conquest. The earless corpses of the guilty 
will be left behind as a warning to others, inspiring both fear 
and respect for the Gods. Such is the eternal mandate of the 
Dark Sun. 

D | 


“If thou shalt swear by the Covenant, to become A shadow of 
Father Gwyn and Sister Gwynevere, A blade that shall hunt 
the foes of our Lords; Then | shalt protect thee, safeguarding 


\ thy person with the power of the Darkmoon.” 
\ 


Ey! Dark Sun Gwyndolin 


EQ) Blue Knight's Halberd Ceeih n | 
Halberd of Targray, Knight of the Blue. A fitting weapon for 

{ a shepherd of lost souls. Those who put faith in an absolute 
if good also believe in the existence of true evil. But to others, 
Jian 
/ the distinction between the two can be quite unclear. 


Armor of one who guides others. Belonged to Targray, Knight a 
of the Blue. The Blue Sentinels have vowed to uplift them- = 
selves through tireless training and selfless adherence to 

order and justice. May this armor ease their difficult journey. 


132] Guardian's Seal De 


Crestfallen Saulden 


El Way of Blue 


[ Maughlin the Armorer 


| Lloyd's Talisman 


Ring of the Blue Sentinel covenant. Join this covenant and 

wear this ring to be automatically summoned to the worlds 
of blue apostles who have been invaded by dark spirits. The 
ring is engraved with the crest of the Way of Blue, symbol- 

izing the dignified oath to protect each world's master from 
dark spirits. 


“Wear this ring, and shine light upon stone. Then, you will 
hear the voices of the blue apostles. Listen for their cries of 
help, and repel the malicious invaders. This is the proud work 
of the Knights of the Blue, the way they elevate themselves 


to a higher plane.” 
Ae MAMIE | 


“Do you ever cry out for help? The journey of an Undead is 
long and treacherous. You'll face invaders from other worlds 
at every turn. If you need help... Why not prociaim faith in 
the Blue Sentinels? When you face danger, the pilgrims of 
the Blue Sentinels will come to your aid. Protection is yours, 
if you wish. You need only accept their kind embrace” 


Blade oftheDarkmoon —s—~CSsS TD | 


A silver pendant depicting the Darkmoon and a sword, the 
crest of the Darkmoon Knights, the original Blue Sentinels. 
Equip to pledge oneself to the Blade of the Darkmoon cov- 
enant. When a member of the Way of Blue faces a dark spirit, 
the Blades of the Darkmoon, by an ancient accord, help to 
root out the invader. Summoning takes place automatically 
when equipped 


Ring of the Way of Blue covenant. Increases HP slightly. The 
Way of Blue is not a developed religion. It is a humble prayer 
that spread naturally amongst those seeking help. When 
apostles of Blue are invaded by dark spirits, they can receive 
assistance from masters of other worlds 

0 | 


Pale blue sheepskin parchment featuring an illustration of the 
moon, symbol of an ancient accord. Members of the Way of 
Blue are the beneficiaries of an ancient accord. When a dark 
spirit threatens them, a blue spirit will grant them assistance, 
and help to root out the invader. Summoning takes place 
automatically while this is equipped. 


“A group calling themselves the Blue Sentinels have gained 
much power in Volgen. You can’t even run a shop without 
their blessing. They claim to be working for the greater good, 
Oh...but it's absolute hogwash.” 


Talisman utilized by Allfather Lloyd's cleric knights to hunt 
down the Undead. Blocks Estus recovery within a limited 
area. In the outside world, the Undead are accursed crea- 
tures, and Lloyd's cleric knights are widely praised for their 
Undead hunts. This blessed talisman blocks Undead recov- 
ery, allowing the knights to fight with impunity. 


Lloyd's Sword RingShield Ring 


Ring given to knights of the Way of White. Depicts Alifather 
Lioyd’s Sword of Law. Boosts attack power when HP is full. 
Much time has passed since the worship of Lloyd was com- 
mon in the Way of White. The clerics of Carim had always 
strongly asserted that Lloyd was a derivative fraud, and that 
the Alifather title was self-proclaimed. 
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A divine ring entrusted to the head bishop of the Way of 
White and apostle to Allfather Lloyd, uncle to Lord Gwyn. It 
grants additional attunement slots. The head bishop of the 
Way of White is the guardian of law and caste, and one of 
the great royals of Thorolund. 


EE CiericArmor | 


Armor worn by the warrior clerics of the Way of White, who 
are famous for being unyielding in battle. It is rather substan- 
tial in size and weight, making its wearer look even bigger 
than he actually is. 


Armor of Leeroy, Paladin of the Catacombs. Long ago, the 
Way of White produced its first Undead, a paladin in golden 
armor. With the legendary treasures Grant and Sanctus, Lee- 
roy set out for Lordran, Land of the Gods, in the first Undead 
mission of the Way of White 


Reah is the youngest daughter of the good house of Thoro- 
lund. Those young knights are her old schoolmates. But I'm 
not sure what to make of them... I'm afraid they may be a 
bad influence 


EEl[ Ring ofknowiedge 
a A ring blessed by the High Priest of Voigen. Increases intel- 
ligence. The clerics of the great city of Voigen are perennially 


\ entrenched in scandalous power struggles, but among them 
remain a few strong-willed, upstanding noblemen. 


EG CatCcovenantRing REET | 


Ring granted to those bound by the Forest Hunter covenant 
Answer Alvina'’s summoning. The white cat Alvina speaks 

a@ human tongue and has lived since the early Age of Fire. 
Alvina was a trusted friend of Knight Artorias and the Great 
Wolf Sif 


EE] Aivina of the Darkroot Wood 


a “But cometh thee not for the grave of Sir Artorias? My advice 
true, forget this! The legend of Artorias art none but a fabrica- 
tion. ... Traversing the dark? ‘Tis but a fairy tale. Have thine 
Own respect, go not yonder knocking for nothing, | say!” 


b “I'm Alvina of the Darkroot Wood. | command a clan of hunt- 
ers who track down defilers of the forest graves.” 


c “And now thou art one of us! Let us establish a Covenant 
And here, taketh this ring. If thou weareth that ring, it al- 
lows for thine summoning. If mine senses reveal intruders, 
then | will summon thee. Fend them off sir, | beseech only 
this. | shall summon others, who will by their honour work 
tirelessly with thee. Thou shalt receive great reward, and 
whatsoever ye shall pillage will be thine own.” 


EE] | Shiva of the East 


“I'm Shiva of the East, captain of the brigade. Let's teach you 
the clan basics now, as there is no time to chat in the midst 
of fighting. Except there’s little in the form of rules, you hear? 
Fight and hunt as you like. Whoever's fastest gets the prey. 
That's the way we do it.” 


EE) Crest of the Rat 


Ring of the Rat King covenant. Join this covenant and wear 
this ring to lure trespassers of the Rat King’s territory into 
your world. If you receive this ring, rejoice in the Opportunity 
to demonstrate your allegiance to an eminently noble being 


ee ES 
“Take this ring. It was forged by a human who was once 
among us. The ring draws to thee those who would defile 


our burrow. Wear the ring whenever thou’rt near. And de- 
Stroy those who would dare provoke our ire” 


Ea) Ret King 
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El! Watchdogs of Farron _ i En 1 | 


Ancient medallion depicting the crest of a wolf. Symbolizes 
the pact with the Old Wolf of Farron. Equip to pledge oneself 
to the Watchdogs of Farron. The Watchdogs ensure that the 
warriors sleep in serenity, by taking the form of loyal spirits 
and hunting down those who would trespass the woods of 
Farron. Summoning takes place automatically while this is 
equipped 


Exile Armor RS mH | 


Armor of the watchdogs of Farron’s Keep. After the Legion's 
Watchers became Lords of Cinder, the wolf blood dried up. 
and Farron was consumed by a festering wood. Within the 
wood, an emaciated old wolf commands watchdogs to de 
fend the sanctity of sleeping warriors. Both the exiles were 
surely watchdogs themselves, for Farron has always been a 
land of itinerants 
1 | 


Bloodstained greatsword wielded by one of the Watchdogs 
of Farron, who preside over the slumber of fallen warriors 
The blade is a reminder of the exile’s past misdeeds. Inhu 
man strength is required to wield this heaviest of curved 
greatswords. Skill: Spin Slash . Slice into foes with a large 
spinning motion, and continue spinning to transition into a 
strong attack 


Exile Greatsword 


EZ] Holy Knight Hodrick TH | 


“Come here to pile up your victims, for that will form your 
anchor. You'll see when you go mad. They'll be your family.” 


Ex] Mound-Makers Tm | 
A malformed vertebra found by the mad, with a queer 

symbol on its inside, proof of the shackles of the Gods 

Equip to pledge oneself to the Mound-makers covenant. The 
mound-makers wish only to add to their mounds, becoming 
mad spirits whether summoned as co-operators or invaders 
They are blithe to those around them, for in their minds, any 
kill might lead to another shackle 


% 


THE DARKSIGN, HOLLOWING 


on AND THE UNDEAD CURSE 


he Undead Curse is a condition that spreads throughout human 3 | Darksign i | 

populations as the Fire fades [1a/2]. Those affected become 
unable to die and will rise again after death, but will eventually lose 
their minds and become empty, wandering husks known as Hol- 
lows [2/3]. Multiple factors are known to contribute to the process 
of Hollowing: the mere passage of time [5/11-14]; death [4/31b]; 


The Darksign is the sign of an accursed Undead. The 
Darksign r earer to the last bonfire rested at, or 
the bonfire at k Shrine, but at the cost of all souls held. 
Carriers of the Darksign are reborn after death, and eventu- 
ally lose their minds, turning Hollow. And so it is they are 


losing one’s Souls [10/31a]; and simply losing the will to live (or oth- driven from their homelands. 
erwise fulfilling one’s purpose in life and having no further anchor) 
[6-/9/24a/32a/32b] 4 | Cosmetic changes to player character model 


upon death (all games) 


The Darksign is a physical mark that appears on the bodies of 
humans afflicted with the Undead Curse [1a/2/3]. As Hollows are 
attracted to Souls and will instinctively attack living creatures [15], 
the Undead (who still retain their conscious minds but are fated 

to eventually become Hollows) are almost universally treated as a 
threat to their societies; they are hunted, captured and imprisoned 
in facilities isolated from the rest of the world [1b/16/27-29] or, at 
best, sent away on the pretenses of righteous missions for country 
and faith [24b-26/30] 


While a small number Undead view their circumstances as a boon 
[17-19/33], they are commonly regarded as sharing a fate worse 
than death; hence the Darksign has come to be known the harbin- 
ger of a curse, and the Linking of the Fire likewise viewed as the 
means of breaking the curse [20/21/24]. In reality, however, Linking 
the Fire merely postpones the inevitable rather than preventing it 
the Undead Curse is a manifestation of Dark, and when the flames 
have faded, only Dark will remain [22/23] 


ii Opening CG Sequence 


a “But soon, the flames will fade, and only Dark will remain 
Even now, there are only embers, and man sees not light, 
but only endless nights. And amongst the living are seen, 


carriers of the accursed Darksign.” 


b “And in this land, the Undead are corralled and led to the 
north, where they are locked away, to await the end of the 
world.” 


| 2 | Darksign ‘ i if 
The Darksign signifies an accursed Undead. Those branded 
with it are reborn after death, but will one day lose their 
} mind and go Hollow. Death triggers the Darksign, which 
on returns its bearer to the last bonfire rested at, but at the cost 
of all humanity and souls. 


CHAPTER 1 THE STORY OF DARK SouLS 3] 


FE) Soul ofthe King ; | 


Soul of Vendrick, King of Drangleic. The King was wasted 
away, a shadow of his former self, but still held something 
dear. Use the soul of he who would link the flame to ac quire 
numerous souls, or to create something of great worth 


“What's wrong? Get a bit of a scare out there? No problem 
Have a seat and get comfortable. We'll both be Hollow 
before you know it.” 


Hrg, rg...Arrgh Finally, | have found it, | have! My 
very own sun... |...am the sun! I've done it...! have 
Yes, | did it...I did! Ohh, ohhh Hrgrraaacoogh! 


meyer & Sieglinde, Titanite Slab ending) H 
My father...all Hollow now...has been subdued. He will 
cause no more trouble. It's finally over...! will return to 
Catarina. You assisted us both greatly. | can hardly return the 
favour, but please accept this. It's of no use to me now. 


[EAL Guest (finea, Duke's Archivesending) 


15] Alluring Skull | 


A skull with meekly lingering souls. Souls are a concentration 
of life, and the life-starved Hollows are lured by its power 
Not effective for all enemies 


be 


= 


116] Sweet Shalquoir _ n 


“Once, people tried to round up the Undead and hide them 
away from the world. They thought that imprisoning the 
Undead would solve the problem. They created a towering 
bastille to contain them, but in the end, it did no good 


“I'm rich, I'm rich... Mwa hah hah! | don't need to go home 


[ ! 7W ?” ” 
anymore! Home...home Where...where is home. In this land, pyromancers earn a certain respect, The Witch 


of Izalith, one of the legendary Lords, is the godmother of 
pyromancy. So, the day | became Undead, | was ecstatic. | 
felt as if I'd been chosen to attune myself to the ancient arts. 
Of course, it wasn't all that romantic in the end 


j 10] | Old Fire Keepers ({Griantv/MorreW/Strowen) _ 


Griggs of Vinheim I 


you from going Hollow.” 

“Ahh, yes, the note that Master Logan left? It only said he 
would travel to Anor Londo, by way of Sen's Fortress. | can 
only guess that he seeks the Regal Archives. For Master 

Ol Galo ae Genbarabas - Logan is a tireless pursuer of wisdom. Wisdom trumps all 


everything else is hogwash. When the curse turned him Ur 
dead, | am certain that he only felt it was the perfect chance 


“But remember, hold on to your souls. They're all that keep 


“Why cartography, you ask? Well...that’s a good question " 
to visit this | 
SS) When | first came to this forsaken land it was...um stadt odes 
hmm...? Err...a curse...? Err...something about a curse U | 
3 19] Indead Merchant (Female) ' 
. Hah hah... How embarrasing. | seem to have lost my focus.” oa a 


_ wad Se ee ee Cy ee eacty Nit Deere sta td oe “This is a wonderful place, don’t you think? We have water, 
Ruler’s Sword | moss, moisture, these nice iron bars... | like it here, | really 
— "mer eames 1S TTA ETT MEE SETS OS REF = do. Nothing good ever happened to me in life. But now that 
Greatsword of Vendrick, King of Drangleic. The strength of I'm Undead, I've never been happier!” 


this sword is relative to the number of souls possessed by 
its wielder. The great king shut himself away, and was soon Kingseeker Frampt if 
reduced to a mere shell. Just what was it that he yearned to rae caer es 
Protect? Effect: attack boosted by souls held 


“Chosen Undead. Your fate...is to succeed the Great Lord 
Gwyn. So that you may link the Fire, cast away the Dark, and 
aw undo the curse of the Undead.” 


[ Anastacia of Astora _ il 


Frampt has told me of you... That you have agreed to link 
the Fire. | thank you, sincerely. Finally, the curse of the 
Undead will be lifted, and | can die human.” 


Darkstalker Kaathe | 


Lord Gwyn trembled at the Dark. Cli to his Age of Fire 
and in dire fear of humans, and the would 
one day be born amongst them, Lo’ J the 


course of nature. Bi e Fire, and 


commanding his ct ans, Gwyr 
has blurred your ¢ birth of the Dark Lord 


23] Hawkeye Gough 


st even So, one day the flarr fade, and or 


nain. And even a legend such as thineself 
ing to stop that 


Rhea of Thorolund | 


a “Vince and Nico were fooled by ned Patches, and ai 


od 29) Undead Hunter Charm es 0 | 


Then we've no time to f aternize - c 
‘ool used to hunt down the Undead. Blocks Estus recovery 


turned into Hollows. My prayers did them nc 


b “You are Unde 


have my mission, and you no doubt have yours sst not 
let this curse overcome us within a limited area. Used long ago by Lloyd's cleric knights 
x on their Undead hunts. Although Allfather Lloyd is long 
Petrus of Thorolund if forgotten by the Way of White, his hunts have lived on, and 


harm allows one to challenge Undead without fear of 
acious healing 


a “My companions are M'lady and her y 
young, Dut burdened by an U 
defences, to keep her from ha 


+ knights. She is 
knights. She 


dead rr We are her 


Ed Paladin Armor 


b “Undead clerics are given a 
is the art of feeding bonfires 


Armor of Leeroy, Paladin of the Catacombs. Long ago, the 
Undead, a paladin in golden 
With the legendary treasures Grant and Sanctus, Lee- 

ut for Lordran, Land he Gods, in the first Undead 
Vhite 


ed its fir 


we shall one day be granted 


Vince of Thorolund 


Way o 


We accompany M'lady on her r 
chore, but I'm stuck with her, and Nico, toc 


31] Shanalotte, the Emerald Herald uj 


abandon them now a “The sign you bear will drain your very souls... And without 
: y y 
souls, you will turn Hollow. 


b “For when the Undead dies, it is never truly dead, but only 
all Undead are Hollows, 


nce Undead 


ne step cl 


but all Holic 


ef to Hollowing 


Lloyd's Talisman 0 | 


Talisman utilized by Allfather Lioyd’s cleric knights to hunt 


— down the Undead. In the outside world, the Undead are Sieglinde of Catarina if 
a accursed creatures, and Lloyd's cleric knights are widely = FRITS VIIPLs ey 
ad praised for their Undead hunts. This blessed talisman blocks a “My father? He went on his final adventure. Don’t worry, 


Undead recovery, allowing the knights to fight wit 


unity. that's just the way he is. Undead or no. Sort of reassuring, 
really. If he goes Hollow, I'll just have to kill him again 


Lloyd's Talisman t ut a) | 


b “My father...all Hollo w...has been subdued. He will 


Talisman used by cleric knights. Blocks Estus recovery within o more trouble. It’s finally over...! will return to 


a limited area. It is said that the cleric knights used these 
talismans to hunt down accursed Undead. Cleric knights 
fight with pride, and by blocking the recovery of the Undead, Undead Merchant (Male) SRAM eae) 


they can also fight with impunit . : 
f 9 y It's actually quite nice here, you know? The Hollows don't 


care for a skinny old twig like me. I've got Yulia...And nobody 
pelts me with stones anymore. You're Undead, you know 
how it is. | awas treated worse back at home.” 


DEITIES 


and most influential deities of the Dark Souls trilogy, many 
other gods and goddesses are described within the canon as well 
Some of these figures are referenced frequently and play major 
roles in crucial events, while others are mentioned only in pass: 
ing or have faded so far into obscurity that even their names are 
forgotten [36]; of these, one of the most proliferate is Velka, the 
rogue Goddess of Sin [1]. Among other tasks, it is Velka’s responsi- 
bility to define what constitutes sin, and to ensure that no sin goes 
unpunished [4]. Some adherents of Velka are ordained as Pardon- 
ers: these individuals are charged with hearing the confessions 
of sinners and offering absolution, as well as distributing writs of 
indictment which are used to report transgressors to the Darkmoon 
Blades for retribution [2/3/5/6] 


Another important deity is Allfather Lloyd, a patron saint whose 
image is depicted on the highest denominations of currency in 

the human realms [7]. Known as an uncle to Lord Gwyn, Lloyd is 
particularly revered in the nation of Thorolund, where his apostles in- 
clude the head bishop of the Way of White [8]. Although knights of 
the clergy hunt the Undead in Allfather Lloyd's name, those among 
their ranks who become afflicted by the curse are instead sent away 
on “Undead missions” [9-12]. While his name is widely known at 
the time of the Chosen Undead’s journey to Lordran, Allfather Lloyd 
is denounced by the clergy of Carim as a derivative fraud and is no 
longer commonly worshipped by the Way of White in the era of 
Lothric [37] 


One of the most significant items pertaining to the gods of Dark 
Souls is the Name-engraved Ring, which is associated with no 
fewer than ten of these deities ranging from Caitha, the Goddess of 
Tears worshipped in Carim and alternately depicted as either a com- 
passionate mourner of the undeserving dead or a demonic bringer 
of misfortune, to Nehma and Hanleth, respectively Goddesses of 
Bliss and Love, who are never mentioned anywhere else in the tril- 
ogy [13-17]. Not all of these mysterious figures are actually divine in 
origin: Evlana, Goddess of the Hunt, was a human huntress deified 
by later legends of her deeds in life [26/27] 


Indeed, enigmas exist even among the descendants of Lord Gwyn 
himself: Gywn’'s eldest son, a god of war and heir to the sunlight 
who respected weapons but naught else, was stripped of his deific 
Status and expunged from the annals as a consequence of his 
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hile Lord Gwyn and his pantheon are perhaps the best-known 


foolishness [18/20/21]. Though he still watches over his warriors, 
none even remember his name; it is possible that he is the Name- 


less King [18-25]. Likewise, few mentions are made of Princess 
Filianore, who has lain sleeping within the Ringed City since the firs t 


Age of Fire and may be Lord Gwyn’s youngest daughter [29-32] 
and there exists barely a single passing referer 
Flann, who is known only to have taken Sun Princess Gv 
hand in marriage and departed with her from Anor Londo [28] 


@ to the F 


ame God 


vynevere’s 


In certain cases, more than one god occupies the same role in dif 
ferent lands. For example, while Lord Gwyn born 
in Lordran as a god of war, the fallen nation of Forossa w 
a different war god known as Faraan [18/20/21/33]. Fore 
Knights, clad in heavy armor blessed by Faraam, were knc ) 
their deceptively nimble two-handed fighting style [33]. In other 
instances, the distinction between two gods is a blurry one at 
best: Zinder, God of Desire, and Zandroe, God of Greed, are 
represented by the image of a serpent for nearly identical sy 
reasons, and it is possible that both are merely alternate interr 
tions of the same deity [13/34/35] 


7 | Vow of Silence K y | 


Secret rite of the black-haired witch Velka. Prevents casting 
of magic within effect area. Velka, the Goddess of Sin, is a 
rogue deity, but she is versed in arts both new and old, and 
1S considered to have a great range of influence even as 
gods are concerned. 


Velka’s Rapier D | 
/ A symbolic, powerful thrusting sword used by the Pardoner 
serving Velka, Goddess of Sin. It is no mere symbol be 
Sure; the Pardoner is an inhuman swordsman, anc elds 
this enchanted blade with special sword technique 
| 3 | Mask of Velka i 


Mask worn by pardoners serving Velka, the Goddess of Sin 
The pardoners listen to the confessions of sinners, urging 
reflection and salvation. Their masks symbolize separation 
from worldly desires 


Ey Karmic Justice — a : a | 


= 


5 | Indictment 


6 | Book of the Guilty 


Miracle of the black-haired witch Velka. Temporary auto 
counter vs. heavy damage. For each sin there is a punish- 
Ment, and it is the task of Goddess Velka to define the sin. 
and mete out the punishment 


D | 
Slip sold by bishop of Velka, Goddess of Sin. If you are killed 
by an invader, use this to report the crime of that trespasser. 
The indicted player will be added to a list of unfortunate 


souls who will one day face the wrath of the Blades of the 


i] 
Darkmoon 


The Goddess of Sin Velka oversees this list of the guilty, who 
have disrespected the Gods or their covenants, and shall one 
day face the wrath of the Blades of the Darkmoon. 


| Gold Coin 


8 | White Seance Ring 


0 


Eh Goya's Talisman 


D | 
Coin made of gold, with Allfather Lloyd and his white halo 
shown on its face. Even coins of great value in the world of 
men have little value in Lordran, where the accepted cur 
frency is souls. Those who dream of return’ ing to the outside 
world are fond of carrying these around 

D | 


A divine ring entrusted to the head bishop of the Way of 
White and apostle to Allfather Lloyd, uncle to Lord Gwyn. It 
grants additional attunement slots. The head bishop of the 
Way of White is the guardian of law and caste, and one of 
the great royals of Thorolund 


D | 
Talisman utilized by Allfather Lloyd's cleric knights to hunt 
down the Undead. In the outside world, the Undead are 
accursed creatures, and Lloyd's cleric knights are widely 
praised for their Undead hunts. This blessed talisman blocks 
Undead recovery, allowing the knights to fight with impunity. 


a “My companions are M’lady and her young knights. She is 
young, but burdened by an Undead mission. We are her 
defences, to keep her from harm.” 


10} Petrus of Thorolund 


b “Undead clerics are given a mission to seek Kindling. Kindling 
is the art of feeding bonfires with humanity. Through Kindling, 
we shall one day be granted magnificent powers.” 


11] | Paladin Armor 


EE] Rite of Kindling 


13] Name-Engraved Ring 


14] Caitha’s Chime 


15] Red Tearstone Ring 


Armor of Leeroy, Paladin of the Catacombs. Long ago, the 
Way of White produced its first Undead, a paladin in golden 
armor. With the legendary treasures Grant and Sanctus, Lee- 
roy set out for Lordran, Land of the Gods, in the first Undead 
mission of the Way of White. 


This secret rite allows bonfires to be bolstered further with 
Kindling, so that even more Estus can be collected Kindling 
was 8 sacred rite passed down among clerics, but all Un- 
dead can imitat: @ process, in the same manner that they 
restore their Hollowing with humanity. How peculiar that 
humans had found little use for humanity until they turned 


Undead. 
SERA | 


A special ring that can be engraved with the name of a god. 
Becomes easier to connect to worlds of players who chose 
the same god. There are countless vestiges of long-lost gods 
in the ruins of Drangleic. Or perhaps they are the very same 
gods as ours, only known by different names. 
wen 1 


Sacred chime blessed by Caitha, goddess of tears. Hex- 
dedicated catalyst. Cannot be used to cast miracles. Caitha, 
the goddess of tears, is known as a compassionate being 
that is with us in times of tragedy, but some believe that she 
1S a dernoness that guides us toward misfortune. 


Sacred chime blessed by Caitha, goddess of tears. Rare 
even amongst Carim Affected by intelligence, a rare 
thing for miracle catalysts, and also agreeable with miracles 
that lean towards the Dark. Its existence is concealed in 
the name of the Archbishop, as it is anathema. Skill: Gentle 
Prayer. Recovers HP a period of time, albeit extremely 
slowly. Works while equipped in either hand. 

Te | | 


A ring set with a rare tearstone. Reacts when the wearer is 
in danger, temporarily increasing its wearer's physical attack 
power. Caitha, goddess of tears, mourns the undeserving 
dead, shedding tears as red as blood. It is said that the stone 
set in this ring is one such tear. 


Aring set with a large rare tearstone jewel Temporarily 
boosts attack when HP is low. This stone is said to be a tear 
of mourning of the goddess Caitha, and of course, tears are 
always more beautiful near death. 
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Caressing Tears i 
Miracle taught by Morne, the Archbishop's apostle. Cures 
bleeding, poison and frost for self and those in the vicinity 
Caressing Tears is a tale of the many deaths surrounding the 


goddess Caitha, of whom Morne was a known follower. 


: Ten | | TT 


G Blue Tearstone Ring 
KM It A ring set with a rare tearstone. Reacts when the wearer 
is in danger, temporarily increasing its w rs physical / 
¢ defense. Caitha, goddess of tears, mourns those who have 
« lost loved ones by shedding pure tears of biue. It is said that 
the stone set in this ring is one such tear. 


| 


It A ring set with a large rare tearstone jewel. Temporarily 
boosts damage absorption when HP is low. This stone is 
said to be a tear of sorrow of the goddess Caitha, and of 
course, tears are always more beautiful near death 


Miracle wielded by Lord Gwyn’s firstborn. Boost right 


EE) Sunlight Biade 


21 Ring of the Sun's Firstborn 


telly 
a 


Lord Gwyn’s firstborn, who inherited the sunlight, once 
wore this ancient ring. Boosts the strength of miracles. Lord 
Gwypn's firstborn was a god of war, but his foolishness led t 
8 loss of the annals, and rescinding of his deific status, Today, 
even his name is not known 


Ring of the Sun's first born, who inherited the light of Gwyn, 
the First Lord. Greatly boosts miracles. The Sun's first borr 
was once a god of war, until he was stripped of his stature 
as punishment for his foolishness. No wonder his very name 
has slipped from the annals of history. 


j2 | Dragonslayer Swordspear v1] 


A dragon hunting weapon from the age of the gods. The 
earliest form of the cross spear, serving as both sword and 
spear. Its owner was the Nameless King and deific hunter of 
dragons. The swordspear is imbued with lightning, of which 
he was the heir. Skill: Falling Bolt. Hold swordspear high 

in the air to summon fierce lightning that descends upon 
distant foes 


weapon with rays of Sun. The power of sunlight, manifested 23 | Storm Curved Sword ut 
as lightning, is very effective against dragons. When the 
eldest son was stripped of his deific status, he left this on / Curved sword imbued with the strength of the Stormdrake 


his father’s coffin, perhaps as a final farewell 
FE Great Lightning Spear 


0 | rd 
Miracle passed down to those bound by the Warrior of Sun: 
light covenant. Hurl giant lightning spear. The weapon of the 
God of War, who inherited the sunlight of Lord Gwyn, but 
had respect only for arms, and nothing else 


This faintly warm medal, engraved with the symbol of the 
Sun, is the ultimate honor, awarded to those who summon 
the Warrior of Sunlight and complete a goal. The symbol 
represents Lord Gwyn's firstborn, who lost his deity status 
and was expunged from the annals. But the old God of War 
still watches closely over his warriors. 
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j24| Soul of the Nameless King ut 


The Nameless King, ally of the ancient dragons, fought 
beside the Stormdrake in countless battles. When the great 
beast fell, the king claimed his soul, as was the custom in 
the age of the gods. Skill: Tornado. Imbue blade with the 
wrath of storm in a spinning motion, and follow with a strong 
attack to bear that wrath upon foes. 


Soul of the Nameless King. One of the twisted souls, 
Steeped in strength. Use to acquire many souls, or transpose 
to extract its true strength. The Nameless King was once a 
dragon-slaying god of war, before he sacrificed everything to 
ally himself with the ancient dragons. 


Lightning Storm ¢ : TH | 


26} Hunter's Hat " | 


es 
by 


Hunter's Blackbow 


Miracle of the Nameless King, ally to the ancient dragons. 
Calls forth furious bolts of lightning. Once a slayer of drag. 
ons, the former king and wargod tamed a Stormdrake, on 
which he led a lifetime of battle. This miracle is likely a tale 
of their bond. 


A leather hat with a large brim. Traditionally used by bow 
hunters. The hunting goddess Eviana was no goddess at all 
but rather a brave and highly skilled bow huntress. Long after 
her demise, the passing of lore transformed her into a deity. 


A black bow designed for long distances. Difficult to handle 


at first, and requiring some amount of practice to master 
/ The hunting goddess Eviana was no goddess at all, but 
/ rather a brave and highly skilled huntress. Long after her 


demise, the passing of lore transformed her into a deity. 
28} Ring of the Sun Princess | 


This ring is granted to those who enter a Covenant with 
Gwynevere, daughter of L 
light. This slightly v DoSts the synergy of miracles. 
The Princess of Sunlight Gwynevere left Anor Londo along 
with many other deities, and later became wife to Flame 
God Flann 


rd Gwyn and the Princes: 
arm ring t 


f Sun- 


EZ)! Small Envoy Banner in DLC2 


The small banner used by envoys of Great Lord Gwyn in the 
days of yore, Face the ringed cliff and hold the banner high 
to summon facilitators of transport. For the pygmies, who 
took the dark soul, the Great Lord gifted the Ringed City. 

an isolated place at world’s end, and 
daug! 


is beloved youngest 
f, promising her that he would come for her when 
the day came. 


Ed Spears of the Church mM DLC2§ 
A green-rusted ornament of young grass, the crest of 
Princess Filianore. Equip to join the Spears of the Church 

+h over the Prin 

cess’ slumber, and when the church is compromised by a 
trespasser, the Judicator summons them as loyal spirits to 
eliminate the threat (summoned automatically while this is 
equipped). Loyal spirits summoned as Spears of the Church 
are granted a blessing of protection 


covenant. The Spears of the Church wi 


El Church Guardian Shiv 


Filianore’s Spear Ornament 


i DLC2 


The Spears of the Church watch over the Princess’ slumber, 
and this serves as proof of their fulfillment of their duty. 

The embellished gold cloth is woven with a crest of young 
grass. The Princess’ knights proudly displayed these precious 
favors, which were most often seen swaying from their 
identical ceremonial spears. 


im DLC2 9 
This special throwing blade has a fiat tip, and is wielded by 
guardians of the Church of Filianore. Consume FP to project 
illusory blades which seek their targets. Guardians of the 
Church, of whom few remain, watch over Princess Filianore’s 
eternal slumber along with the Spears of the Church 


Ey Faraam Armor uf 


Armor worn by the Forossa Lion Knights. The mighty Lion 
Knights, worshippers of the war god Faraam, wore heavy ar 
mor and were feared for their nimble two-handed swordplay. 
But their legacy was cut short with the fall of Forossa 


Gold Serpent Ring 


A gold ring depicting 
festation of the god o! 


he snake, both the servant and mani- 
desire, Zinder. Greed is traditionally 
viewed as a vice, but only a coward sees every chance as 


something to fear. 


135} Covetous Silver Serpent Ring j n | 


A silver r 
festat 


ng depicting the snake, both the servant and mani- 
ion of the god of greed, Zandroe. Greed is traditionally 


viewed as a vice, but only a fool allows that to ruin a good 
opportunity 
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Miracle that re 
foe: 


local shockwave, staggering nearby 
and causing heavy damage. Little is known about the 
origins of this miracle, except its shared roots with the Force 
spell. It makes mention of certain Gods, but alas, their actual 
names are long forgotten. 


Lloyd’s Sword/Shield Ring TD | 


Ring given to knights of the Way of White. Depicts Allfather 
Lloyd’s Sword of Law. Boosts attack power when HP is full 
Much time has passed since the worship of Lloyd was com- 
mon in the Way of White. The clerics of Carim had always 
strongly asserted that Lloyd was a derivative fraud, and that 
the Allfather title was self-prociaimed. 


he Ancient Dragons (at times also referred to as the “Everlast- 

ing Dragons”) are among the oldest forms of life in the Dark 
Souls trilogy [1a/5-7]. They predate the First Flame and the original 
Four Lords to a time of grey crags and archtrees known as the 
Age of Ancients [1a/7]. The land over which the Dragons presided 
was unformed and shrouded by fog—an environment devoid of 
Disparity and untouched by Light or Dark [1a/1b/7]. The Dragons’ 
stone scales provide them with limitless longevity, but not outright 
invincibility [4]; they can still be killed, and their species was hunted 
to the very brink of extinction by the Four Lords and their servants 
after the advent of the First Flame [1¢/8-10] 


Dragons take a variety of forms and possess a diverse array of 
individual abilities, traits and dispositions. Seath the Scaleless, a 
blind albino Dragon who betrayed his own race and sided with Lord 
Gwyn, uniquely bears no scales of immortality and is aligned with 
the element of magic, rather than with fire as most other Dragons 
are [1¢/11-14/16] Though he has no spoken dialogue at all, Seath 
is also explicitly sapient and highly intelligent, as evidenced by his 
complex relationships with the denizens of Anor Londo and his vast 
archives of personal research [14/15/17-19]. In contrast, the Black 
Dragon Kalameet is resistant to lightning—normally the bane of 
Dragons—and possesses a third eye which has the power to bring 
calamity upon those fixed with its gaze [1¢/20/21/36]. So fearsome 
was Kalameet that “even mighty Anor Londo dared not provoke his 
ire” [9a/9b/20/21] 


Dragons are extremely resilient and have been used in two notable 
cases as physical vessels within which catastrophic forces were 
sealed: Sinh, the Slumbering Dragon, bore in his body a massive 
concentration of lethal poison and was kept asleep within the 
Sunken City of Shulva to ensure that the substance would never 
be released [22-26]; and Darkeater Midir, an ancient Dragon taken 
in and raised by the gods of Lordran, was tasked with consuming 
the very Dark itself in order to counteract its propagation [29-31] 
Dragons are even capable of interbreeding with other races, though 
the resulting offspring are regarded as abominations; Crossbreed 
Priscilla was the result of one such union and Captain Yorshka, the 
younger sister of Dark Sun Gwyndolin who shares similar physical 
characteristics with Priscilla including a nearly identical tail, may be 
another [32-46] 


The original race of Ancient Dragons is highly adaptable and has 
diverged over the eons into many descendants, subspecies and off- 
shoot mutations like the Gaping Dragon [2/38]. The Drakes, though 
widely regarded merely as imitators of the Dragons, are more 
likely to be their distant relatives; meanwhile, despite the Dragons 
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supposedly being extinct, a few of their species such as Darkeater 
Midir, Black Dragon Kalameet and the Stone Dragon of Ash Lake 
Still survive [9/29/39-41]. Humans have also attempted to mimic 
the Dragons—some merely in pursuit of immortal ty, and others out 
of a desire for power or even to change tt ourse of fate [42-44 
Acolytes who walk the Path of the Dragon seek to assume 
and longevity of a Dragon themselves [3/42/43/48]: in contrast 

the scholars of Drangleic conducted experiments to harness the 
Dragons’ power indirectly, resulting in the creation of Shanalotte and 
possibly also the Ancient Dragon [44/45/47] 


Other humans have attempted to appropriate the power of Dra 
through simpler and more primitive means. The Drakeblood Kn 
led by Sir Yorgh, believed that they could attain a higher existence by 
acquiring Dragons’ blood, which they regarded as sacred: ironica 
their single-minded quest for the blood of Dragons led not or y tc 
their own demise, but that of the entire city of Shulva [24-28] 


ia Opening CG sequence : n | 
@ “In the Age of Ancients, the world was unformed, shrouded 
by fog. A land of grey crags, archtrees, and everlasting 
dragons.” 


b “But then there was Fire. And with Fire, came Disparity. Heat 
and cold, life and death, and of course... Light and Dark 


¢ “With the Strength of Lords, they challenged the dragons 
Gwyn's mighty bolts peeled apart their stone scales. The 
witches weaved great firestorms. Nito unleashed a miasma 
of death and disease. And Seath the Scaleless betrayed his 
own, and the dragons were no more. Thus began the Age 
of Fire.” 


Gaping Dragon — 


Player Dragon Torso Stone transformation _ 


4 | Dragon Scale 


is I Bellowing Dragoncrest Ring 


Curved Dragon Greatsword 


8 | Gough's Greatbow 


9 ff Hawkeye Gough | oe 


! Dragon scale for reinforcing dragon weapons. Peeled from 
an ancient dragon. A dragon is inseparable from its scales, 
and the transcendent apostles, who seek the perpetuity of 
the ancient dragons, have crossed the very end of the earth 
to seek this invaluable treasure 


Il Ascale from the body of an ancient dragon. Offer to the 
dragon to bring your own flesh closer to that of the eternal 
ancient dragon. Touching an ancient dragon scale gives one 
a glimpse into the abyss. Believers in the dragon will rise 
above this petty corporeal existence 

re | | 


A special ring granted to only the most accomplished sorcer 
efs at Vinheim Dragon School. The ring is engraved with an 
everlasting dragon, and boosts the strength of sorceries 


A special ring given to those who are deemed fit to under 
take the journey of discovery in Vinheim, home of sorcery. 
Greatly boosts sorceries. Apropos to the Dragon School, the 
seal depicts an everlasting dragon. A bellowing dragon sym- 
bolizes the true nature of the consummate sorcerer. 

m0 | 


Ring given in Vinheim, home of sorcery, when newly 
ordained as a sorcerer. Boosts sorceries. Apropos to the 
Dragon School, the seal depicts an everlasting dragon. A 
young dragon presages the great length of the journey to 
mastery. 


A curved greatsword forged from the soul of the Ancient 
Dragon. In the Age of Ancients, the world was unformed, 
shrouded by fog. A land of grey crags, archtrees, and ever 
lasting dragons. 


Greatbow used by Hawkeye Gough, of Lord Gwyn’s Four 
Knights, for dragon slaying. This bow is larger than even 
those used by the famed Dragonslayers. Only their leader, 
Gough, had the strength to handle it 


ro.cH 


a “He is called Kalameet. A ferocious dragon indeed, even 
mighty Anor Londo dared not provoke his ire.” 


b “He is an ancient dragon, Skyward or no, he will not be put 
down easily.” 


Cross spear born from the soul of Ornstein, a Dragonslayer 
guarding Anor Londo cathedral. inflicts lightning damage; 
effective against dragons. Two-handed thrust relies on cross 
and buries spear deep within a dragon's hide, and sends 
human foes flying 


Bequeathed Lord Soul Shard (Seath) _ 


White Dragon Breath 


Big Hat Logan 


Great Magic Barrier 


This sword, one of the rare dragon weapons, came from the 
tail of Seath the Scaleless, the pale white dragon who be- 
trayed his own. Seath is the grandfather of sorcery, and this 
sword is imbued with his magic, which shall be unleashed as 
8 wave of moonlight 


Soul of the albino dragon, Seath the Scaleless. A fragment of 
a Lord Soul discovered at the dawn of the Age of Fire. Seath 
allied with Lord Gwyn and turned upon the dragons; for this 
he was awarded Dukedom embraced by the royalty, and 
given a fragment of a great soul. Although just a piece, it will 
Still satiate the Lordvessel 

0 | | 


Sorcery developed by Logan during his infatuation with 
Seath the Scaleless. Emit crystal breath of Seath the Scale- 
less. Although it no longer causes curses, what madness 
caused old Big Hat to appropriate this frightful power of the 
ancient dragons? 


Sorcery of the deluded Consumed King Oceiros. Emits crys- 
tal breath of Seath the Scaleless. Crystal breath has piercing 
qualities. Seath’s research seemed to strike a chord with old 
Big Hat who, in his mad, disrobed state, made divine works 
such as this, his own. Oceiros was no doubt edified by this 


“The tomes stored in these Archives are truly magnificent. A 


great pool of knowledge, the fruits of superior wisdom and 
an unquenchable desire for the truth. Some would say Seath 
had an unsound fixation ...But his work is a beautiful, invalu- 
able resource. All progress demands sacrifice. And | certainly 
bear no antipathy for that wonderful scaleless beast.” 
ra | | 


Miracle of Bishop Havel the Rock. Cover body in powerful 
def. magic coating. Havel the Rock, an old battlefield com- 
patriot of Lord Gwyn, was the sworn enemy of Seath the 
Scaleless. He despised magic, and made certain to devise 
means of counteraction 


The tale which was later interpreted as Magic Barrier. Greatly 
increases magic damage absorption by covering the body in 
@ strong white protective coating. Said to be a tale of Havel 
the Rock, arch enemy of Seath the Scaleless. Havel despised 
magic, and was never complacent in preparing means to 
counter it. 
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Helm of the Channelers, sorcerers that serve Seath the 
Scaleless. The six eyes arranged in two vertical columns 
compensate for Seath’s lack of sight. The heaviest of protec- 
tive gear for sorcerers, and imbued with magic. 


FZ Darkmoon Knightess 


“Have you heard of Seath the Scaleless? In legend, he turned 
against the ancient dragons. He became Lord Gwyn's confi- 
dant, wes granted dukedom, and was allowed to pursue his 
research. At the Regal Archives, he immersed himself in re- 
search on scales of immortality, the one thing that he did not 
have. ...But his very research drove him mad... The Archives 
became a dungeon, a place for sinister experiments.” 


EE] [Archive Tower Giant Door Key 
¢ Key to the giant door leading out from the uppermost floor 

e of Archive Tower, which now serves as a prison. The key’s 
design resembies not the key of a prison; indeed, the tower 
was once no prison at all, but a trove of precious tomes. 


FE Archive Tower Cell Key EWR ARAL | 


Key to the cell of the Duke's Archive Tower. The Archive 
Tower, once a trove of precious tomes and letters, became a 
prison after the onset of Seath’s madness. The serpent men 
who guard the prison know not the value of what they hide 
In the basement of the tower are the writhing “mistakes” of 
the terrifying experiments which were conducted there 


[ Black Dragon Kalameet ipicl 
Kalameet has above-average Lightning defense, which is 
uncharacteristic of Dragons. 


EE] Yorat’s Spear 


EX] Gaiamity Ring ais we ora roc - 


A ring enchanted by the orange eye of Kalameet, the bringer 
of calamity. Doubles damage received by its wearer. A use- 
less ring befitting of no finger. Best left unknown, or at least 
well hidden 


rs | 
A mace wielded by sanctum soldiers. This mace was cor 
fupted by poison when Sinh, the slumbering dragon, awoke 

A mere mortal would be asphyxiated by the poison emitted 


when wielding this mace, but for the noxious sanctum 
soldiers, this fact matters none 


Eternal Sanctum Key _ wie 


Key to the inner chamber of the Eternal Sanctum. The 
Sunken King erected the Eternal Sanctum to shelter Sinh the 
Dragon. The Sanctum appears to be a solemn temple, but 

it is filled with devilish creatures that ensure no trespasser 
Shall cause offense. 


j24 Soul of Sinh, the Slumbering Dragon " Diciff 
Soul of Sinh the Dragon, who sleeps in the lowermost 
depths of this land. The King erected a magnificent city, and 
the dragon slept soundly. Until Sir Yorgh disturbed it with a 
Single great strike, and the dragon could bear its store of pol- 
son no longer. The rain of death toppled the City, but restored 
the dragon's purity. The wondrous soul of this dragon can be 


used to acquire numerous souls, or to create something of 
great worth. 


EB NoratieRing woul 


Ring of Sir Yorgh, who sought the blood of a dragon and 
invaded Shulva. Can deflect spelis. When Sir Yorgh faced 
Sinh, the slumbering dragon, he drew blood with a flash of 
his steel, but Sinh responded by spewing forth the poison 
that had long brewed within him, blanketing the city ina 
miasmic cloud. 
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[ Drakeblood Greatsword _ 


WDLci 


Spear wielded by Sir Yorgh during his invasion of the 
Sanctum City. After his defeat of the Sunken King, Sir Yorgh 
pierced Sinh, the slumbering dragon, with this spear to claim 
its blood. But Sinh immediately awoke, spewing a poisonous 
fog that blanketed the city in death, and Sir Yorgh disap. 
peared into the Eternal Sanctum 


noLci ff 


Greatsword wielded by the Drakeblood Knights, led by 

the honorable Sir Yorgh. The insignia chiseled upon its hilt 
symbolizes dragon's blood. To the Drakeblood Knights 
fresh dragon blood was sacrosanct. They believed that by 
obtaining it, they could achieve a true understanding of life, 
transcending their own banal existence 


EE] Drekebiood Armor Ee Wouci 


Black armor of the Drakeblood Knights, who came from a 
land long forgotten. The Drakeblood Knights, who wor 
shipped the blood of dragons, were led by Sir Yorgh in a 
Siege of the Eternal Sanctum, but sunk into the Sanctum 
when the slumbering dragon awoke. The red cloth wrapped 
around their black armor represents the sacred blood of 
dragons 


i DLC2 Hj 


Soul of Darkeater Midir. One of the twisted souls, steeped in 
Strength. Use to acquire many souls, or transpose to extract 
its true strength. Midir, descendant of Archdragons, was 
raised by the gods, and owing to his immortality, was given 
a duty to eternally battle the dark, a duty that he would never 
forget, even after the gods perished 


i DLc2 


A dragon weapon symbolizing Darkeater Midir. The once- 
exquisite blade is now stained black, and frayed at the hilt 
Without its sheath, it will soon crumble into nothing. Skill 
Hold. Assume a holding stance in which a normal attack 
sends a shockwave along the earth, and a strong attack com 
mences a series of slashes. 


El Shira, Knight of Filianore _ WOLC2} EB]! Dragon King Greataxe 3 i 


“Midir is his name, and the Archdragons are his forebears. He 
once railed against the dark, but was by dark afflicted. Now 
here, returned, he remaineth 


This axe, one of the rare dragon weapons, is formed by the 
tail of the Gaping Dragon, a distant, deformed descendant of 
the everlasting dragons. The axe is imbued with a mystical 
power, to be released when held with both hands. 


Soul of Priscilla if Drake Sword ey ; hea q | 


Soul of Priscilla the Crossbreed, trapped inside the painted 
world of Ariamis. Special beings have special s Use the 
esis to all life 
to acquire a huge amount of souls, or to create a unique 


This sword, one of the rare dragon weapons, is formed by 

a drake’s tail. Drakes are seen as undeveloped imitators of 
the dragons, but in they are likely their distant kin. The sword 
is imbued with a mystical power, to be released when held 


soul of this crossbreed bastard child and ant 


weapon with both hands. 
Priscilla’s Dagger if 140} Oragon Greatsword H | 
/ This sword, one of the rare dragon weapons, came from the This sword, one of the rare dragon weapons, came from 


tail of Priscilla, the Dragon Crossbreed in the painted world 
of Ariamis. Possessing the power of lifehunt, it dances about 
when wielded, in a fashion reminiscent of the white-robed 
painting guardians 


Ed Lifehunt Scythe ii 141 Obsidian Greatsword - Tan ii 


the tail of the stone dragon of Ash Lake, descendant of the 
ancient dragons. Its great mystical power will be unleashed 
when wielded with two hands 


This greataxe, one of the rare dragon weapons, is formed by 
the tail of the one-eyed black dragon Kalameet, the last of 
the ancient dragons. The mystical power of its obsidian blade 
will be released when held with both hands. 


142] Dragon Eye 3 : ii 


An art of the transcendent aposties who pray to the ancient 
dragons. To be alive is to be vulnerable, and the fiery Gods 
are no exception. The apostles seek another plane of exis 
tence, which transcends life. 


Scythe born from the soul of Priscilla, the stark wh 
breed trapped inside the Painted World of Ariamis. Even the 
Gods feared Priscilla’s lifehunt ability, and in the hands of a 
mortal, its power will turn upon its wielder 


| 43] Dragon Head/Torso Stone z q | 


Stone imbued with the power of the dragons. Rite of apos: 
tles of the ancient dragons. Gain torso of dragon. Roar like a 
dragon. The dragon apostle ek transcendence of life itself, 
attainable by transformation into an ancient dragon. This rite 
is only one step, but it cannot be reversed until death 


EZ]) Shanalotte, the Emerald Herald 0 | 


“| was born of dragons, contrived by men. By ones who 
would cozen fate herself... They are the ones who created 
me. But they failed. | did not come out as intended. Fate 
would not be bested, and men were cursed once again.” 


EE]! Cursed Bone Shieid | 


Small shield used by Aldian warlocks. Reinforced by a covert 
ritual that granted the shield the power of flame. Can deflect 
spells by parrying. The peculiar figure known as Lord Aldia 
kept Giants in his manor, and attempted to recreate a dragon, 
but after some time, was not heard from again 


46 | Yorshka's Chime 


A sacred chime belonging to Yorshka. Her brother, the former 
knight captain, presented her with this medium together 
with another gift: her name. The ringing of the chime must 
have done much to soothe her loneliness. Skill: Gentle 
Prayer. Recovers HP for a period of time, albeit extremely 
slowly. Works while equipped in either hand 


Nashandra_ 


Company Captain Yorshka's Tail 


os ee 


“Brave Undead, what did that dragon tell you? That thing is a 
prop, a false deity. Don't be fooled, my Undead.” 


43} Domhnail of Zena 


“Rumour it may be, but | have heard of a surviving ancient 
dragon who resides in this land. A coterie of Undead serves 
the dragon, as they train to become dragons themselves.” 
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000 years before the Chosen Undead’s arrival in Lordran, the 
1 Witch of Izalith attempted to recreate the First Flame from a 
Soul [1b/2]. The attempt ended in a catastrophic failure that created 
the Bed of Chaos, a distorted being whose power formed a bed of 
life which gave rise to a race of abominations known as Demons 
[1a/2/8/9]. The newly-kindled Flame of Chaos, its power twisted 
and raging out of control, consumed the Witch, her daughters 
and the entire city of !zalith along with them [1a/3/7]. Most of 
the Daughters of Chaos were transfigured into grotesque Chaos 
Demons in the process; Quelana believes herself to be the only sur 
vivor, though the presence of another individual in the ruins of Izalith 
wearing the witches’ signature gold-hemmed robes and wielding 
the Chaos Fire Whip Pyromancy Suggests that her eldest sister may 
also have escaped unscathed [1a/4-7/10/13a/13b/18] 


The Chaos Demons, daughters of the Witch of Izalith and former 
wielders of flame sorcery, were hunted by Lord Gwyn and his 
knights [6/10-12]. Two of these creatures, Quelaag and “the Fair 
Lady,” fled the ruins of Izalith and were able to avoid being slain; 
together with the exiled pyromancer Eingyi, they oversee the 
Chaos Servant Covenant and its cohort of diseased supplicants 
[13¢/14/15/38]. Other Demons have wandered away from Izalith 
into the outside world, and some have even found their way as far 
as Anor Londo or the Northern Undead Asylum [16/17/32] 


The city of Eleum Loyce was built by the Ivory King to contain 

the Flames of Chaos and protect the land's inhabitants from the 
Demons [19-21]. Despite his best efforts and the power of his own 
Soul, however, the Chaos would not be sated So the King led his 
Knights of Loyce on an ill-fated foray directly into the Chaos’ heart 
in a last-ditch attempt to seal it once and for all [19/34/35]. In so 
doing, they lost all sense of self and became driven solely by the 
instinct to expunge any who might disturb the flame even former 
compatriots [22]. The King and most of his retinue still burn in agony 
to this day; the few woeful souls who managed to return to the city 
were guided by some faint vestige of their former selves [23/24] 
Alsanna, a Dark entity born from Manus, became the King’s oracle 


and now maintains the frigid seal upon the Flames of Chaos in his 
stead [19/33/36/37] 


In the era of Lothric, the Flames of Chaos have faded and the De- 
mons are a dying race [25-27]. The remains of Izalith and its secrets 
lie buried and forgotten, with only a handful of Surviving relics left 
as Clues to their existence [29-31b]. The Witch of Izalith and her 
daughters survive only in parables, which hold that they espoused 
the fear of flame and taught humans how to control it via the art of 
Pyromancy [28] 
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a “My mother, the Witch of Izalith, was one of the Primeval 


Lords... Her power came from the soul that she found near 
the First Flame She focused this power t light a flame 
of her own, but she failed to control it. The Flame of Chaos 


engulfed Mother and my sisters, and moulded them into 
deformed creatures. Only | escaped, and now | am here” 


b “Mother's ambitions were misguided, no doubt, but surely a 
thousand years of atonement is enough!” 


EA Lord Sout (Bed of Chaos) i 


Soul of the Bed of Chaos and the mother of all demons. This 
Lord Soul was found at the dawn of the Age of Fire. The 
Witch of Izalith attempted to duplicate the First Flame fror 

8 soul, but instead created a distorted being of chaos and 
fire. Its power formed a bed of life which would become the 
source of all demons, and is more than enough to satiate the 
Lordvessel 


El) Great Chaos Fire Orb f 0 | 


Art of the Flame of Chaos, from Ancient Izalith. Hurls a great 
chaos fire orb. Chaotic flame melts even great boulders, and 
creates a brief surge of molten lava on impact. The Witch of 
Izalith and her daughters birthed the Flame of Chaos, but it 

devoured them along with their home 


| 4 | Daughter of Chaos ; : : D | 


EA Chaos Fire Whip _ Bae Ne es tn q 


Art of the Flame of Chaos, which engulfed the Witch of 
Izalith and her daughters. Sweep foes with chaos fire whip p 
The fire whip was wielded by the eldest of the Daughters 0 
Chaos. 


Soul of Quelaag 


Soul of Quelaag, once daughter of the Witch of Izalith, but 
now a chaos demon. Special beings have special souls, and 
Quelaag's soul contains all aspects of Chaos. Use it to ac- 
quire a huge amount of souls, or to create a unique weapon. 


Chaos Storm : if 


Art of the Flame of Chaos, which engulfed the Witch of 
Izalith and her daughters. Erect localized chaos fire pillars. 
The Witch of Izalith, in an ambitious attempt to copy the First 
Flame, created instead the Flame of Chaos, a twisted bed 


of life 

8 | Chaos Storm i | 
Art of the Flame of Chaos, from Ancient Izalith. Erects 
multiple chaos fire pillars in vicinity. Chaotic flame melts 

even great boulders, and creates a brief surge of molten lava 
on impact. The all-engulfing Chaos Flame eventually formed 

a tumultuous seedbed, which birthed the twisted things 
known as Demons. 


i 9 | [i Demon's Greataxe TH | 


This greataxe, a favorite among demons, contains the 

strength of fire. The demons, born of Chaos, harbor fire, and 

J yet they are twisted and malformed, such that they were 
never meant to be. Skill: Demonic Flare. Briefly cause flame 
within to flare, and smash it upon earth and foes. 


BE) izalith Catalyst a | 


Catalyst of the Witch of Izalith of long ago, when her daugh- 
ters were still flame witches, before they were engulfed by 
the Chaos Flame. Before the birth of pyromancy, their wands 

f were mediums for sorcery, but knowledge of this flame 
sorcery has long since vanished 


nf Black Knight Sword : f il 


Greatsword of the black knights who wander Lordran. Used 
to face chaos demons. The large motion that puts the weight 
of the body into the attack reflects the great size of their 
adversaries long ago. 


Shield of the Black Knights that wander Lordan. A flowing 
canal is chiseled deeply into its face. Long ago, the black 
knights faced the chaos demons, and were charred black, 
but their shields became highly resistant to fire. 


a “Below us lies the ruins of the legendary city of Izalith. There, 
the Molten Giant watches over the Flame of Chaos. Our Fair 
Lady, and Mistress Quelaag, fled from the ruins. | do not 
know the details... And | do not ask 


b “Have you heard of Lost Quelana? An inhuman witch, who 
wanders the Poison Swamp. Only no one has ever seen 
her, so who really knows? But what if she is another of the 
Quelaag sisters? Our Fair Lady would be greatly comforted 
by her presence” 


c “Worse than Undead, we are diseased, and unwanted. Like 
the grime of the Great Swamp. But my dear, Fair Lady! She 
cried for me... And swallowed the great Blightpus, despite 
Mistress Quelaag’s orders to the contrary.” 


ison Mist ! 


Unique pyromancy crafted by Eingyi, considered a heretic 
even at the Great Swamp. Create poison mist. Eingyi be- 
came an egg-bearing Undead who serves a deformed young 
girl who speaks an unintelligible tongue. 


15 il Toxic 


16 Demon's Great Hammer 


Demon weapon built from the stone archtrees. Used by 
lesser demons at North Undead Asylum. This hammer is 
imbued with no special power, but can merrily beat foes to a 
pulp, providing you have the strength to wield it. 


Demon's Spear 


Carved from the bones of fellow demons. Wielded by the 
slim lesser Batwing demons. The weapon of these chaos 
demons wandering Anor Londo are different from those of 
other chaos demons, and are imbued with lightning. 


: a | 
Worn by the witch Quelana of Izalith, mother of pyromancy 
and Daughter of Chaos. She wore this gold-hemmed biack 
Cloak before even the Age of Fire, and it offers strong resis- 
tance versus fire, poison, and other perils. 


FD Goid-Hemmed Black Cloak 


worc3 
“But the Chaos would not be sated, and the King gave his 
own soul. Inevitably, the King was drained of vigour, and 
plunged into the Chaos’ heart. Eleum Loyce was frozen in 


time, its leader lost... | remain here, to contain the Chaos, 
honouring my Lord's wishes.” 


Ivory King Armor ne es WDLC3 I 


Armor of the Ivory King of Eleum Loyce. The land of Eleum 
Loyce was a vast rampart built to contain the ancient Chaos. 
The Ivory King placed his throne upon the very mouth of 
Chaos, and served as the first line of defense. 


eK) | 
Soul of the Ivory King of Eleum Loyce. The proud Ivory King 
was ever-merciful, and devoted himself to the protection of 
his great land, until he was devoured by the flames of chaos. 
The wondrous soul of this great king can be used to acquire 
Numerous souls, or to create something of great worth. 


wo.cs il 


Charred Loyce Armor 


Charred armor of the Knights of Loyce, burned black by 
flame. These Knights of Loyce plunged into the old Chaos. 
with their lord, and lost their sense of self. To this day, they 
still burn in agony, alongside their once-proud king. 


_wouesil 


A charred greatsword of the Knights of Loyce, its blade 
burned black by flame. These Knights of Loyce lacked all 
sense of self, and were driven only by the urge to expunge 
any who might disturb the flame, even former compatriots. 


Toyes Soul”  wotes 


| Charred Loyce Greatsword 


Unique pyromancy crafted by Eingyi, considered a heretic 
even at the Great Swamp. Create intense poison mist. Why 
was Eingyi driven from the Great Swamp? One only need 
cast this pyromancy, a perverse diversion from the art of fire, 
to find out. 


Soul of the Knights of Loyce. The Knights of Loyce were 
taken by Chaos, and lost all sense of purpose and being. The 
few woeful souls that trudged back home were guided by 
some faint vestige of self. This soul is pure sorrow, and only 
Alsanna can put it to rest. 
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EX [ Soul of Demon wi 


Soul of a demon. One of the twisted souls, steeped in 
Strength. Use to acquire numerous souls, or transpose to 
extract its true strength. Demons were born of the Chaos 
Flame, but the flame has not survived, and the demons are 


8 dying race. 

EX [SculotaStrayDemon 
Soul of the Stray Demon. One of the twisted souls, steeped 
in strength. Use to acquire numerous souls, or transpose to 


extract its true strength. The Stray Demon, now lacking even 
@ trace of flame, was once the gatekeeper of Lothric 


Ei] Boulder Heave Tipo) | 


Art of a stray demon of stifled flame. Spews a boulder from 
one’s mouth. The boulder is heavy, but shatters easily. 


[Witchis Ring Sans eRe | 


The Witch of izalith and her daughters, scorched by the 
Flame of Chaos, taught humans the art of pyromancy and 
offered them this ring. Greatly boosts pyromancies. Every 
pyromancer is familiar with the parable that tells of the 
witches espousing the need to fear the flame, and teaching 
the art of pyromancy to men in hopes that they might learn 


to control it. 

{ Tzalith Pyromancy Tome SA hep es a ame ug 
A pyromancy tome from Izalith containing pyromancies of 
the witches. Give to the old master pyromancer to learn 
chaos pyromancies of Izalith. Chaos pyromancies manipulate 
lava, and birthed all later forms of pyromancy. 


ET] | Queiana Pyromancy Tome PEF paid ria byes 0 | 
A pyromancy tome of Quelana containing her unique spells. 
These pyromancies can only be taught by a female master. 
Give to a female pyromancy master to learn Quelana’s pyro- 
mancies. Quelana, the sole surviving witch of Izalith, once 


accepted a human pupil, but after the pupil moved on, she 
never took another. 


Ell [ComyxoftheGreatSwamp 


@ “Ah, what have we here! A pyromancy tome from izalith! 
Then you've found the home of pyromancy”” 


b “Ahh, what have we here... By the gods. This inscription reads 
Quelana, the ancient deity, one of the witches of Izalith 
The last of them, who wandered the lands. Then she must 
have retumed to Izalith, after all.” 
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Loyce Greatsword f 


[Undead Merchant (Male) ill 


“Things are getting treacherous in these parts. A horrible 
goat demon has moved in below. And up above, there’s th at 
humungous drake, and a bull demon, too. 


NOLC3ij 


north, a King built a great cathedral to appe 
flame. But when he sensed the degradat 
left without a word, leaving everything to Alsanna 
unbeknownst, found a place at his side. But these 


were 
events of long ago, and today, no one even rerr embers the 
King’s name 


ivory Straight Sword ; i DLc3yj 


Sword of Fabian, knight of Eleum Loyce. This blade, crafted 
with ivory ore native to the land, harnesses souls t last 
at foes. Sir Fabian led the loyal knights of Eleum L vce 
Straight into the depths of chaos to exterminate the terrible 
things that dwelled there, but not one of the selfless knight 
returned. i i 


NOLc3if 


Greatsword of the Knights of Loyce. The Knights of Loyce 
were commanded to strike down each malformed terror that 
arose from Chaos, and they would not hesitate even if it 
were their own king 


EX Soul of Aisanna, Silent Oracle i DLc3 if 


Soul of Alsanna, oracle of Eleum Loyce, who prays in silent 
vigilance. This child of Dark, in reverence of the apocalypse 
devotes herself to a ritual in hopes of appeasing the raging 


flame. The wondrous soul of this augur of fear can be used 
to acquire numerous souls, or to create something of great 
worth. 

ioLc3ij 


Curved sword forged from the soul of Alsanna. Formed by 
two curious blades, this sword can restore an ally’s HP with 
a hit from its strong attack. The enigmatic Alsanna quietly 
found a place at the Ivory King’s side, and when his strength 
was fully drained, he conferred this sword, inscribed with 
the name of the land, to her 


EggVermifuge 0 | 


Bitter, sour chestnut. Removes parasitic egg from body. The 
@gg-bearers have chosen to serve the Flame of Chaos, and 
the eggs symbolize this selfless choice. Naturally, these 
chestnuts are forbidden, but are allowed under special 
circumstances. 


Ms: of the accessible areas throughout the Dark Souls trilogy 
are remote, isolated and far-removed from major human 
populations. Many important characters hail from the unseen but 
oft-referenced lands beyond, some of which are also the locations 
of notable events or institutions. Among the most prominent of 
these regions is the aristocratic nation of Astora, home of the Sun- 
light Warrior Solaire, the Fire Keeper Anastacia, the errant Anri, and 
the Blacksmith Andre residing in Lordran [1-5]. Members of Astora’s 
noble caste are typically defined by blue eyes, fair hair and gener 
ally handsome features [5/6]. Astora was once attacked and almost 
destroyed by an evil eye, but the malevolent creature was defeated 
by “the sword of one most noble” and its spirit captured within a 
ring [7/8]. In the era of Lothric, Astora has fallen into ruin, though at 
least a few of its inhabitants still survive [3/7] 


At the time of the Chosen Undead’s pilgrimage to Lordran, the 
diocese of Thorolund is the seat of the Way of White, an organized 
religion led by an ecclesiastical order of clergy and ordained knights 
whose head bishop is an apostle of Allfather Lloyd [9/11/12]. Al- 
though warriors of the Way of White are charged with hunting down 
the Undead in Lloyd’s name, it is customary for ranked clergymen 
who themselves become afflicted by the curse to be sent away on 
“Undead missions” [11/49]. Rhea, the youngest daughter of the 
House of Thorolund, embarks on such a journey to the Catacombs 
of Lordran with her bodyguards Vince, Nico and Petrus in search of 
the secrets of Kindling [9a-10] 


In the era of Lothric, neither Thorolund nor its inhabitants are ever 
mentioned; the Way of White is still practiced in Carim at this time, 
though its tenets have changed significantly [13/14] 


Carim itself is a land fraught with heresy, surreptitious dealings and 
whispers of practices far darker. The ominously pale features of 
those who call this land home are associated with Earl Arstor, an 
infamous aristocrat known to have commissioned several en- 
chanted rings whose creation was surrounded by dreadful rumors 
[5/15-17). Arstor secretly kept a stockpile of Purging Stones, which 
provide protection against curses [19], and his weapon of choice 
was a gruesome spear enwreathed in rotten, poisonous meat [20]; 
he is also credited with inventing the Shotel which, along with the 
Parrying Dagger commonly carried by the country’s knights, is the 
preferred weapon of fellow Carim native Lautrec the Embraced 
[21-23] 


In the time of Lothric, Carim is the seat of the Way of White, which 
has undergone considerable changes and no longer worships 
Allfather Lloyd (though the tradition of his ceremonial Undead hunts 
lives on) [13/14]; knights of Carim are instead issued equipment 
fashioned in the image of Morne, an apostle to the Archbishop [50- 
52]. The upper echelons of the archdiocese freely engage in taboo 
practices outside of public view, such as the use of Caitha’s Chime 
and the crafting of forbidden magic rings similar to those first com- 
missioned by Earl Arstor [18/53] 


Vinheim, a land of sorcery renowned for its prestigious Dragon 
Academy, also holds its share of dark secrets [28/31]. Enrollment 
at the Academy is highly competitive, which drives less fortunate 
applicants like the sorcerer Orbeck to earn their tuition as assassins 
for hire; moreover, the institution’s culture is so fraught with elitism, 
pretentiousness and petty rivalry that conscientious academics are 
often driven out entirely [25a/25b/30-37] 


One of Vinheim’s most illustrious sorcerers is Big Hat Logan, whose 
revolutionary achievements earned him legendary renown even 


ieee 
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beyond the borders of his homeland [24a-c/27¢/57]. In particular, 
Logan is credited with developing the Soul Spear and Homing 
Soulmass spells, and later improving them into their Crystal variants 
using knowledge gained from Seath's research [26a-c/54-56]. Like- 
wise, Vinheim’s blacksmiths specialize in the art of forging weapons 
with innate magical properties using special enchanted embers, and 
their handicrafts typically emphasize augmenting the bearer’s magic 
power or intelligence [27a/27b/29/38/39]. Melfia, which lies to the 
south of Drangleic, is similar to Vinheim in that it is also a land of 
sorcery with an equally pretentious magic academy [40/41] 

The Great Swamp, by contrast, is an untamed region of rugged 
grasslands and treacherous marshes where the shunned practi- 
tioners of Pyromancy hone their art [42]. Branded as heretics and 
driven out of other lands due to their unusual appearances and 
manipulation of fire, the pyromancers live close to nature and adorn 
themselves with natural articles for protection against the elements 
(though they also wear bronze ornaments to ward off evil spirits and 
keep the Dark at bay) [5/6/43-46b]. Not least among this region's 
colorful and at times eccentric denizens are the earnest Laurentius 
and the wise old Cornyx; the fallen pyromancer Eingyi also traces 
his roots to the Great Swamp, but was banished even by its com- 
munity of exiles for his malevolent corruption of flame into poison 
[45/46b-48) 


Many other states and regions are referenced less frequently or 
merely in passing. Catarina, the homeland of knights Siegmeyer, 
Siegward and Sieglinde, is known primarily for its jubilant people 
and their passion for life and merriment [5/6/58-61]; even less is 
known of the historic land of ancient Zena beyond the unique man- 
nerisms of its sole representative, the merchant Domhnall, and the 
reverence of its people for great achievements [5/62-66] 


An unnamed “Easter land” is said to be the origin of a unique style 
of swordsmanship employing weapons such as the Uchigatana and 
the Washing Pole, as well as the home of the mysterious Shiva and 
his enigmatic bodyguard [67-75]. Volgen, which lies to the west of 
Drangleic, is a city of merchants firmly controlled by the Way of Blue 
and is the home of Blacksmith Lenigrast, his daughter Chloanne, 
Maughlin the Armorer, and the cunning Laddersmith Gilligan [76a- 
79]. The Fivefinger Delta is mentioned only once in the series, and 
is described simply as a fertile region populated by farmers [5] 


EE Soleire of Astore PESOS | 


£ “1 am Solaire of Astora, an adherent of the Lord of Sunlight.” 


3 | of Astora (Female) 5 zi 


“I'm Andre, of Astora.” 


qT 


The features of a true blue blood. Blue of eye and fair of hair 
a little reminder of Astora’s former glory. 


Anri’s Straight Sword in | 


Sword precious to Anri, another Unkindled. The dulles: 
of blade found in the ruined land of Astora. Only, it was once 
the sword of an earnestly noble figure, and its attacks are 
boosted by that elusive, essential property unique to hu : 
mans: luck. Skill: Stance. While in stance, use normal attack 
to break a foe's guard from below, and strong attack to slash 
upwards with a forward lunge 


t type 


EE Ring of the Evil Eye : in 
This ring captured the foul spirit of an evil eye, a creature 
that ravaged Astora. Absorb HP from each defeated foe. The 


horrid spirit nearly destroyed Astora, but was eventually 
defeated by “the sword of one most noble.” 


@ “| am Petrus of Thorolund. Have you business with us?” 


| 9 | | Petrus of Thorolund 


b “My companions are M'lady and her young knights. She is 
young, but burdened by an Undead mission. We are her 
defences, to keep her from harm.” 


¢ “Reah is the youngest daughter of the good house of Thoro- 
lund. Those young knights are her old schoolmates, But I’m 
not sure what to make of them...” 


FD)! Rhee of Thorolund me 


“You are Undead, as well? Then we've no time to fraternize. | 
have my mission, and you no doubt have yours. We must not 
let this curse overcome us.” 


Talisman utilized by Allfather Lloyd's cleric knights to hunt 
down the Undead. In the outside world, the Undead are 

ig accursed creatures, and Lloyd's cleric knights are widely 
praised for their Undead hunts. This blessed talisman blocks 
Undead recovery, allowing the knights to fight with impunity 


EE Character Creation Text n | 


FE Goid coin : a 


Handsome face of the refined. Common in Astora. 
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Coin made of gold, with Allfather Lloyd and his white halo 
shown on its face. Even coins of great value in the world of 
men have little value in Lordran, where the accepted cur 
rency is souls. Those who dream of returning to the outside 
world are fond of carrying these around 


Undead Hunter Charm TH | 
Tool used to hunt down the Undead. Blocks Estus recovery 
within a limited area. Used long ago by Lloyd's cleric knights 
on their Undead hunts. Although Allfather Lioyd is long 
forgotten by the Way of White, his hunts have lived on, and 
this charm allows one to challenge Undead without fear of 
tenacious healing 


Fy | Goya's Sword/Shield Ring TD 
Ring given to knights of the Way of White. Depicts Allfather 
Lloyd's Shield of Caste. Boosts damage absorption when 
HP is full. Much time has passed since the worship of Lloyd 
was common in the Way of White. The clerics of Carim had 
always strongly asserted that Lloyd was a derivative fraud, 


4 ‘ 
and that the Allfather title was self-proclaimed 


[| Bioodbite Ring i 


One of the infamous bite rings commissioned by Sir Arstor 
of Carim. Despite the dreadful rumors Surrounding its cre- 
ation, this ring is an unmistakable asset, in its ability to help 
prevent bleeding 


16} Poisonbite Ring o | 


One of the infamous bite rings commissioned by Sir Arstor 
of Carim. Despite the dreadful rumors surrounding its cre- 
ation, this ring is an unmistakable asset, in its ability to help 
prevent poison 


Cursebite Ring if 


One of the infamous bite rings commissioned by Sir Arstor 
of Carim. Despite the dreadful rumors surrounding its cre- 
ation, this ring is an unmistakable asset, in its ability to help 
prevent curses 


FE) Bloodbite Ring stay sgh die she 


0 | 
One of the bite rings native to Carim. Increases bleed 
resistance. The crafting of these rings is forbidden, perhaps 
owing to a fear of malleable stone. Clerics, however, dabble 
freely in the art. 


BE) Purging Stone 


Ash-colored stone encasing a skull. Secret treasure of Arstor, 
the Earl of Carim. Humans are helpless against curses, and 
can only redirect their influence. The Purging Stone does not 
dispel curses, but receives them as a surrogate. The stone 
itself was once a person or some other being. 


120] Arstor’s Spear 1 3 
One of the curses that festered within the belly of the zy 
Greatwood, and a terrible weapon favored by Earl Arstor the t 
Impaler. The spear is enwreathed in rotten, heavily poisonous i 
meat. Defeating foes restores HP Skill: Shield Splitter. Take 
a large step forward and make a single focused thrust to 

puncture enemy shields and inflict damage. 


123] Parrying Dagger 


Griggs of Vinheim 


Curved sword with sharply curved blade. Created by Arstor, 
Earl of Carim. Requires great skill to wield, but evades shield 
defense to sneak in damage 


Broadly curved sword known as the favored weapon of 
the tragic Embraced Knight. Shaped to sneak around the 
defenses of shields, this sword requires ample dexterity 
to wield effectively. Skill: Spin Slash . Slice into foes with a 
large spinning motion, and follow with strong attack for a 
spinning vertical-siash 

D | 


This dagger is useful after parrying and is normally equipped 
in the left hand. A favorite of the knights of Carim, who are 
famous for fighting without a shield. 


@ “Have you spoken to Master Logan? He is an accomplished 
scholar. The arts of sorcery would never have come this far 
without his contributions.” 


b “Have you ever cast one of Logan's spells? Isn't it exhilarat- 
ing? As he sees it, there are no gods, no transcendence, only 
truth, and Logan only wishes to elucidate it. It is this hereti- 
cal methodology that allowed Logan to advance sorcery to 
the point that he has. In a word, he is a hero. Despite the 
awful rumours. Time will tell. The annals of history will prove 
dispassionate!” 


¢ “It's not that | am concerned for Master Logan's welfare. Even 
in this treacherous land, Logan's skills are unmatched. He is 
a true hero.” 


Orted otViehein eee 


a “In Vinheim, | was an assassin. A sorcerer only in name, a 
killer for hire. What a fool | was, thinking one day | would 
learn real sorceries. When | became Undead, | was exiled 
from the school.” 


b “All these sorceries, and you've mastered every one. If this 
were the Dragon School, you'd be. well, overtly despised, 
and banished from the piace” 
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@ “This place is truly magnificent, more than expected, even. As 
promised, | shall share the new sorceries with you 7 


b “The tomes stored in these Archives are truly magnificent. A 
great pool of knowledge, the fruits of superior wisdom and 
an unquenchable desire for the truth” 


c “The knowledge here is limitless. | will absorb it, then share 
it with you.” 


[Rickert ofVinheim See) | 


a “lam Rickert of Vinheim. | was once an established smith, but 
look at me now. Can you believe it?” 


b “Sorcery? Don’t ask me how it actually works. We only fiddle 
and forge, until it works itself in. That's how we do it in 
Vinheim, at least. We prefer to leave the theorizing to those 
uppity scholars.” 


c “Old Big Hat? Of course I've heard of him. Who hasn't in 
Vinheim? He was a royal member of Dragon School, until he 
turned Undead. | hear he was quite the character...Only, that 
was a hundred years ago. What interest have you in the old 
eccentric now?” 


Sorcery catalyst used by sorcerers of Sorcery developed by a certain surreptitious sorcerer at 
Vinheim Dragon School Vinheim Dragon School. Masks noises of the caster and 
prevents fall damage. Their mastery of this sorcery alone 
allows Vinheim spooks to demand handsome payment for 
their services. 
ill 


Cloak worn by proper sorcerers who studied at Vinheim 
Dragon School. The majority take pride in having studied at 
the academy and look down on breaking the formal dress 
code established for sorcerers. 


EB) Young Dragon Ring | 


goer) See Lie iol 0 | |33] Sorcerer Cloak 


Ring given in Vinheim, home of sorcery, when newly 
ordained as a sorcerer. Boosts sorceries. Apropos to the 
Dragon School, the seal depicts an everlasting dragon. A 
young dragon presages the great length of the journey to 
mastery. 


ering Dragoncrest Ring 


Ring of a clandestine guild of sorcerers based in Vinheim, 
he home of sorcery. Masks the sound of its wearer. The Dragon 
(<@ School held effective sovereignty over Vinheim, with a great 
many adept assassins at its disposal 


i 


Black Sorcerer Cloak 


Cloak worn by the secret sorcerers at Vinheim Dragon 
School. They secretly work with sound-based spells, and 
never reveal themselves. 


HEE PRN ie eg ale ORR TOE 8 a) | Old Sorcerer Coat 0 
Sorcery developed by a certain surreptitious sorcerer at Vin- Traditional attire worn by sorcerers of the Vinheim Dragon 
heim Dragon School. Masks all noises of caster. Effectively, School. Long ago, sorcerers were said to always dress prop- 
Vinheim is controlled by the Dragon School, and it is no erly, even while on distant journeys of discovery, even before 
‘wonder that the town has its share of dark secrets. Such journeys were established curriculum 
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36 Sorcerer Hood 


Ty | 
ool. A 


hose who 


Attire of a sorcerer from the Vinheim Drag 


simple hood worn inside the robes. Repr 
have outgrown the academy, abandoning formal head: 


wear and distancing themselves in order tc ntinue 


research in solitude 


Sorcerer Robe 


f 


Attire of as 


1 from the Vinheim Drag 


ash-colored robes. Underneat a deep blue sorcerer's 


Ed Large Magic Ember | 


Ember required for weapon a 


nsion. Large magic ember, 


a form of sorcery. Handle y by Vinheirr 


smiths. Allows on and reinforcement 


scens 


powerful level for magic weapons 


Ty | 


who are deemed fit to under 


139] Bellowing Dragoncrest Ring 


A special ring given to those 
take the journey of discovery in Vinheim, home 


Greatly boosts sorceries. Apropos to the Dr 


seal depicts an everlasting dragon. A bellowing dragon sym. 


bolizes the true nature of the 


consummate sorcerer 


Ey! Carhillion of the Fold i | 
“Sorcery and pyromancy thrive in Melfia t much 
time there, trying to perfect my art. But s' 
take. T 5 rf ambitions 
were paltry, and their smiles cloying. | we the back 
teeth of their petty squabble was nothing for me in 


as a Mis- 


fools there had no inte: 


that forsaken land 


141] Rosabeth of Melfia ul 
“| have my very own teacher. His name is Carhillion of the 


Fold, a famed sorcerer in Melfia, our home town 


42] Heavy Boots ! | 


Boots made of thick leather. The boots of the pyromancers 
are incredibly tough, on account of the rugged grasslands 
and treacherous swamps they must traverse. Their soles are 
nearly impenetrable 


43] Pyromancer Crown 


wi 
>f pyromancers of the Great Swamp. Comprised of 
bones. In the Great Swamp, it 
ought that adorning oneself with natural fauna would 
rotection from the flames of pyromancy. 


crown and anim: 


mp. mprised of 
on and animal pelt. In the Great Swamp 
cally to ward off evil spirits and 


ers of the Great Sv 


Attire of Cornyx, pyromancer of the Great Swamp. In the 

it was Customary to adorn oneself with 
nature. Cornyx favored the use of raven feathers. 
id to have once been Firelink messengers, 
ead to the land of ancient gods. 


Great Swamp, 


articles of 
R 


vens are 


Swamp, is an abundant store of nature. 


46 Laurentius of the Great Swamp ; 


well, rather primitive aspect to it. It 

e > h advanced culture, and pyromancers 
are considered rather unsavoury. Which is fine, as | never 
got along with anybody anyway. So, for me, turning Undead 
didn’t change a thing! 


Poison Mist 


consid 


Unique pyromancy crafted by Eingyi a heretic 
even att wamp. Create poison mist. Eingyi be- 
we. C rn bearing Undead who serves a deformed young 
© speaks an unintelligible tongue. 


he Great 


nancy crafted by Eingyi, co 


reat st. Why 
wa Eingyi driven from the Great Swamp? One o ly need 
cast this pyromancy, a perverse diversion from the art of fire, 


D | 


wamp. Create intense poison 


49] Paladin Armor 


Armor of Leeroy, Paladin of the Catacombs. Long ago, the 

W of White produced its first Undead, a paladin in goiden 
armor. With the legendary treasures Grant and Sanctus, Lee- 
roy set out for Lordran, Land of the Gods, in the first Undead 
mission of the Way of White. 


Morne’s Great Hammer 


Great Hammer bestowed upon Carim Knights with demon- 
$trate outstanding strength and unwavering faith. Decorated 
by @ warding charm of Carim Temple, and imbued with the 
twisted rage of Apostle Morne. Skill: Morne’s Rage. Stick 
weapon into earth and emit a powerful shockwave. Also, 
similar to Perseverance, temporarily boosts poise and 
reduces damage received 

0 | 


Black armor bestowed upon knights of Carim. Modeled on 
Morne, the Archbishop's apostle, cast from a unique mineral 
resembling stone. A Carim knight will dedicate an entire ca- 
freer to attending a single maiden, just as Morne once served 
one goddess alone 

0 | 


A malformed ring given to knights of Carim. Boosts miracles 
Morne served the goddess Caitha and later became an 
apostle of the Archbishop. They labored together to provide 
comfort to the suffering 


EE] | Caitha’s Chime 


Sacred chime blessed by Caitha, goddess of tears. Rare 
even amongst Carim clerics. Affected by intelligence, a rare 
thing for miracle catalysts, and also agreeable with miracles 
that lean towards the Dark. Its existence is concealed in 
the name of the Archbishop, as it is anathema. Skill: Gentle 
Prayer. Recovers HP for a period of time, albeit extremely 
slowly. Works while equipped in either hand. 


EZ] Sou! Spear 


be, Sorcery developed by Big Hat Logan. Fire piercing soul spear 
A symbol of Logan's strength, the soul spear is referenced 
repeatedly in the legends, and is said to be on par with Lord 
Gwyn's lightning 


Ej[ Homing Souimass TSE | 


Sorcery developed by Big Hat Logan. Fire homing soulmass. 
Life originates in the soul; no wonder the soulmass draws 
toward it. This sorcery is a window into seeker Logan’s 


methods. 
[ Crystal Soul Spear 2 7 | 
pm Further sharpens Soul Spear via crystallization. Fires a pierc- 


ing crystal soul spear. According to the Crystal Sages, old 
Big Hat achieved enlightenment within the Regal Archives, 
where he came to find the quintessence of sorcery in the 
facets of a certain crystal. 
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Logan's Catalyst ff 


Catalyst of Big Hat Logan, the great sorcerer and seeker of 
knowledge. Originally the same catalyst employed by the 
Vinheim sorcerers, only terribly strengthened over time due 
to Logan's use. Very powerful when used by one of superior 
intelligence. 


Siegmeyer of Catarina i 
“Forgive me. | was absorbed in thought. | am Siegmeyer of 
Catarina. Quite honestly, | have run flat up against a wall. Or 
a gate, | should say. The thing just won't budge. No matter 


how long | wait. And, oh, have | waited! So, here | sit, in 
quite a pickle. Weighing my options, so to speak! Hah hat 
hah hah!” 


159] Siegward of Catarina 1 | 


@ “We Unkindled must put our duties first. But for the moment 
we've a toast to make. To your valour, my sword, and our 
- victory together. Long may the sun shine!" 
om ; b “I know. Won't you join me for dinner? | make a fine estus 
xT soup. I've got some stewing right now, Even we Undead 
deserve a little normalcy, from time to time. And finally, upor 


this rendezvous, let us make a toast. To your valour, my 
sword, and our sworn duties! Long may the sun shine! 


c “Well, I'm going to have myself a little nap. The only thing tc 
do, really, after a nice toast.” 


EJ! Sieglinde of Catarina _ D | 
a “| am Sieglinde of Catarina.” 


b “Oh! Have you seen my father? You wouldn't miss him. A suit 
of armour, just like mine?” 


Gi Siegbrau 
Special brew of Siegward of Catarina. Perfect for travel in Its 
jolly barrel mug. Restores HP and temporarily boosts frost 
resistance. Leave it to Siegward to discover a drink that even 
an Undead can enjoy. Perhaps his long years spent Undead 
have left him wanting to drain a cup or two and revel as if he 


were still among the living 


i Domhnall of Zena 


“Aye, siwmae. And good day to you. I'm Domhnall of Zena 


163} Helm of the Wise _ 


A strange helm from the ancient land of Zena, birthplace of 
the curious dealer Domhnall. The two horns are believed to 
symbolize wisdom 


b, 
ss 


64] Armor of the Glorious ii 
Strange armor from the ancient land of Zena, birthplace of 
the curious dealer Domhnall. The many medals are believed 
to symbolize glory. 


65 Gauntlets of the Vanquisher 0 | 


Strange gauntlets from the ancient land of Zena, birthplace 
of the curious dealer Domhnall. The gold bracelets symboliz 
@ vanquisher. 


D | 
Strange boots from the ancient land of Zena, birthplace of 
the curious dealer Domhnall. The inlaid silver rings symbolize 
an explorer 


Dark Wood Grain Ring if 


This special ring crafted in an Eastern land is made of gold, 
but with a wood grain crest on its surface. Agents of subter 
fuge in this faraway land are particularly fond of the dark gold 
wood grain, which greatly alters its wearer's rolling action 


68 East Wood Grain Ring ay if 


This special ring crafted in an Eastern land is made of gold, 
but with a wood grain crest on its surface. The ring slows the 
loss of weapon durability and is particularly useful to bearers 
of delicate swords crafted in the East 


This special ring crafted in an Eastern land is made of metal, 
but with a wood grain crest on its surface. Slows equipment 
degradation. Wielders of swords originating in the same 
region follow a practice of inscribing special words on the 
blades of their swords, and are naturally drawn to this ring 


TT Sea 


A unique katana characterized by the fine craftsmanship of 
an eastern land where it was forged. The finely-sharpened 
blade cuts flesh like butter and causes bleeding, but breaks 
easily as a result. Skill: Hold. Assume a holding stance to 
rapidly execute a lunging slash with normal attack, or a 
deflecting parry with strong attack. 


Washing Pole 


Katana forged in an Eastern land. Very unusual specimen 


with a long blade. The blade is extremely long, but as a result, 
quite easily broken 


Murakumo 


Giant curved sword forged using special methods in an 
Eastern land. This unparalleled weapon cuts like a Katana but 
is heavier than a Nata machete. Requires extreme strength, 
dexterity, and stamina to wield 


Eastern Armor | 
Distinctive armor made in an Eastern Land. Exquisitely 
crafted, this armor offers excellent defense, particularly 
versus Slash attacks, which are one of the main threats in 
battles in the East 


Distinctive armor made in an Eastern land. The exquisite 
craftsmanship and artistic design made these prized pieces 
in the collection of any nobleman. Offers excellent damage 
absorption, particularly from slashing attacks from katanas, 
which are commonly encountered threats in battles fought 
in the East 


Shiva of the East 


“Ah, did you notice that one? Sharp eyes! He's one of the clan 
From the East, like myself” 


a “| came from the west, from Voigen. Have you been there? 
it’s a lively place, vibrant with trade. Very competitive, of 
course. And y-you have to grease the wheels to get any- 
where” 


b “A group calling themselves the Blue Sentinels have gained 
much power in Volgen. You can't even run a shop without 
their blessing. They claim to be working for the greater good, 
oh...but it’s absolute hogwash.” 
1 | 


“The scoundrel’s name is Gilligan, and he's infamous in our 
home town.” 


Blacksmith Lenigrast 


Stone Trader Chioanne _ LEN 


“| was born in a land to the west, Volgen. Famous for its 
merchants. There were great, bustling cities.” 


“Huh? No, | wasn’t born here. I'm from a wee bit... I'm from 
@ wee bit out west, that's all” 
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ouls are the source of all life and, as such, are a manifestation of 
aha [1-3/5/7/10]. They are a product of the First Flame, and 
flourish when the Fire is linked [9c]. Humanity is the antithesis of 
Souls in that it is aligned with Dark and propagates along with the 
Undead Curse as the Fire fades [8/11-12c]. Humanity represents 
the original, natural state of human existence, while Souls represent 
the state of existence assumed by humans and all other creatures 
born from the Dark when they are influenced by the power of Fire 


[8/11] 


Because Souls help stave off the loss of sanity and self-awareness 
caused by the Undead Curse, they hold tremendous value for the 
afflicted and have become the de facto currency in virtually every 
Undead community [6/9a/9b/13]. The violent behavior of Hollows 
toward the living is caused by the life-starved Hollows’ attrac- 

tion to Souls, which they are instinctively driven to consume [1] 

A Soul contains the sum total of its bearer’s power: the stronger 
the bearer, the more powerful the Soul; and in the right hands, a 
particularly brilliant Soul can be transformed into unique equipment 
or spells [14-17/22]. Souls that have been separated from their 
original vessels can also simply be consumed by whomever claims 
them, at which point any portion of the power they contained can 
be traded as currency or grafted onto the Soul of their new owner 
[(2/3/16/17] 


Possessing a sufficiently powerful Soul may grant the bearer su- 
pernatural abilities or vastly increased strength, as was the case for 
the ancient Lords who challenged—and ultimately vanquished—the 
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Dragons using the Lord Souls found after the advent of the First 
Flame [12/18/19]. Intact Souls have corporeal forms and can 
change hands from one owner to the next without being consumed 
additionally, under at least some circumstances, they are ever 
known to give off a unique odor [20/21] 


Ey Alturing skuii il 
A skull with meekly lingering souls. Souls are a concentrat 
of life, and the life-starved Hollows are lured by its power 


Not effective for all enemies 


2] Soul of a Great Hero 0 | 
Great soul of a hero of legend who has long ago gone H« 
& low. Use to acquire an incredible amount of souls. Souls are 
the source of all life, and whether Undead, or even Hollow 


one continues to seek them 


‘Soul of a Weary Warrior é 0 | 


Soul found in the corpse of a battle-weary warrior. Use to a 
quire a large amount of souls. Let the Fire Keeper transform 
this sovereigniess soul into a source of strength, for to be 
Unkindled is to be a vessel for souls 


ERE ee wy il 


black spr 
rue nat 


Rare tiny black sprite found on corpses. Tt 
called humanity, but little is known about 
the soul is the source of all life, then what distinguishes the 
humanity we hold within ourselves? 


ie Sorcery developed by Big Hat Logan. Fire homing soulmass 
Life originates in the soul; no wonder the soulmass draws 
toward it. This sorcery is a window into seeker Logans 
methods 


Coin made of gold, with Allfather Lloyd and his white halo 
shown on its face. Even coins of great value in the world of 
men have little value in Lordran, where the accepted cur 
rency is souls. Those who dream of returning to the outside 
world are fond of carrying these around 


e. If 


El Homing Souirass 


Ed Climax 0 | 
A hex that distorts the power of life. Emits a mass of dark, 
but at the cost of all souls. Strength varies depending on 

the number of souls. Not a hex to be used lightly. Catalyst 
sacred chime 


[Ell Aldia, Schoiar of the First Sin i SotFs 


“Once, the Lord of Light banished Dark, and all that stemmed 
from humanity. And men assumed a fleeting form. These are 


the roots of our world. Men are props on the stage of life 
and no matter how tender, how exquisite... A lie will remain 
alie 

9 | Shanalotte, the Emerald Herald | 


a “The sign you bear will drain your very souls... And without 
souls, you will turn Hollow. Stay strong, do not lose hope. 
Even when you have precious little time. 


b “For when the Undead dies, it is never truly dead, but only 
one step closer to Hollowing. Not all Undead are Hollows 
but all Hollows were once Undead 


c “You, who link the fire, you. Once the 
fire is linked, souls will flourish anew, and all of this will play 
out again.” 

| 


10 | Fire Keeper 
burrow deep within 


“Let these souls, withdrawn from their vessels, manifesta- 
me, retreating to a darkness beyond the reach of flame. Let 


who bear the curse 


tions of disparity, elucidated by fire 


them assume a new master, inhabiting ash, casting them: 
selves upon new forms 


D | 

“After the advent of Fire, the ancient Lords found the three 
souls. But your progenitor found a fourth, unique soul. The 
Dark Soul. Your ancestor claimed the Dark Soul, and waited 
for Fire to subside. And soon, the flames did fade, and only 
Dark remained. Thus began the age of men, the Age of Dark 
However... Lord Gwyn trembled at the Dark. Clinging to his 
Age of Fire, and in dire fear of humans, and the Dark Lord 
who would one day be born amongst them, Lord Gwyn 
resisted the course of nature. By sacrificing himself to link 
the Fire, and commanding his children to shepherd the 
humans, Gwyn has blurred your past, to prevent the birth of 
the Dark Lord.” 


12] Opening CG Sequence 0 | 


a “But soon, the flames will fade, and only Dark will remain 
Even now, there are only embers, and man sees not light 
but only endless nights.” 


oi [ Darkstalker Kaathe 


b “And amongst the living are seen, carriers of the accursed 
Darksign.” 


c “Yes, indeed. The Darksign brands the Undead” 


[ Old Fire Keepers (Griant/Morrel/Strowen) 5 ull 


“But remember, hold on to your souls. They're all that keep 
you from going Hollow.” 


hail Weaponsmith Ornifex 


a “| require no payment this time. But you must bring me a 
Wondrous Soul. My technique absolutely requires it. | trust 
you will understand.” 


z b “The nature of an item is greatly influenced by the soul that 
was used to create it. They can be tricky to use, but when 
wielded properly, are extremely powerful.” 

0 | 


An old transposing kiln from Courland, crafted with stitched 
crystal lizard hide. Give to Ludieth, Lord of Cinder, to conduct 
soul transposition. This kiln can transpose twisted souls to 
craft special items with their concentrated essence. Deemed 
forbidden by those unable to make proper use of it. 


Transposing Kiin 


[Ey Sou! of the Last Giant 


Soul of Boreal Valley Vordt 


FE]! Lord Sout (Nito) 


FE) Lord Sout (Bed of Chaos) 


Soul of the surviving giant, who was bound below the For 
est of the Giants. Many seasons had come and gone, and 
the giant prepared for his final rest. But his soul remained 
magnificent, testimony to his former strength. Use the 
special soul of the Last Giant to acquire numerous souls, or 
to create something of great worth 

0 | 


Soul of Vordt of the Boreal Valley. One of the twisted souls, 
Steeped in strength. Use to acquire many souls, or trans- 
pose to extract its true strength. Vordt served as an outrider 
knight, never far from the fleeting dancer. 


D | 
Soul of Gravelord Nito, first of the dead. This Lord Soul was 
discovered at the dawn of the Age of Fire. Gravelord Nito 
administers the death of all manner of beings. The power of 


this soul is so great that it satiates the Lordvessel, despite 
the fact that much of its energy has already been offered to 


death 
z il 


Soul of the Bed of Chaos and the mother of all demons. This 
Lord Soul was found at the dawn of the Age of Fire. The 
Witch of Izalith attempted to duplicate the First Flame from 
a soul, but instead created a distorted being of chaos and 
fire. Its power formed a bed of life which would become the 
source of all demons, and is more than enough to satiate the 
Lordvessel 


a | 


You, is that not... The soul of the man who fell on this 
spot? He was a dear friend. | wish to pay proper respect, 
with that soul. Would you be willing to part with it?” 


Lord’s Blade Ciaran ae 


RL? CSE ai SEE wil 
One of Courland’s transposed wonders. Derived from the 
g soul of a Soulfeeder. Easier to be detected by enemies. The 
/ Soulfeeder was a beast that insatiably absorbed souls to 


feed its own power. Even after its accursed corpse was 
burned, it is said that the pungent stench of souls left the air 


permanently stained. 


“Before | was a Lord of Cinder, | was a student of transposi- 
tion. The process of extracting, and coalescing, the essence 
of a soul” 


EA) Ludieth of Courland 
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CHAPTER 2 
LORDRAN 


Lordran is a land barely staving off the creeping advance of 
the Dark. Though abandoned by its former Lords, ancient 
heroes still inhabit its most hallowed places, waiting for the 
flame to finally die. This venerable land is mapped on the 
following pages, and its treasures laid bare. 


cx” NORTHERN UNDEAD ASYLUM 
een al stat 


his lonely prison complex, crumbling away on the world’s 

edge, serves as an indefinite containment site for Carriers 
of the accursed Darksign who are exiled from human sox iety 
While it is the final destination for many a hapless Hollow, the 
“fortunate” few Undead who yet retain their sanity may find it 
to be merely the beginning of a much longer and more arduous 


journey... 


1 Dungeon Cell Key 
2 Demon's Great Hammer 


3 Warrior. Heater Shield, 
Knight: Tower Kite Shield, 
Wanderer: Leather Shield 
Thief: Target Shieid, 
Bandit: Spider Shield, 
Hunter: Large Leather Shield, 
Sorcerer; Small Leather Shield. 
Pyromancer: Cracked Round Shield, 
Cleric: East-West Shield 
Deprived: Plank Shieid 

4 Warrior. Longsword, 
Knight: Broadsword. 
Wanderer: Scimitar, 
Thiet: Bandit’s Knife, 
Bandit: Battle Axe, 
Hunter: Shortsword, 
Sorcerer Dagger. 
Pyromancer: Hand Axe. 
Cleric: Mace, 
Deprived: Club 

5 Estus Flask x8. 
Undead Asylum F2 East Key 

6 Hunter: Short Bow. 
Sorcerer: Sorcerer's Catalyst, 
Pyromancer: Pyromancy Flame, 
Cleric: Canvas Talisman 


Big Pilgrim's Key 


INTERIORS 1 


“ 


Hawk Girl 


Oscar of Astora 


{ To Firelink Shrine} 
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To Catacombs 
hese ancient cliffside ruins lie at the convergence of several major 


routes into Lordran's hinterlands. Their central location and the pres- 
ence of a Fire Keeper make the site not only a well-traveled hub of activ- 


ity, but a beckoning oasis of safety in the midst of a lawless land teeming 
with danger. 


LOWER ELEVATOR 


Petrus of Thorolund 
To New Londo Ruins 


Crestfallen Warrior 


Firelink Shrine 


{From Undead Asylum} 


Anastacia of Astora 


ndead Burg 
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1 
2 
3 
4 
5 


6 


Important Items 


From Undead Parish 


| UPPER ELEVATOR | R ATOR 


{From Firelink Sh 
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mane. 


— 


Fs ser district situated along one of Lordran’s outer walls adjoin. 
ing Firelink Shrine. Nearly all its inhabitants have gone Hollow, and 
few particularly dangerous creatures including two demons and an 
enormous drake have recently made their homes here as well Many of 
the abandoned dwellings remain untouched by scavengers, and a variety 
of useful loot can be found within 


BLACK KNIGHT PASSAGE 


Capra Demon 


To Depths 


Undead Merchant (Female) 


Important Items 


1 

2 

3 ZZ ‘ 
4 Oa 
5 Drake 

6 


Sunlight Altar 


LOWER SECTION 


To Undead Parish} 


Target S 
9 Key to Depths 


10 Havel's Ring Griggs of Vinheim 


Jndead Parish 


Taurus Demon 


UPPER SECTION 


Solaire of Astora 
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@ Newer of two churches that 

once served the Undead Burg. The 
grounds consist of a main hall whose 
steeple houses one of the two Bells of 
Awakening, and a fortified outer perim- 
eter lined with narrow passages and 
elevated walkways. The Parish approach 
is guarded by a Fang Boar and several 
Hollow Soldiers, one of whom will im- 
mediately flee upon spotting an intruder 
and attempt to close the gate at the 
far end of the area. Blacksmith Andre 
operates his forge out of the old church, 
which can be reached via the path out- 
side the doorway directly across from 
the lifts in the main hall 


From Undead Burg 
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[_ Firelink Shrine] 


[Important items | tems 


Pendant 


HURC F4& F3 Oswald of Carim 


Bell Gargoyles 


Lautrec of Carim 


Siegmeyer of Catarina — 


To Sen's Fortress} 


Andre of Astora 


Undead Parish 


CHAPTER 2 LORDRAN AREAS 61 


GLH DEPTHS —s 


labyrinthine sewer system that serves the Undead Burg 
S Not only a means of waste removal, but a place of _ 
exile for miscreants whose ill behavior earned them expul- ren ee 
sion even from the community of outcasts above. While oe 
its uppermost levels pose danger enough, the true horrors 
in this warren of filth crawl and writhe far below, patiently 
awaiting their next meal. Crafty travelers in possession of a 
Master Key may skip this area entirely by accessing Blight- 
town via the New Londo Ruins and the Valley of Drakes 


se emiepmaiiinn tana 


UPPER SECTION ~ ALL FLOORS 


{__From Undead Burg] 


Laurentius of 
the Great Swamp 


SEWERS — F4 
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Gaping Dragon see 3} 


Important Items 


Large Ember 
Spider Shield 


Chamber Key 


1 
2 
3 
4 Greataxe 
5 


6 


7§ 


Domhnall of Zena 


“To Blighttown] 


SEWERS - F2 & F3 
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ex BLIGHTTOWN & QUELAAG'S DOMAIN 


er ruse 
ee 
OS rereasemy anim 


lhe treacherous walkways and sprawling poisonous swamp of 
Blighttown lie below even the Depths, accumulating all the plague 


©, and pestilence that flow endlessly down from the filth-choked sewers 
Wise Undead will make certain to bring both Purple Moss Clumps for 
© traversing the swamp, and Blooming Purple Moss Clumps for c 1a the 


much more potent toxin used by the blowdart-wielding Hollows pe 
on the wooden catwalks; though optional, the Rusted Iron Ring pro 
a further convenience of unimpeded movement across the poisonous 
terrain 


Quelaag’s Domain is located at one end of the swamp surrounded by 
massive eggs and can be accessed either by descending the wooden 
pathways from the Depths, or using the Master Key to open a locked 
gate in the New Londo Ruins and crossing the Valley of Drakes into a 
nearby cave. The entrance to the Great Hollow lies hidden atop a massive 
archtree root at the end of the swamp opposite Quelaag’s Domain, and 
several valuable items can be found scattered in-between 


“From Depths] 


Important Items 


1 laito 


2 Shadow Mask 

Shadow Garb, 

Shadow Gauntlets. 
Shadow Leggings 
Eagle Shield 

Power Within 

Whip 

Remedy 

Mask of the Sealer, 
Crimson Robe. 

Crimson Gloves. 
Crimson Waistcloth, 

Tin Banishment Catalyst 
14 Fire Keeper Soul 

15 Key to New Londo Ruins 


NAauaw 


64 DARK SOULS TRILOGY COMPENDIUM 


UPPER SECTIONS 


To Valley of Drakes 


OUTER STRUCTURAL SUPPORT BEAM 
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8 Wanderer Hood. 11 Plank Shield 
Wanderer Coat rver A i 
Wanderer Manchette. ass —~ 
Wanderer Boots 13 @ 
Faichion 16 ) 
9 Butcher Knife 17 A 
10 Poison Mist, 


Tattered Cloth Hood. 
Tattered Cloth Manchette, 
Heavy Boots. 
Tattered Cloth Robe 


To The Great Hollow 


Chaos Witch Quelaag 


[From Lost izalith] 


pee 
To Demon Ruins} 


Eingyi of the 
FI&F2 Great Swamp 


UELAAG'S DOMAIL 


Daughter of Chaos 


Quelaag’s Sister 
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| Sx THE GREAT HOLLOW & ASH LAKE —= 


landscape, all but 
Ss (as well as a handful c 


gia 
ached by human hands 
survivors) from the Age 


pervades this prehist 


and scattered with relics 
of Ancients 


THE GREAT HOLLOW - F3 & F2 


N 


\ir. 


it ae c 
i OS a | © 
. ee ee : 

a 
© 


Important Items 
4) 1 Plank Shield 
2 Cloranthy Ring 
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THE GREAT HOLLOW - Fl 


Important Items 


3 Great Magic Barrier 
4 Dragon Greatsword 


Everlasting Drag. 


Stone Dragon 


A 
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=~ FIRELINK SHRINE REVISITED —= 


ee Y 


fter activating the lift that connects the Undead Parish to Fire- 

Jink Shrine, it is possible to reach the upper floors of Firelink by 
stepping off the lift onto the ledge a short distance above the lower 
terminus. Follow this ledge along the cliffside to the right, then roll 
down onto the top of the closest buttress and walk carefully up 
to the second level. A key for use in the Northern Undead Asylum 
can be found on the adjoining rooftop, and the Asylum may now be 
accessed at any time by curling up in the nest on the third level for 
several seconds 


To The Catacombs 


1 Undead Asylum F 


ingy Hoc 
dingy Ri 


2¢C 


J? From Undead Parish 
y F J 


Kingseeker Frampt 


Ay UPPER ELEVATOR 


Rhea of Thorolund 


SS 


Vince of Thorolund 
Nico of Thorolund 


Petrus of Thorolund 


LOWER ELEVATOR 


ii To New Londo Ruins —_—__3 Crestfallen Warrior 


Firelink Shrine 


Anastacia of Astora J 


To Undead Burg] 


CHAPTER 2 LORDRAN AREAS 69 
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NORTHERN UNDEAD ASYLUM REVISITED —= 


eee f 


te 


Bp returning to the Asylum, several new enemies will be present 
including torch-wielding Hollows, Black Knights, the Stray Demon 
boss and the now-Hollow Oscar of Astora. A number of important items 
which were previously inaccessible or are held by the new enemies will 
now be available here as well, and the locked gate on the second floor 
can be opened using the Undead Asylum F2 West Key found on the 
rooftops of Firelink Shrine. 


ienteeeen natin a 
te eee 


~ 
Neen 


Important Items 


1 Peculiar Doll 
2 Rusted Iron Ring 
3 Crest Shield 


INTERIORS - F3 
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SEN’S FORTRESS —= 


——_ —_ 
OO rell” 


J. Veggie via the Undead Parish after ringing both Bells of Awakening, 

the interior of this outwardly stark structure is a convoluted maze of 

devious ambushes, rolling boulders, swinging b pressure plates 

and secret passages. The fortress has a windingly complex layout and is 

defended by an assortment of traps, but as might be expected from such From Undead Parish 
dens of death and despair, the risks are fully commensurate with the 
rewards; the keen observer and the diligent explorer will find many valu- 
able items here, some hidden in plain sight, just out of reach 


Big Hat Logan 


TRAL FLOOR 


3 Ring of Steel Protection 
4 Lightning Spear 
5 Covetous Gold Serpent Ring 


IWER FLOOR 
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Crestfallen Merchant 


6 Black Sorcerer Hat. 
Black Sorcerer Cloak 
Black Sorcerer Gauntlets. 
Black Sorcerer Boots, 
Hush 


Slumbering Dragoncre: 
8 Sniper Crossbow 

9 Flame Stonepiate Ring 
10 Ricard’s Rapier 

11 Divine Blessing 

12 Rare Ring of Sacrifice 

13 Cage Key 

14 Core of an iron Golem 
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UPPER FLOOR 


[To Anor Londo] 


UPreR TOWERS 


Iron Golem 
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ie home to Lord Gwyn and the ancient gods, this now-abandoned city 
«ot hiv val aNeeille Still rings with the fading echoes of its former glory. The few remaining 
{_To The Duke's Archives] inhabitants of Anor Londo are tasked with guiding Undead travelers along 

the path of linking the Fire, or else testing their worthiness to do so: perhaps 
the most notable of these individuals is the Giant Blacksmith, who offers his 
visitors a variety of unique wares and services unavailable anywhere else. Sun 
Princess Gwynevere presides over the empty city as something of a guardian 
and any act of violence against her will result in drastic, irreversible changes to 
the city’s enemies and environment. 


——— \\ Important Item: 


Great Magic Weapor 
Black Iron Heim, 
Black Iron Arrr 
Black Iron ¢ 
Black Iron Leggings 


ee 


intiets 


6 Ring of tt 
Firstborn 


Occult-ascended Clut 
8 Dragon Tooth 
9 Havel’s Greatshield 


10 Havel’s Helm. 
Havel’s Arm 


a 11 Havel's Gauntlets 
Havel’s Leggings 

12 Silver Knight Gauntlets, 
Silver Knight Leggings 


Wy 
wt > 


My 
/™ sts. 
13 Silver Knight Heim 


Anor Londo 
Silver Knight Armor 
14  Dragonslayer Greatbow 
( 15 Hawk Ring 
Nu MY 16 Soul of Smough 


Darkmoon Knightess 


17 Soul of Ornstein, 
Leo Ring 


18 Lordvessel 
19 Soul of Gwyndolin 


Dark Sun Gwyndolin 


Darkmoon Tomb 


To Painted 
From Sen’s Fortress World of Ariamis 


PAINTING OM 
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Important Items (C: nued) 


20 Brass Helm, 
Brass Armor, 
Brass Gauntlets, 
Brass Leggings 


21 Sunlight Blade 


22 Fire Keeper Soul, 
Ring of Favor and Protection 
23 Helm of Favor, 
Embraced Armor of Favor, 
Gauntlets of Favor, 
Leggings of Favor 


24 Fire Keeper Soul 


Giant Blacksmith 


INTERIORS - F3 


INTERIORS ~ FIL& 


Gwynevere, Princess of Sunlight 
Chamber of the Princess 


Executioner Smough 


— Dragonslayer Ornstein 


INTERIORS ~ F4 
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OS ee 
From Anor Londo] 


A cold and lonely dimension contained within an enchanted painting, 

ich itself is housed in a grand hall of Anor Londo. This desolate 
teaim is simultaneously a safe haven for outcasts and a prison within 
which they are segregated from the outside world; as such, it serves a 
Purpose not unlike the Northern Undead Asylum, though the unique en- 
mies found here are far more dangerous. The Painted World of Ariamis 
Can be accessed by revisiting the Asylum and obtaining the Peculiar Doll, 
then traveling to Anor Londo and touching the painting. Once inside, 
however, escape through normal means is impossible—the only exit is 
located inside the boss arena, although it is possible to leave without 
actually fighting the boss. 


rt ee — 


renting ee 


1 Foam poten Hood. 10 Vow of Silence 
inting Guardian Robe, 
Painting Guardian Gloves Minas 


Black Cleric Robe, 


Painting Guardian Waistcioth Biack Manchette. 


2 Red Sign Soapstone Black Tights 

3 Bloodshield 12 Velka's Rapier 

4 Large Leather Shield 13 Dark Ember 

5 Ring of Sacrifice 14 Soul of Priscilla 

6 Acid Surge Priscilla's Dagger 

7 Notched Whip 15 Xanthous Crown, 
Xanthous Overcoat, 

8 Annex Key Xanthous Gloves, 

9 Fire Surge Xanthous Waistcloth 
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Crossbreed Priscilla 


To Anor Londo | 


BOTTOM OF THE WELL 
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DARKROOT GARDEN & VALLEY OF DRAKES —= 


| AB alee Garden is a large, sprawling forest stretching from the Undead Parish’s 
‘old church into the former territory of Oolacile. The sealed upper section of the 
Garden houses the grave of Abysswalker Artorias and is protected by the Forest 
Hunters’ Covenant, while the middle section leads to the remains of a divine black- 
smith’s forge; the lower section consists of a narrow cliffside path through Darkroot 
Basin that connects to the Undead Burg via a locked watchtower and the Valley of 
Drakes through a cave at the Basin’s lowest elevation. 


While the “standard” route through these areas begins at the Undead Parish and 
typically ends either at the grave of Artorias or the Valley of Drakes, it is possible 

to traverse this route “backwards” by using the Master Key to unlock the gate 

from the New Londo Ruins into the Valley of Drakes, then crossing the Valley into 
Darkroot Basin (and, optionally, unlocking the watchtower with the Master Key) 
Although not recommended for novices due to the extremely powerful enemies in 
these areas, accessing the Valley of Drakes in this manner enables the acquisition of 
several valuable items extremely early on 


we 
Setregoee eee 


Great Grey Wolf Sif 
Alvina of the 


Darkroot Wood 


| 
| 1 
| 


Shiva of the East 


Moonlight Butterfly 


F 


rom Undead Parish 
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1 Wolf Ring 8 
2 Partizan 
3 Elite Kni 

Elite Kn 


Elite Knight Gauntlets 
Elite Knight Leggings 


Soul of the Moonlight 
Butterfly 


Watchtower Basement 


Key, Divine Ember n 
Leather Armor, 
Leather Gloves 12 
Leather Boo 13 
Longbow 
Grass Cr 
“4 
18 


{To New Londo Ruins] 


From Blighttown] 


Knight Helm 
Knight Gaunt 
Knight Legg: 
c 


Eastern Helrr 
Eastern Armor. 


k Crown Ring 


Pharis’s 


Enchanted 


Stone Helm 


Stone Gauntiets 
Stone Leggings 


Hornet Ring 


Covenant of Artor 
Soul of 


21 


Antiquated Skirt 


From New Londo Ruins} 


Dusk of Oolacile 


To Undead Burg] 
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es <2 NEW LONDO RUINS —= 


A n ancient city formerly ruled by the Four Kings, who earned Lord arenes 
wyn's acknowledgment for their leadership but were ultimately yy 

seduced by Darkstalker Kaathe’s promises of power and banished to ae 

the Abyss. The entire city and all of its inhabitants were sacrificed to % 

contain the evil which spread as a result, and now a handful of scat- 

tered artifacts and a few crumbling buildings jutting out of a subter- 

ranean lake are all that remain of New Londo’s once-vibrant culture 

Blacksmith Rickert can be found near the entrance from Firelink 

Shrine, in a small prison cell on a narrow ledge overlooking the ruins w 


While the submerged portion of New Londo is normally inacces- 
sible before placing the Lordvessel, it can be reached at any time by 
killing Ingward on the church roof and obtaining the Key to the Seal 
However, the Covenant of Artorias is still required to safely access 
the boss arena. 


Rickert of Vinheim 


~_ From Firelink Shrine] 


[From Valley of Drakes} 


Ingward 


HAUNTED BUILDING — F2 
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OUTSKIRTS ~ Fl & F2 


Four Kings 


Darkstalker Kaathe | 


THE ABYSS 


HAUNTED BUILDING - FI 


The Abyss 


$ a reward for his betrayal of the Ancient Dragons, Seath the Scale- 


was appointed Duke by Lord Gwyn and granted stewardship of 
the city’s massive archives complex, beneath which lie the breathtaking 
Crystal Caves that serve as its inner sanctum. Obsessed as he was with 
scales of immortality—the one thing he lacked—Seath pored over the li- 
brary’s countless tomes and conducted increasingly twisted experiments 
in a fruitless quest for evolution which eventually drove him insane. The 
Regal Archives became little more than a prison for the victims of Seath’s 
research, and even now, his agents continue to scour Lordran for suitable 


test subjects. 


ee 


dea nin caaiinn gona 


‘Sieglinde of Catarina 
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Important Items 


Crystal Knight Shield 
Archive Tower Cell Key 
Archive Prison Extra Key 
Soothing Sunlight, 
Bountiful Sunlight 
5 Archive Tower, 
Giant Door Key 
6 Maiden Hood, 
Maiden Robe. 
Maiden Gloves, 
Maiden Skirt, 
White Seance Ring 
7 Strong Magic Shield 
8 Avelyn 
9 SbeEyed Helm of the 
Channelers, 
Robe of the Channelers, 
Gauntlets of the Channelers, 
Waistcloth of the Channelers 
10 Crystal Ember 
11 Archive Tower Giant Cell Key 
12 Enchanted-ascended Falchion 
13 Fire Keeper Soul 
14 Crystalline Helm, 
Crystalline Armor, 
Crystalline Gauntlets, 
Crystalline Leggings 
15 Bequeathed Lord 
Soul Shard, 
Moonlight Greatsword 
16 Broken Pendant 
17 Sage Robe, Traveling Gloves, 
Traveling Boots, 
Logan's Catalyst 
18 Large Magic Ember 
19 White Dragon Breath, 
Big Hat, 
Tin Crystallization Catalyst 


BwWwn- 


From Anor L 
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Important Items 


1 
2 
3 
a 
5 


Bets Cw THE CATACOMBS — 


: | “his subterranean network of burial chambers extends deep below 
Firelink Shrine. Its many traps are meant to deter would-be graverob- 
bers from desecrating the dead, and thanks to the resident Necroman- 
cers, the dead themselves are able to play an active role in defending 
their place of rest. A Divine weapon will knock these restless spirits 
out once and for all, or failing that, a simple kick off the nearest cliff will 
suffice in a pinch. The reclusive Blacksmith Vamos’ forge is located in a 
secret room on the lowest level, but visiting him before acquiring the 
Lordvessel is a risky proposition as getting out of the Catacombs on foot 
can prove much more difficult than getting in 


Lucerne 

Great Scythe 
Darkmoon Séance Ring 
Tranquil Walk of Peace 
Priest's Hat, 

Holy Robe. 

Traveling Gloves, 

Holy Trousers, 

Mace 

Rite of Kindling 


UPPER LEVEL 
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Trusty Patches 


Blacksmith Vamos To Tomb of the Giants 
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Important Items 


NOMeawWNn= 


ituated beneath even the Catacombs, this ancient burial ground is the 

lair of Gravelord Nito and lies so far underground that certain vantage 
points offer glimpses of Izalith and Ash Lake. Not a trace of sunlight 
pierces the shroud of darkness that eternally envelops these foreboding 
depths, and without intimate knowledge of every inch of the terrain, a 
light source will be required to reveal the path forward 


The second half of this area (including the boss fight) may only be ac- 
cessed after placing the Lordvessel, although Gravelord Nito may be 
accessed for Covenant interactions at any time by entering the coffin in 
the Catacombs while in possession of at least one Eye of Death 


EEL SERVANT CAVE - Fl & F2 


Large Divine Ember 
Skull Lantern 

Effigy Shield 
Covetous Silver Serpent Ring 
Grant, Sanctus 

Lord Soul 


Paladin Helm, 
Paladin Armor, 
Paladin Gauntlets, 
Paladin Leggings 


Gravelord Nito 


Altar of the Gravelord 
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[From The Catacombs 


[ToThe Catacombs _] 
PITCH-BLACK CAVERNS 
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more than a seething lava field strewn with ancient tuins, this no- 
land separates Quelaag’s Domain from the outskirts of Izalith. 
5 Ceaseless Discharge will halt the flow of lava and enable safe 
across the lower plateau; alternatively, though not recommended, 
__ extremely high Fire defense in conjunction with the Flash Sweat Pyroman- 
fast-rolling (opti using the Dark Wood Grain Ring for increased roll 
" distance and invulnerability frames) and constant use of Estus can facilitate 
‘direct traversal of the lava without fighting Ceaseless Discharge. 


The Demon Firesage and Centipede Demon boss arenas, as well as both 
routes into Lost Izalith, are inaccessible until the Lordvessel has been 


Demon Firesage 


From Quelaag’s Domain 
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becuhiihe os: ul Lb Rat peel ell Ik tees ail a atid cl gal 


1 Gold-Hemmed Black Hood, 
Gold-Hemmed Black Cloak 
Gold-Hemmed Black Gloves. 
Gold-Hemmed Black Skirt 


2 Chaos Flame Ember 
3 Large Flame Ember 
4 Demon's Catalyst 
5 Orange Charred Ring 
6 Sunlight Maggot 


Ceaseless Discharge 


From 


L Lost Izalith} 


f 
| 
| 


=} 
F 
| 
3) 
BS | 
° 
iF] 


| 

| 

— 
entipede Demon 


y 


Domain 


g's | 


To Quelaa: 


ELEVATOR 


RDF 


CHAPTER 2 | 


ancient city originally governed by the Witch of Izalith and her 
iughters. When the Witch failed to rekindle the First Flame, all of 
Izalith was consumed by the resulting Flames of Chaos and its inhabit- 
ants transfigured into gruesome demons. What still remains of the city is 
surrounded by lava, and the only safe route into the ruins is closed to all 
but the most devoted Servants of Chaos. 


To Demon Ruins _}—~_ 
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90 Dark 


Important Items 


1 
2 
3 
4 
5 
6 


mete 


CHAOS EATER ROOM - FI & F 


Rare Ring of Sacrifice 


KILN OF THE FIRST FLAME = 


he site of the first Linking of the Fire, where Lord Gwyn willingly 

burned as cinder to rekindle the First Flame. The Black Knights who 
had accompanied Gwyn were consumed in the conflagration, burned to 
death in an instant and left to wander Lordran as ghosts, while the Great 
Lord himself was reduced to an empty husk not unlike a Hollow. The only 
enemies encountered in the Kiln are Black Knights, and only here can 
these elusive foes be fought repeatedly by resting at a Bonfire 


This area is only accessible after placing the Lordvessel and filling it with 
all four Lord Souls (the Four Kings, Seath, Nito and the Bed of Chaos) 


he 


Gwyn, Lord of Cinder 


a Important Items 
1 Black Knight Helm 
Ms Black Knight Armor 


ck Knight 


Black Knight Leggings 
2 Soul of Gwyn, Lord of Cinder 


ary Firelink Altar 
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Gx ROYAL WOOD & SANCTUARY GARDEN —~ 


eee tine 
~ ay 


ay 


A dense forest surrounding the ancient township of Oolacile, tended 

enchanted wooden scarecrows and protected by taciturn stone 
golems. The spreading Abyss has left the once-idyllic landscape mottled 
by corruption and dotted with seemingly bottomless pits. 


This small pond adjoining the Oolacile Sanctuary serves as a gateway to 
the Royal Wood and, as such, is defended by a most capable gatekeeper. 
Here more than anywhere else, the Rusted Iron Ring and a solid shield 


are a Chosen Undead's best friends Oolacile Sanctuary 


Sanctuary Guardian 


{From Darkroot Basin 


Elizabeth, Keeper of the Sanctuary 


nt Items 


1 Guardian Tail 
Guardian Soul 


Guardian Gauntlets 
Guardian Leggings 
Guardian Helm 
Guardian Armor 

Soul of Artorias 

Purple Coward's Crystal 


Obsidian Greatsword, 
Calamity Ring 


BvYanewn 
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Battle of Stoicism Gazebo 
Lord’s Blade Ciaran 


Knight Artorias 


4 


Hawkeye Gough 


| | 
e 
Yo 


Marvelous Chester 


From Chasm of the Abyss 


¥ ~ Black Dragon Kalameet 
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=~ OOLACILE TOWNSHIP —. 


NT 
gaue main residential area. Much of the humble and unassuming 
From Royal Wood architecture has already succumbed to the Abyss, leaving behind 
Z only haphazard piles of collapsing buildings patrolled by horrifically 
A mutated former humans. The precarious rooftops hold a variety of unique 
items, the most important of which can only be revealed by carrying a 


source of light. 


To Chasm of theA 


Oolacile Township Dungeon 


Ss; 
LS) Important Items 


Dark Orb 


1 
2 
3 Silver 
4 


INTERIORS 
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=~ CHASM OF THE ABYSS = 


ee 


foreboding pathway connecting the Oolacile Township Dungeon to 
the grave of Manus, Father of the Abyss. Several powerful items 


| aie See 


and even a few familiar faces can be found in the darkest corners of this To Royal Wood 
veritable road to hell, and the groups of Humanity enemies here provide 

the most reliable and efficient means of stocking up on the eponymous 

consumable items. jul} 


q 


“4 Great Grey Wolf Sif 


Alvina of the Darkroot Wood | ; Bs 


Important It 


Dark Bead 
Cleansing Greatshield 


Black Flame 


1 
2 
3 Help me! Carving 
4 
5 


Soul of Manus 


Chasm of the Abyss 


ms 


[From Oolacile Township _}——» ‘\ Manus, Father of the Abyss 
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Yes, indeed. 


The Darksign brands the Undead. 
And in this land, 
the Undead are corralled and led to the north, 
where they are locked away, to await the end of the worig 


This is your fate. 

Only, in the ancient legends it is stated, 

that one day an Undead shall be chosen 

to leave the Undead Asylum, in pilgrimage, 
To the land of the ancient Lords, 


Lordran. 


LORDRAN DIALOGUES 


Ivina is @ peculiar, ancient being resembling 

an enormous white cat. She dwells in the 
sealed section of Darkroot Wood, where she 
oversees a clan of hunters who protect the for 
est's gravesite from plunderers. Alvina is one of 
only a few surviving witnesses of Oolacile’s de- 
Struction, and knows the forgotten truth behind 
the legends of Artorias the Abysswalker 


Talk—1st time 


Is it not so that thou art new. —+ Thou fared well to 
find me. —+ But cometh thee not for the grave of 
Sir Artorias? —+ My advice true, forget this! — The 
legend of Artorias art none but a fabrication. + 
Traversing the dark? ‘Tis but a fairy tale. + Have 
thine own respect, go not yonder knocking for noth- 
ing, | say! 


Choose “Yes” to the 1st query 


Well indeed, thou art a strange one! Nevertheless, 

| feel some liking for thee. — I'm Alvina of the 
Darkroot Wood. — | command a clan of hunters who 
track down defilers of the forest graves. —- What 
dost thou say? Wilt thou not join us? + Oh yes, | 
believe we would suit thee well 


Choose “No” to the 1st query 

Hmm, | see. A result most heathenish and gross. —> 
Then there is nothing more to say about this tedious 
reckoning. —+ Be gone from here. Pernicious caitiff 


Choose “Yes” to the 2nd or 3rd query 


1am very glad! —+ And now thou art one of us! Let 
us establish a Covenant. — And here, taketh this 
fing. —+ If thou weareth that ring, it allows for thine 
Summoning. — If mine senses reveal intruders, then 
{ will summon thee. —+ Fend them off sir, | beseech 
only this. —> | shall summon others, who will by 
their honour work tirelessly with thee. — Thou shalt 
receive great reward, and whatsoever ye shall pillage 
will be thine own. — A true agreement, not so? 
But thou must heed the golden rule... + The cian is 
thine own family. To thine kinsmen forever stay true 
—» Dare’st not in any attempt to double-cross. Have 
No doubt, such wretchedness, never will we tolerate 
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Choose “No” to the 2nd or 3rd query 


Oh, | see. ‘Tis a pity indeed. — But this is thine 
Stubborn choice alone. | cannot enforce it upon thee. 
— If thine mind should be alter'd, forsooth speak to 
me once more. 


Talk—After choosing “No” to the 2nd or 3rd query 


Oh, thou art here. —+ Tell me thou hast thought on’t 
once more and will join us? 


Talk—As a member of the Forest Hunters 
Covenant 


Ah, thou dost cometh. How fares ye? + My hopes 
for thee are of the highest. Do not such a hope shat- 
ter with foul disproportion 


Talk—After the player vanquishes their first For- 
est Invader as a Forest Hunter Covenant Member 
with Cat Covenant Ring equipped 


Ah yes, here is thine reward. It is for thee, take it! — 
Make no attempt to show thineself as Hollow! 


Talk—After the player vanquishes 3 Forest Invad- 
ers as a Forest Hunter Covenant Member with Cat 
Covenant Ring equipped 


Oh, thou art present! —+ Shiva hath spoken of thee 
| like that which | hear! —> | have heard murmur 
ing about thee. | like that which | hear! — | felt of 
thou indeed as a special one! — The very moment 
mine eyes first set upon thee. —+ Here's a precious 
reward. It is for thee, take it, —+ May thine skill earn 
thee many more! 


Talk—After the player vanquishes 4 Forest Invad- 
ers as a Forest Hunter Covenant Member with Cat 
Covenant Ring equipped 


Perchance... —> Hast thou met Shiva? — A lad 
cometh from the far East, strong of arm; now a clan 
leader of ours. — ...And yet... —+ Still | feel that boy 
hides something. Of that | am certain. —+ Small fear 
that he will use us badly... Yet on guard we must 
Stay. —+ And that man that clingeth to Shiva like 
some shadow...ensure thou dost treat him with the 
same caution 


Upon being attacked 


Dee hee hee, dee hee hee! —+ What a fool we have, 
what a wretched fool we have! 


After becoming hostile as a result of the player 
betraying the Forest Hunters Covenant 


Oh, it is thee... — Thine kinsmen are betrayed by 
thee. This doth bode most badly. — No rest will ease 
thy rotten soul whilst there is one clansman living 

—» Forever tormented thou shalt be by our very 
howls... —> Hellish villain, thou hast used us most 
foully, thine own family... —+ For thee, no mercy shall 
be shown 


ANASTACIA 
OF ASTORA 


where she is held prisoner in a lonely ce 
below the shrine proper. She is unable t 
orf speak, and appears to have been deliber. 
maimed by persons unknown in order to bind 
to her duty. 


A nastacia is the Fire Keeper of Firelink Shrine 
‘ 


Talk—After returning her Fire Keeper Soul 


Th, thank you... — ...1 am Anastacia of Astora 
Now | can continue my duty as a Keeper. — 
But... — ...1 only hope that my impure tor 
not offend 


Menu—Choose “Talk” after returning her Fire 
Keeper Soul 


Forgive me... — ...| am impure ve 
intended for restoration. — 
any heart... —+ ...Leave me be 
speak 


Talk—After returning her Fire Keeper Soul & 
placing the Lordvessel for Kingseeker Frampt 


Frampt has told me of you... — ... That you 
agreed to link the Fire. — ...! thank you, sincerely ; 
Finally, the curse of the Undead will be lifted 
can die human. — ...| am powerless, but | w 


that | can. — ...Please, save us all... —+ ...Please 


ANDRE 
OF ASTORA 


ndre is a humble blacksmith from Astora 

who relocated to the Undead Parish to ply 
his trade. Though a simple and honest man at 
heart, Andre is highly skilled and can handle @ 


th in 


wider variety of Embers than any other sm 
Lordran. 


) 


Astora. — If you require smithing, then speak to me 
“Talk—2nd time 


Well, hello again. —+ You seem to be doing all right. 
— Need anything forged? 

Menu—Choose “Talk” 1st time 

Most weapons and armour are mighty sturdy indeed 
— But every hunk of metal has its breaking point. + 
If you notice durability running low, it’s time to repair. 
—» You can ask a blacksmith like meself, or do it on 
your own with a grindstone. — The nice thing about 
weapons... they never betray you. —+ So, pay them a 
little respect, eh? 


Menu—Choose “Talk” 2nd time 


There are two types of weapon forging. There's rein- 
forcement, and there's ascension. — Reinforcement 
is simple. It strengthens the weapon and nothing 
more. — A simple task for any blacksmith. Hell, you 
could even do it yourself with a smithbox. — But 
ascension’s a finer art. It alters a weapon's proper- 
ties. —+ Ascension is the territory of we blacksmiths; 
@ smithbox just won't do the trick. —» Start out with 
reinforcement. When that loses its charm, you can 
consider ascension, —+ As you've noticed, this land 
is flush with the mad and wicked. — You won't make 
it through the night without employing my services! 
— Hah hah hah! 

Menu—Choose “Talk” 3rd time 

You can forge armour just like you do weapons. —> 
Forging armour is even easier than forging weapons. 
—+ Whether you forge weapons or armour first? 
Well, that’s up to you. —+ But nobody wants to see 
you go Hollow. —+ So, whatever you do, you'd better 
do it well! —+ Hah hah hah! 


Menu—Choose “Talk” 4th time, after resting at 

a bonfire 

This is the old church. — It was abandoned in favour 
of the church that you passed through. — There are 
paths leading from here to two forbidden planes: 
Sen's Fortress, and the Darkroot Garden. — They 
attract all sorts of lunatics, no-one as cultured as 
yourself, — It's fine to be Undead, but keep a level 
head, eh? — Hah hah hah! 


Menu—Choose “Talk” 5th time, after resting at 
a bonfire 


Sen's Fortress is an old proving grounds built by the 
ancient gods. — It is the only route leading to the 
great Anor Londo. — Of course, most fools can't 
even find their way into that fortified deathtrap. + 
But they won't stop trying! Take that bumbling Sir 
Onion... —» Hah hah hah! 


“Talk—After obtaining the Divine Ember 


My, that's a rare ember you have there. —+ I've seen 
one of those before...|t’s the ember of a divine 
blacksmith. —+ Might you consider leaving that with 
me? —+ | could produce divine weapons with a flame 
Such as that 


Choose “No” to giving the Divine Ember 
| see...'Tis a pity 
Choose “Yes” to giving the Divine Ember 


Well, thanks for that! —» You've made a fine decision. 
You soon shall see! 


Talk—After obtaining the Large Divine Ember 


Oh, my, what a brilliant ember you have there. + 
I've only heard legends of such specimens... + 
The embers used for the secret rites of divine black- 
smiths... —> Perhaps you could lend it to me? — I've 
long dreamed of forging divine weapons. 


Choose “No” to giving the Large Divine Ember 


| see...'Tis a pity... + | can't expect you to give up 
what's yours. 


Choose “Yes” to giving the Large Divine Ember 


Ab-hah! Splendid, splendid! Thank you! — Andre of 
Astora never disappoints, | assure you! 


Talk—After finding the Dark Ember 


Hrm? Show me that ember of yours... —> Well, 
I've never heard of a black ember. > Hmmm... —» 
How about leaving that ember with me? — | find it 
Strangely fascinating. 


Choose “No” to giving the Dark Ember c 


Are you sure? Well, fair enough. — Tis a pity, but 
I'll live. 

Choose “Yes” to giving the Dark Ember 

Yes, well! Thank you. —+ This ember really is some- 
thing special. I'm already under its spell. + | sense 
great potential, indeed. 


Talk—While holding an ember he cannot use 
Hmm, that's an odd ember you have there. —+ Ahh, 


| know what you're thinking. But I’m no good with 
those. —+ It won't be easy, but... —+ I'm afraid you'll 


“After leaving abruptly 
_Oi, where're you off to? 


After leaving abruptly 
What's going on with you, eh? 
Talk—After leaving abruptly 


i] thought you'd gone Hollow there — Hat 
_Talk—After obtaining the Large Ember 


Ahh, why, that’s a fine ember you have there. mays 
| could smith some mighty weapons with one of 
those. —+ Why not lend it to me? 


Choose "No" to giving the Large Ember 
| see...'Tis a pity iy ax % 

Choose “Yes” to giving the Large Ember 
Magnificent! You won't be disappointed. — | can 
hardly wait to get started 


“Talk—After obtaining the Very Large Ember 

Well, I'll be! That's a brilliant ember you've got there! 
— For all my years in the trade, that might be the 
finest! —+ How's about...you leave that ember with 
me? — I'm just an old smith. I'd give my left arm for 
a@ gem like that! 
Choose “No* to giving the Very Large Ember _ 
| see...'Tis a pity... + But perhaps you'd... — No, 
NO, it’s quite all right... + Quite all right, indeed... 
Choose “Yes” to giving the Very Large Ember 


Menu—Choose “Leave” after purchasing 
something 


Don’t get yourself killed. +> Neither of us want to 
see you go Hollow. 


“Menu—Choose “Talk” 


| know little of the Darkroot Garden. —+ Although I've 
heard rumours of a divine blacksmith who resides 
there. —> Those who get stumped in the Catacombs 
seek him for divine weapons. 


‘Menu—Choose “Talk” after opening the flood- 
gates in New Londo 


Oh, yes, and one other thing about the Darkroot Gar 
den. — It is said to house the grave of Sir Artorias 
the Abysswalker. —+ Only, of those who ventured 

into the forest, none has returned. 


ogan is a legendary sorcerer whose contribu- 

tions to his art earned him renown in his 
homeland of Vinheim. After becoming Undead, 
he made his way to Lordran together with his 
Student, Griggs, in search of the vast repository 
of knowledge housed within Anor Londo’s Grand 
Archives. 


Talk—2nd time, after opening his cage using the 
Cage Key (Sen’s Fortress) iM 


Oh, heavens, thank you. I'm saved. —* And, I'd love 
to resume my travels, but | must log a few things 
first, and | owe you a favour. | will return to Firelink 
Shrine. —> Speak with me there, so that | may impart 
my sorcery. 


Talk—3rd time (Sen's Fortress) 
Oh, hello. Don't mind me. Go on ahead —I'iibe 

along later. Phoo-hah-hah, I'll be just fine, young one. 
Upon being attacked & made hostile 
I fail to see your design, but if you think I'm too old 


to defend myself, perhaps some sorcery will change 
your mind! 


Enon dyna : 


Heavens. ..the folly of youth... — ...I'm too old for 
this. 


Talk—With 15 Intelligence or more—A (Firelink 
Shrine) 


There you are. | was expecting you. —> As promised, 
| will share my sorceries. 


Talk—With 15 Intelligence or more—B (Firelink 
Shrine) 


Hello there. You really we very diligent. I quite 
understand. Study is invigorating! 

Talk—With 15 Intelligence or more—C (Firelink 
Shrine) fe 

Hello there. — Very well indeed. I'm pleased to 
share my sorceries, 


Talk—With 15 Intelligence or more—D (Firelink 
Shrine) 


Hello there. What have you been up to? —+ | thought 
that perhaps you'd gone Hollow on me. — So, have 
you come to further your study of sorcery? 


Talk—1st time with less than 15 Intelligence 
(Firelink Shrine) 


Hello there. | was expecting you. —+ As promised, | 
will share my sorceries. — ... >| am afraid that you 
are unable to learn sorcery. — The basic framework, 
you see. It cannot be taught. — Oh, do not fret. Life 
isn’t all about sorcery. You will find your own way. 

—+ Don't frown with regret; peer forward with your 


eS 


Ow! a ean ead high. 

Upon being attacked—2nd time Talk—2nd time with less than 15 Intelligence 
Cae (Firelink Shrine) 

Owww, that hurts! 

—_ Hello there. Glad to see you alive. 

Upon being attacked & made hostile 


Well, you've got some nerve! —+ Coming at me like 
that! — I'll tear you to shreds! You bloody Hollow! 


Talk—2nd time with 15 Intelligence or more after 
previowely. not meets he sera 


Well! Thank you mightily for that. ++ Now, just leave 
the rest to me. —+ Andre of Astora gets the job done, 
you shall see! 


Epon syne) brittle 
Curses, you damn backstabber... 


Hello there. Glad to see you alive. + Hmm... — It 
seems you've come quite a way... —+ Excellent. You” 
are certainly ready. | shall teach you sorceries. 


‘Menu—Choose “Leave” after purchasing 
“something —A (Firelink Shrine) 


Menu —Choose “Talk” after defeating Seath the 
Scaleless (Duke's Archives) 5 


1 will stay here for the time being. — Speak to me 
again to further your 5 

—Choose “Leave” —B after purchasing 
something (Firelink Shrine) 

No results, eh... —> Well, the way of sorceries is @ 
long, hard road. Take it slowly. 
Menu—Choose “Leave” without purchasing 
something (Firelink Shrine) 


Farewell, 
Menu—Choose “Leave” (Firelink Shrine) 


Heading out, are you? — |, too, will leave soon. Un- 
dead or no, | shan't stay here forever. — ... You have 
great potential. Don't go and die over nothing. 


Tatk—Before opening his cell with the Archive 
Tower Giant Cell Key (Duke's Archives) 


Hello again! What a chance meeting this is! — Alas, 
I'm imprisoned once again. | don’t suppose you 
could stage me a getaway? — The Archives, such a 
storehouse of knowledge. So close, but just out of 
reach! — The thought offends me so, | could simply 
die! — As a student of the arts, you understand me, 
yes? 

Talk—1st time after his cell with the 
Archive Tower Giant Cell Key (Duke's Archives) 


‘Oh, thank you very much. I'm saved. — That makes 
twice. | must be sure to repay you. — | will visit the 
Archives. If | discover any new spells, | shall share 
them with you. — Prepare to be impressed, by the 
onward march of sorcery! 

Talk—2nd time after opening his cell with the 
Archive Tower Giant Cell Key (Duke's Archives) 
Hello, Don't mind me. Go on ahead. — I'll head out 
soon. | wish to lay down my plans before | visit the 
Archives 


_Talk—1st time (Duke's Archives) _ 


Mm...mm... 


Menu—Choose “Talk” ‘after purchasing all of his 
spells & defeating Seath the Scaleless (Duke's 
Archives) 


= a.Who ere you. — ...Stay clear...stay clear of my 
work... — ...Curses upon you! — ...How dare you 
disturb me! 


Are mysterious blacksmith Vamos operates 
his makeshift forge on the lowest level of the 
Catacombs. Curt and antisocial, Vamos barely 
tolerates visitors even when they come prepared 
to pay for his services. He specializes in the use 
of Embers that imbue weapons with fire 


“During the cutscene that plays after falling ; 
through the hole leading into Vamos’ chamber 

Be gone with you! — You'll spoil my focus. parks 
Talk ates 


What's that, then? Need some smithing? — Then 
produce me some wares! 


“Menu—Choose “Talk” 1st time 


Hmph! I'm here to smith, not to chit chat 


Hello there. | was expecting you. — This place is 
truly magnificent, more than expected, even. — As 
promised, | shall share the new sorceries with you. 
—+ And, the secret of Seath’s immortality. 


Talk—2nd time (Duke's Archives) 


Hello there. You really are very diligent — Oh, | 
understand. We are in the midst of a revolution! 
Talk—3rd time (Duke's Archives) 

Oh, hello there. Where have you been? — Time is a 
resource. Let's delve in promptly. 

Talk—After defeating Seath the Scaleless (Duke's _ 
Archives) 


Oh, there you are, it has been a while. — Or, were 
you just here? —+ This fascinating place defeats my 
sense of time. 


Menu—Choose “Leave” —A (Duke's Archives) 


Come again. — The knowledge here is limitiess. | 
will absorb it, then share it with you 


Menu—Choose “Leave” —B (Duke's Archives) 


Come again, any time you please. — For | too, learn, 
whilst teaching a student. 


Menu—Choose “Leave” —D (Duke's Archives) 
Farewell. 
Menu—Choose “Talk” 1st time 


Ah, the secret of Seath’s immortality? — If have 
fought him, and were imprisoned, you Furia 
that Seath is a true Undead, different from ourselves. 
— His wounds close promptly, and no mortal blow 
affects him, granting true insulation from death 
— It is an effect of the Primordial Crystal, a sacred 
treasure pillaged by Seath when he turned upon 
the ancient dragons. — So, only by destroying the 
Primordial ‘can you so much as scratch his 
aga tee it sibiepa a the Primordial Crystal 
i ir gai these very ar 
“labo ry archives, the 


a peered Sue 


I've told you, I'm here for the trade, not for the 
talk! 


Enough with your presence It disturbs me 
fenu—Choose “Talk” 4th time 


Well, you are a persistent one, are you not? —+ But 
I'm afraid I'm a mere blacksmith, it’s just me and my 
trade. —+ | would be of no help to a righteous warrior 
such as yourself 

Menu—Choose “Talk” 5th time, after defeating 
the Gaping Dragon 

I've told you, | have nothing to discuss... — If | have 
anything to offer, it’s my smithing, and nothing more. 
—+ I'd be of more help with that ember from New 
Londo, of course... — It’s a shame the whole place 
was flooded 


ithe Gaping Dragon & Chace Witch Quelesg | 


I've told you, | have nothing to discuss... — If | have 
anything to offer, it's my smithing, and nothing more. 
— Speaking honestly, | must say that I’m at my very 
limit. There’s no more work to be done. — Ahh, un- 
less | had the flame of that legendary witch... — But 
that would require a visit to Lost Izalith. Impossible 


_Talk—After finding the Large Flame Ember 
...Hmph? Why, is that... ...An ember from New 
Londo... — ...And a fine ember it be... —* What do 
you say? Why not leave it with me? — I'll give you a 
flame to feast your eyes upon. 

Hinges cio: plying the Lampe Fame Ember 

Hmm, hmm, yes, yes, | see... —> Well, do not hesi- 

_tate if you should change your mind 


Choose “Yes” to giving the Large Flame Ember 


Menu—Choose “Talk” 2nd time 


Aeonpan anit Progress demands sacrifice. + 
certainly bear no ani fe 
Beet tipathy for that wonderful 


Yes, yes, very well! We'll get these old bones to 
work! — Keh heh heh! 


Talk—After finding the Chaos Flame Ember 


... Hmph? Why, that’s... — ...an ember unlike any 
that | have seen... — ...a very curious pattern... + 
...Could it be the flame of the legendary witch? — 
...1 know! Suppose you left that ember with me? — 
Old Vamos would never let you down, no, not ever! 


Choose “No” to giving the Chaos Flame Ember 


Hmm, hmm...Fine, then id P 

. — | doubt you'd e 
bah, forget it... —* These bones won't fail haboted 
time soon. I'll come across another. eventually ¥ 


Choose “Yes” to giving the Chaos Flame Ember 


Keh heh heh heh heh! —+ Yes, splendid, splendiq 
indeed! — ...My, oh, my! You precious little thing 


Talk—After finding an ember Vamos cannot use 


Hmph? Why, you have... — ...an ember, do yor 
—+ Abh, forget about it. | don’t deal with that kind _ 
What has gone wrong with embers these days? 


Menu—Choose “Leave” without Purchasing 
something 


Well, what was that about? — Don’t be coming 
around here without a good reason! 


“Menu—Choose “Leave” after purchasing 
something _ 


If that'll be all, then be gone with you! — 
spoil my focus 


After leaving abruptly 
Now where've you gone? 
Talk—After leaving abruptly 


You've got rotten manners, — If it be smithing you 
need, then produce your wares 


Upon being attacked —1st time 
“Bah! 

Upon being attacked —2nd time 

You rotten scoundrel! 

Upon being attacked & made hostile 


Trying to cause trouble, are you? —+ | am Blacksmith 
Vamos, and I’m no bag of bones! 


Upon dying — 
Curses... 


You'l 


CRESTFALLEN 
MERCHANT 


a ee hapless warrior attempted to traverse 
Sen's Fortress, but failed to reach Anor 
Londo and took up residence in one of the wall 
towers. Barely clinging to his sanity, he ekes out 
a living scavenging from the corpses of Undead 
who succumb to the fortress, then selling his 
salvaged goods to new challengers 
Talk—1st time 
— Ah, what? What? Who are you? — Anh, ary 
other Undead, eh? | took on Sen's Fortress alone 
—+ But I'm no different from those vile creatures 
was driven by conceit... —* Ahh, you think youre “9 
different? That you can handle it? — Yes, | remembe' 
that feeling. For | was the same. —* So, let me 
help you out. With your soul-searching 
Talk—2nd time 
_—+Hm...Oh, yes, it’s you. — What isi 
something you need, eh, anything at all? — 
is it? 
Talk—3rdtime é 
.. —» Hm, ah, oh you? — Still alive? 
— Anything you want? What's mine #: 
a price! Se. i 
Menu—Choose “Leave” 1st time without 
purchasing something u 
Nothing at all? — Fine then, rush in like @ 
babe, and be skinned alive! 
“Menu—Choose “Leave” 2nd time with 
purchasing something ‘ 
“So, you're d i hin 
So, you're that good? Don't needa t 
won't be long, before you're begging for 


t? Still 
What 


That's a surprise 
is yours, but at 


naked 
jout 


9g? — Bah. It 
mercy. 
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a Le. 


Menu—Choose “Leave” 1st time after purchasing 
something if 
Go along, try and make something of yourself. 


ing erating rheirenie LG 
There you go, another brave soul. —+ But soon you 
shall see... You and | are no different... —+ Yes, yes, 
you soon shall see... — ...the putrid fate we both 
share. 


Menu—Choose “Talk” 1st time 


Talk—2nd time 


Talk—After freeing Laurentius from the Depths 


Hm? What. you want to hear more? —+ Oh, that’s 

all we need. Another inquisitive soul. + Well, listen 
carefully, then... + One of the bells is up above in 
the Undead Church, but the lift is broken. —» You'll 
have to climb the stairs up the ruins, and access the 
Undead Burg through the waterway. —> The other 
bell is back down below the Undead Burg, within 
the plague-infested Blighttown. —+ But I'd die again 
before | step foot in that cesspool! —- Hah hah hah 
hah! 


“Tolk—3ra time 


There’s nothing more to say. — I'm m finished. We’ re 5) 
both on the brink, you see? — End of story. You 
bloody foo! 

_Menu— -Choose ”1 “Talk” 2nd time 


Let me give you a nibble of advice. > Don’ teven 
consider visiting Anor Londo. Not in your state. 
For a century, they have tried, and failed. + The 
Knight King Rendal, Black Iron Tarkus, and even 
Logan himself. —> You won't stand a chance. You'll be 
eaten alive. —> But, go along, if you wish. If only to 
_deepen | your despair! 

“Menu—Choose “Talk” ‘3rd jtime 

Where do | get all my things? — Stripped off the 
corpses of fools like yourself. — It isn't easy. | have 
to catch them just before they go Hollow. —+ Don't 
worry. I'll be there to claim your trinkets. Gazing at 
your final t twisted grimace! —+ Gee hee hee hee hee! 


After leaving abruptly 


“Talk—After ‘leaving | abruptly 


.Hm, ~...Hm, fine, fine. | understand. — | have my head 


Hrgrah! 

Upon being attacked 
Hrgroah! OKA 
Upon being attacked 

Hoa! 

Upon being attacked & made hostile is isa 


What the devil's got into you! — Hrrgrrrroooggh! — fed 
You hrggraaaghh! 


Upon dying 
Hrrggahh... —» Ahhh...help me... 


pees Undead warrior who escaped the 
Indead Asylum for Lordran, only to despair 
at the prospects of his fate and lose the will to 
go on. Downtrodden and somewhat irritable 
but nonetheless well-meaning, he sits by the 
Bonfire at Firelink Shrine and offers helpful (if 
cynical) advice to newcomers. 


Talk—1st time 


Well, what do we have here? You must be a new 
arrival. —+ Let me guess. Fate of the Undead, right? 
Well, you're not the first. + But there's no salvation 
here. You'd have done better to rot in the Undead 
Asylum... But, too late now. —+ Well, since you're 
here... Let me help you out. — There are actually 
two Bells of Awakening. —> One's up above, in the 
Undead Church. The other is far, far below, in the 
tuins at the base of Blighttown. — Ring them both, 
and something happens... Brilliant, right? —- Not 
Much to go on, but | have a feeling that won't stop 
you. — So, off you go. It is why you came, isn't it? 
To ths accursed land of the Undead? —+ Hah hah 

jh. 


Bloody hell, what is it now? — You ask too many 
questions. 


Talk—4th time 
Hm? What now? — I'm not up for chatting. Leave 
me alone. 


Tatk— Ist time after the player rings their 1st Bell 
of Awakening 


Why, what a surprise. | didn’t expect you to make it 
— ...Oh, somebody rang the bell...Wait. Was it you? 
— You never give up, do you? | don’t know how you 
do it. —» Well, don’t stop now. Only one more, but 

it's going to be suicide. 


Talk—2nd time after the player rings their 1st Bell 
of Awakening 


What's wrong? Get a bit of a scare out there? —- No 
problem. Have a seat and get comfortable. —» We'll 

both be Hollow before you know it. —» Hah hah hah 

hah 


How did that old man make it back? —+ Unexpected, 
but! suppose stranger things have happened. 


Talk—After attempting to talk with Anastacia, and 
resting at a Bonfire 

Oh, have you seen that terribly morose lass? — ... 
The Fire Keeper. —* She's stuck keeping that bonfire 
lit. —+ Sad, really. She’s mute and bound to this 
forsaken place. —+ They probably cut her tongue 

Out back in her village, so that she'd never say any 
god's name in vain. —+ How do these martyrs keep 
chugging along? I'd peter out in an instant. ++ Hah 
hah hah hah! 


Talk—1st time as a Hollow 
Oh, your face! You're practically Hollow. —> But who 


knows, going Hollow could solve quite a bit! > Hah 
hah hah hah. 


Talk—2nd time as a Hollow 


Hm, what? Restoring your humanity? —> Well, there 


are a few ways to go about it... —» Collect it bit by 
bit from corpses, or you can butter up a cleric, and 
get yourself summoned. —+ And the quickest way, 
although I'd never do it, is to kill a healthy Undead, 
and pillage its humanity. —+ Coveting thy neighbour 
is only human, after all! + Hah hah hah hah. 


Talk—3rd time as a Hollow 


What are you looking at? —+ Don't try anything 
clever. You might regret it. 


_Talk—While Cursed 


“Talk— 3rd time after the ‘player | rings s their ‘1st Bell 
of Awakening 


Well, what are you going to do? — I've already de- 
cided, —+ | don’t really care; I'm simply crestfallen 
— Only one more now, if you have the heart for it. 
— Hah hah hah hah 


“Talk—After defeating the Capra Demon, then 
Pinwheel 


Oi, hold on...Don’t tell me, have you been cursed? 
—+ Oh woe is the Undead who's cursed on top of it 
all! Harsh times; harsh times, indeed! —+ Hah hah 
hah hah! — Hah hah hah hah! — No, no, I’m sorry. 
Here, let me share a nice tip. —> Long ago, | was told 
of a remedician who resides in New Londo. —+ Does 
he really exist? Well, go and find out for yourself. — 
But don't blame me if he’s just an apparition! —- Hah 
hah hah hah! 


Did you see that hoity-toity cleric? He went through 
the graveyard and down into the Catacombs. — Cler 
ics speak of some nonsense called Kindling, used to 
feed bonfires. + They're so bloody determined. They 
practically queue to explore the Catacombs. — Hah 
_hah hah hah. 


“Talk—If the player has not entered the New 
Londo Ruins 


Have you been. to the ruins of New Londo below? 
—+ Just head down the stairs, and take the lift. — 
It’s certainly worth a visit. — It was once an Undead 
City. You may find a clue or two. — Unless the 
ghosts find you first... — *Keh heh heh heh! 


Talk—After curling inte 
and being carried back to the Undead Aylum 


You again? — There's nothing to speak about, really. 
—+ Oh, actually...Something strange did happen. — 
That crow flew off with somebody in its clutches. 

| think it was a man curled up in a ball. —> Stranger 
things have happened, right? —+ No, maybe not. 


Talking, after defeating the Taurus Demon, but 
_before saving Griggs of Vinheim 


How did that silly sorcerer's apprentice end up? 
You know, the one always prattling on about Master 
Logan. —+ He left for the Undead Burg, but never 
came back. —> Serves him right. If even Old Big Hat 
can't make it out there, what chance does he have? 
_— | hope he enjoys his new life as a Hollow. 


“Talk—After defeating the care De Demon, but 
before saving Laurentius from the Depths _ 

How did that raggedy old chum end up? — You 
know, the one who idolized some godmother of 
pyromancy. —+ He left for Blighttown, but never 
came back. —> Whereas most flee from sickness, he 
dives right in. —> Well, nothing will harm him once he 
goes Hollow. 


Talk—After defeating Pinwheel, causing Petrus to 
return to Firelink Shrine 


That cleric was spared? —+ | never know what the 
Gods are thinking... — Tsk! 


Talk—After freeing Griggs from the lower Undead 
“How did that nutty sorcerer make it back? — 
Unexpected, but | suppose stranger things have 
happened. 


Talk—While carrying an at—risk or broken weapon 


Don't you ever repair your weapons? — You just 
need the right tools, or some powder. — If you keep 
‘Swinging those scraps around, you'll be mistaken for 
@ Hollow! —+ Hah hah hah hah! 


Talk— 1st time without an upgraded weapon after 
the Taurus Demon 


“Don't you ever think to forge your weapons? — You'd 


better find a smithbox soon, —+ Unless you enjoy 
swinging about with blunt instruments! — Hah hah 
hah hah! 


Talk—2n time without an upgraded weapon after 
Demon 


defeating the Taurus 


Don't you ever think to forge your weapons? — Per 
haps you haven't heard of Andre. Visit him in the Old 
Church, in the forest behind the Undead Church. — 
Perhaps you haven't heard of Andre. You really need 
to find him. —+ Uniess you enjoy swinging about with 
blunt instruments! — Hah hah hah hah! 


“Tatk—After freeing Logan from Sen's Fortress 


Oi, did you see him? — Big Hat Logan, the legend- 
ary sorcerer, in the flesh! —+ ... This place is simply 
mad...Legendary heroes popping up left and right... 
—+ They're making me feel quite inadequate, to be 
a 


Talk—After 
Rhea and 


Did you see her? — That virtuous little maiden, 

complete with bipcosie'y in So 
Ng straight to pil graves. 

Soca “M'Lady” for a lifetime. —> What absolute 

rubbish, eh? — Tsk! 


Did you hear about the maiden? — The virtuous 


lass came back alone, and in absolute tatters... — 
Did her followers die, or was she abandoned? Who 
knows. — But | suppose we've heard the last from 
“M’'lady” —> Hah hah hah hah! 


‘Taik— 1st time after ringing both Bells of Awaken- 
pi ie bus ae eee 


Did you ring the second bell? — That is incredible, | 
must say...But now we have a new problem. — It's 
noisy, it snores, and its breath is lethal... — This is 

no laughing matter, | tell you 


Talk—2nd time after ringing both Bells of Awak-— 
ening 


Damn, that stench.. ‘And Twas Teally ‘beginning to 

like it here! —+ Sigh... —» Maybe it’s time | do some- 

thing about it SP Risenae Lei St Panty 
~S Seyh aea 


Upon being attacked —1st time 
Ooph! 

Upon being attacked—2nd time _ 
Oww! 

What in the...! 

Upon being attacked—4th time 
Stop that! Oi! hs 
Upon being attacked & made hostile 
Lousy rat! You have some nerve! — | may be crest- 
fallen, but I'm not defenceless, you rascal! — You 
‘wil soon regret this! Snes 
Upon dying | Rela b ronan p tips 
Heheh, not too shabby... —+ | think you've done me 

@ favour... » 

Upon killing the player G ra 
Now, that's just embarrassing. — How'd you let me 
do that to you? 


Sigh... —+ Maybe it's time | do something about it ; 


riscilla is @ mysterious girl born from a union 

between god and dragon. Viewed as an 
abomination by the gods of Lordran and feared 
for her Lifehunt ability, Priscilla was banished to 
the Painted World of Ariamis, where she resides 
in the frigid ruins of a cathedral with an assort- 
ment of other exiles and outcasts. 


Talk—1st time 


Who art thou? — One of us, thou art not. — If thou 


hast misstepped into this world, plunge down from 
the plank, and hurry home. — If thou seekest |, thine 
desires shall be requited not 


Talk—2nd time Seaia ot 

Thou must returneth whence thou came. — This 
land is peaceful, its inhabitants kind, but thou dost 
Not belong. — | beg of thee, plunge down from the 
plank, and hurry home. 


Upon being attacked & made hostile 


| expected as much from thee. —* Why dost thee 
hurry toward thine death? 


Upon being killed 


Anh... —» But, why... What seeketh thee? _ 


Upon killing the player 


Why could thou not let us be? — Didst thou not see 
why Ariamis created this world? 


100 Dark SOULS TRILOGY COMPENDIUM 


CO eee ee ee ee ee ee Oe a See ee oe 


wyndolin is the lastborn sun of Lord Gwyn, 

but was raised as a daughter due to his 
affinity with the moon. He is the only deity re- 
maining in Anor Londo, and seeks to carry on his 
father's will by preserving the Linking of the Fire. 


‘After approaching the Fog Gate before the tomb 
of Gwyn iaveu ride Zs 
Halt! — This is the tomb of the Great Lord Gwyn 

— Tarnished, it shall not be, by the feet of men. —> 

If thou art a true disciple of the Dark Sun, cast aside 
thine ire, hear the voice of mineself, Gwyndolin, and 
kneel before me i 
Talk (Kneel)—1st time after joining the Blade of 
the Darkmoon Covenant 

Welcome back, Blade of the Darkmoon. — If mine 
power be need'st, | shall assist thee. Se 
Talk (Kneel)—2nd time after joining the Blade of 
the Darkmoon Covenant sibel as. 5 
Very well, Blade of the Darkmoon. — Please state 
thy wish. —+ Mark the words of mineself, Gwyndo- 
lin! —+ Thou shalt not go unpunished! 
Talk (Kneel)—1sttime F : 
O Disciple of the Dark Sun. — Thou hast journeyed 
far; hear my voice. — If thou shalt swear by the 
Covenant, to become — A shadow of Father Gwyn 
and Sister Gwynevere, — A biade that shall hunt 

the foes of our Lords; — Then | shalt protect thee, 
safeguarding thy person with the power of the 
Darkmoon 

Choose “Yes” to join Covenant E 

Very well. Now thou art a Blade of the Darkmoon. —> 
Hunteth the enemies of the Lords, by the power of 
_the Dark Sun, 

Choose “No” to join Covenant z 
Very well. —+ We shall not need speech. — Exit here, 
_and follow thine own design. 

After traversing the Fog Gate before the tomb of 
Gwyn to fight Gwyndolin 
What foolishness 

[If the player has not joined the Blade of the 
Darkmoon Covenant) 
Why trespasseth upon the Great Lord's tomb, whilst 


What foolishness... —+ Why trespasseth upon the 
Great Lord's tomb, whilst thou art a disciple of the 
Dark Sun? —> Mark the words of mineself, Gwyndo- 
lin! —+ Thou shalt not go unpunished! 

After traversing the white light to fight Gwyndolin 
_after joining the Blade of the Darkmoon Covenant 


What foolishness... —* Why would a Blade of the 
Darkmoon trespasseth upon the Great Lord's tomb? 
— Mark the words of mineself, Gwyndolin! — Thou 
shalt not go unpunished! 


After killing illusion of Gwynevere _ niin 


Thou that tarnisheth the Godmother’s image —! 
am Gwyndolin. —+ And thy transgression shall not go 
unpunished. — Thou shalt perish in the twilight of 
_Anor Londo. 

After killing illusion of Gwynevere & traversing | 
Fog Gate to fight Gywndolin ORS sedis 
Heretic... —* First thou offendeth the Godmother, 
and now thou see fit to trample upon the tomb of 
the Great Lord. + | am the Dark Sun, Gwyndolin! 
Let the atonement for thy felonies commenceth! 


. 


Gm 


Raat 


“Upon dying 


© Heretic, swathed in Dark... — An eternal baton 


KNIGHTESS 


he Darkmoon Knightess serves Dark Sun 

Gwyndolin as both Lordran’s Fire Keeper and 
its sentinel. She is charged with guiding visitors 
to Princess Gwynevere as well as protecting the 
city from enemies of the gods % 


Talk—1st time 


Well, you are a rare visitor. —* Welcome to th 
city of Anor Londo, chosen Und If you s 
Lord Gwyn’s old keep, exit here and head 
yonder. —+ If you are the chosen one, a re 
tion shall visit thee. — ...What follows th 
depends upon you... — Hmm. You have survived 
impressive. 


Talk—2nd time 


If you require rest, now is the time. — That is, 
all, what the bonfire is for 


Talk—1st time after receiving the Lordvesse! 


Hmm. So, you have received a revelation? 
auspicious. | hope for the best. — | pray tha 
you, Her wish will be granted 

Talk—2nd time after receiving the Lordvessel 


Go ahead, you may rest here. — Even an Undead 
requires repose. 

Talk—1st time after leaving & returning to Anor 
Londo 

Hmm. You have made it back. Very well. — Gc 
ahead, you may rest here. —+ Even an Undead 
requires repose 

Talk—2nd time after leaving & returning to Anor 
Londo 

Hmm. You have made it back. You were gone so 
long. —+ Go ahead, you may rest here. —+ Even an 
Undead requires repose. 

Menu—Choose “Talk” —A 

Hm, what is it? —- What am |? Well 
Keeper of the bonfire. — If not for me, wh 
would there be in this lost city? —+ A gatekeeper, and 
@ guide; that is my calling 

Menu—Choose “Talk” —B 


The bonfires attended by the Keepers are specia' 
— They are linked to one another, and their flames 
never die. — Yet never shall the Keepers of these 


flames meet 

Menu—Choose “Talk” —D 

If you require rest, now is the time. — That is, after 
all, what the bonfire is for 

Menu—Choose “Talk” after receiving the Lord- 
vessel 

Have you heard of Seath the Scaleless? — !n legend. 
he turned against the ancient dragons. —* He be ae 
came Lord Gwyn's confidant, was granted dukedom. 
and was allowed to pursue his research. —~ At the 


lam the 


Regal Archives, he immersed himself in research on 
scales of immortality, the one thing that he did not 
have. — ...But his very research drove him mad 


— The Archives became a dungeon, a place for 
sinister experiments. —+ Now, nobody dares even | 
approach the duke’s forbidden Archives. — It looms 
over this land, high atop the mountain. — But! 
should warn against even an approach 


Menu—Choose “Talk” 5th time, after receiving 


_the Lordvessel 


If you require rest, now is the time. — That's after 
all, what the bonfire is for 


Upon being attacked — 1st time 


“Upon being attacked —2nd time ‘ 
How dare you! 

‘Upon being attacked —3rd time 

Hrk! 

Upon being attacked—4th time 
Rrgh! 

Upon being attacked & made hostile 
Very well. So be it. —+ Expunging fools like you is 
part of my charge 

Upon dying 

_..But, how 
“ [Player is male) 

This man is a threat 

“Player is female] 


This woman is a threat 
lin 


Upon killing the player :. 
Tis a pity... To think | saw potential in you. 


Meeting in hostile state after killing the illusion of 
Gwynevere 


So...It was you, was it? —+ How dare you produce a 
blade upon a deity? How did you ever get this far? 
— | shall end your suffering here and now. It is the 
least that | can do, —- What you saw under light of 
the Darkmoon shall haunt you forever. 


“Talk—After obtaining all Lord Souls & 
_Bequeathed Lord Soul Shards ut 


Will you be departing soon, honourable heir to 
Gwyn’'s Flame... —» We are humbied... — For we 
exist only with your blessing. 


“Talk—After joining the “Blade of Darkmoon” 
Covenant 


Oh... You are one of us. — That is a surprise. But 
a pleasant one. —> We are both Blades of the 
Darkmoon, now. — | shall look forward to fighting 
alongside you. 


— ...Master Gwyndo- 


| B Fea as Kaathe is a Primordial Serpent 
and the leader of the Darkwraiths. He seeks 
to thwart the will of Lord Gwyn and bring about 
an Age of Dark by grooming an Undead as the 
next Dark Lord. Kaathe resides in the Abyss, 

and will only appear before those who defeat 
the Four Kings before placing the Lordvessel 
upon the Firelink Altar or speaking with the other 
serpent, Kingseeker Frampt 


“Talk—1st time after defeating the Four Kings, 
_before placing the Lordvessel (The Abyss) 


Greetings, Undead warrior. — | am the primordial 
serpent Darkstalker Kaathe. —> | can guide thee, and 
illuminate the truth. > Undead Warrior, conqueror of 
the Four Kings; is this not your wish? — To know the 
_truth of men, and the Undead? 


“Choose * “Yes” to either the 1st or 2nd q query 
_(The Abyss) 


Awise choice, “Undead warrior. — Prove you must, 
that the truth becomes you. — Seek Anor Londo. 
And claim Gwyn’s heirloom, the Lordvessel. —- Now 
go, Undead warrior. —+ Show the world that the truth 
becomes you. 


Choose “No” to either ‘the Ist « or 2nd query _ 
_{The Abyss) 


-— ...Very well. — Warriors as yourself are few. ‘e 
will be patient. —+ But | cannot wait forever 


“Talk—After choosing “No” to either the 1st or 2nd_ 
_query (The Abyss) 


What is it? — Perhaps you have changed your mind? 
— Farewell. 


before 
(Thye Alyse eueunk Aba 


Talk—1st time after he has previously v warped the 
player to the Firelink Altar (The Abyss) 


Ahh... —+ If you wish, | shall grant the art of Lifed- 
fain, the legendary power of the Dark Lord. — It can 
preserve your humanity while Undead, and cast off 
the shackles placed upon your brethren 


Talk—After placing Lordvessel in his presence 
(The Abyss) 


What is it? —+ | am your guardian. — Go on, state 
your wish. 


Talk—After obtaining Lordvessel (The Abyss) 


Hmm... You are astonishing. —+ The truth | shall 
share, without sentiment. — After the advent of 
Fire, the ancient Lords found the three souls. 
But your progenitor found a fourth, unique soul. —+ 
The Dark Soul. + Your ancestor claimed the Dark 
Soul, and waited for Fire to subside. —+ And soon, 
the flames did fade, and only Dark remained. —» 
Thus began the age of men, the Age of Dark. 
However... —+ Lord Gwyn trembled at the Dark. 
Clinging to his Age of Fire, and in dire fear of hu- 
mans, and the Dark Lord who would one day be born 
amongst them, Lord Gwyn resisted the course of 
nature. —» By sacrificing himself to link the Fire, and 
commanding his children to shepherd the humans, 
Gwyn has blurred your past, to prevent the birth of 
the Dark Lord. —+ | am the primordial serpent. —> | 
seek to right the wrongs of the past, to discover our 
true Lord. —+ But the other serpent, Frampt, lost his 
sense, and befriended Lord Gwyn. —» Undead War 
nor, we stand at a crossroads. —+ Only | know the 
truth about your fate. —* You must destroy the fading 
Lord Gwyn, who has coddied Fire and resisted na- 
ture, and become the Fourth Lord, so that you may 
usher in an Age of Dark! 


Choose “No” to the 3rd query (The Abyss) 


Nonsense! — Are you mad! This is deplorable! — 
You would rather be a slave? Does the truth mean 
Nothing to you? — This is unacceptable! Impossible! 
Unthinkable! — ... + ...Oh, enough with you. 
Farewell, pitiful, unknowing fool. — | shall return to 
the Abyss, and await the true Lord of Men. 


Choose “Yes” to the 3rd query (The Abyss) 


Very well! —+ | shall now guide you to Gwyn’s prison. 
— Be still. Entrust thine flesh to me. 


After the cutscene where Kaathe warps the player 
to the Firelink Altar for the 1st time (Firelink Altar) 


This is Gwyn’s prison. —+ Now, place the Lordvessel 


upon the altar. 


Talk—Before placing the Lordvessel, after he has _ 
perdangy the player to the Firelink Altar (Firelink 
Altar) 


What is it? Place the Lordvessel upon the altar. 
Very well. — Once the vessel is filled with souls, the 
gate to Gwyn shall open. —+ Seek Gravelord Nito, the 
Witch of Izalith, and the traitor Seath the Scaleless 
—+ Fill this vessel with their souls. > Then, the gate 
will open...so that you may kill Gwyn. — 


Menu—Choose “Warp” to be taken to the Abyss 
(Firelink Altar) — 1 as 


Are you ready? — Then, let us ‘return to the y Abyss. 
_Entrust thine flesh to me. 


“Menu—Choose “Warp” to be taken to the Firelink 
Altar (The Abyss) dc 3h 


Very well. — Be still Entrust thy flesh tor me. 
_Choose “Yes” to the query (Firelink Altar) 


Are you ready? — Then, let us return to the Abyss. 
Entrust thine flesh to me. 


“Talk—After filling th the Lordvessel in his presence 
_(Firelink Altar) Ben a 


Magnificent. — You have followed my teachings 
faithfully. +» You are the true lord of men, the Dark 
Lord. —+ Now, go forth, and rid us of that enfeebled 
_Gwyn. 


Menu—Choose “Ti 


Undead warrior, — To speak now is premature. — It 
begins with your retrieval of the Lordvessel 


Menu—Choose “Talk” after placing Lordvessel 
(The Abyss/Firelink Altar) — 

They failed me, every last one eof t them. — They 
were strong, but saw not the truth. +... am certain 
that you i will, prove different. 


‘Upon being attacked— 1st time (The Abyss/ 
Firelink Altar) — 
Hmg! 


Upon being attacked—2nd time (The Abyss) 
Firelink ‘tar) 


Hrg! 


Upon being attacked — -3rd time | (The Abyss/ 
Firelink Altar) 


Aght 


Upon being attacked—4th time (The Abyss/ 
Firelink Altar) _ 


Ooph! 


Upon being attacked—6th time (The Abyss/ Abyss/ 
Firelink Altar) | 


Stop! 


Upon being attacked — 7th ti time (The Abyss/ 
Firelink Altar) 


Upon being attacked—8th time (The Abyss/ 
Firelink Altar) 


Fool! 


Attacked & made hostile, or after placing the 
Lordvessel for Frampt ( (The ‘Abyss/Firelick Altar) 


Fool... You could not be the Dark Lord. —+ Enough 
of this. ..and farewell to you. —+ | shall return to the 
Abyss, and await the true Lord of Men. 


After exiting Gwyn's arena and leaving the first 
flame, during the Dark Lord nding cutscene 


My Lord, bless thy safe return. — Let Kaathe, and 
Frampt, serve Your Highness. —+ We are here to 
serve Your Highness. —+ Let true Dark be cast upon 
the world. —» Our Lord hath retun « 


DOMHNALL 
OF ZENA 


omhnall is an eccentric but good-natured 

peddier from the historic land of Zena. He 
traveled to Lordran seeking rare and unique 
trinkets with which to expand his collection, 
and lives as much for the experience of trading 
for such treasures as he does for the treasures 
themselves. 


Talk—1st time (Depths) 


Aye, siwmae. —+ And good day to you =+I'm Domh- 
nall of Zena. — |'m just, well, a peddier, of sorts. +1 
adore trinkets and oddities, so | trade for them. 


“Taik—2nd time (Depths) 

Aye, siwmae. — | adore trinkets and oddities, so | 
_trade for them. 

“Talk—2nd time (Depths) 


Aye, siwmae. —> We meet again. + Found anything 
special for my good self? + Mmm, | certainly hope 
so! 

Menu—Choose “Leave” after purchasing 
something (Depths) — fb 
Thank you. That was a fine trade. — | have this funny 
feeling we'll meet again soon. —> And we'll make 
another fine trade, of course! 


Well, that is a shame, then. —+ But no matter. No, 
not to worry. —+ Come back again. I'm always avait 
able. + Not every trade was meant to be. — There'll 
be more in store for us, someday, sometime! 


Menu—Choose “Talk” without purchasing 
something (Depths & Firelink Shrine) 


‘Menu—Choose “Talk” 1st time 
‘something (Depths & Firelink 
Hmm... — Weill, I'm certain we will make a good 
trade eventually... — So, | am willing to share some 
tips. '—+ If you seek Kindling in the Catacombs, use 
divine weapons. — That will repel the reassembling 
skeletons. 


‘Talk—1st time (Firelink Shrine) a 


Aye, siwmae. — | didn’t expect to meet anybody 
here. — | suppose great minds think alike, eh? Heh 
heh. 


Choose “Yes” to the query (Darkroot Basin) 


My heartfelt thanks. | am pleased beyond words. —> 
Then, | shalt engrave my signature, — If thou art in need, 
pray summon me from my signature. —+ It seems that 
my time is done. May the great flames guide thee, 


Choose “No” to the query | i: 
Yes, of course...! understand well. — Pray forgive 

me. | have overstepped my boundaries. —+ Farewell; 
another age, another land, beckons me to return. —+ 
_May the flames guide thee. 


Talk—2nd time (Firelink Shrine) 


What dost thou 


Aye, siwmae. — Never thought I'd see you here. 
— This feels karmaic. Pray tell, what do you have 
for me? 
Menu—Choose “Talk” 2nd time after purchasing 
‘something (Firelink Shrine) 


Hmm... — Well, I'm certain we will make a good 
trade eventually... —+ So, | am willing to share some 
tips. — The cursed Ghosts of New Londo are formi- 
dable foes. —+ To face them, you will require special 
arms...Or a cursed body. — The quickest way to be 
cursed? Try the bug-eyed lizards in the sewer. —+ 
Desperate measures, to be sure.. 

Menu—Choose “Talk” 3rd time after purchasing 
something (Firelink Shrine) 

Hmm... — You are a fine trading partner. + Rumour 
it may be, but | have heard of a surviving ancient 
dragon who resides in this land. — A coterie of 
Undead serves the dragon, as they train to become 
dragons themselves. —+ Sounds unlikely, but you 
never know, do you? 


Upon being attacked—A (Depths & Firelink 
Shrine) 


Hold on, there! 
deride being g attacked—B (Depths & Firelink 


What's mores about? 


Upon being attacked —D (Depths & Firelink 
Shrine) 


Now, stopthath 
basil being attacked—E (Depths & Firelink 


— 
attacked —F ( & Firelink 
Upon being Depths 


Oww! 


Upon being attacked & made hostile (Depths & 
Firelink Shrine) 


Upon being attacked—2nd time 
Whatever for 
Upon being ‘attacked—3rd time 


Cease this barbarism... 


‘Upon dying 


“Talk—At After ee ing (C (Darkroot Basin) 


1am Dusk of Oolacile. — It is an honour to see thee 
_again. — | shall follow thine wishes 


Menu—Choose “Leave” without purchasing ing 
eomething z wt 
If thou art in need, pray summon me again. — | wish 

tobe of assistance... —+ May the flames guide thee. _ 


“Menu—Choose “Leave” after purchasing some- 
MAG nie A reyes 

If thou art in need, pray summon me again _~ >I only 
wish to be of some genuine assistance... —+ May 
_the flames guide thee, Be 


Wait, where... are 


“Talk—After leaving abruptly 
Thou hast return’d. Bless thee. t 
Menu—Choose “Talk” 1st time = 


For a very long time, | was trapped within the > Crystal 
Golem. — From my home | was taken, and banishd 
to a plane of distortion. —+ It was there, that thou 
came to my rescue. — Long after | had relinquished 
all hope. —+ So gleeful was |, my faith reneweth 


“Men Choose “Talk” 2nd time 


The sorceries of Oolacile differ from the magic of 
thine age. — It is difficult to explain... —+ Oolacile 
sorceries are, what doth one say? They are some- 
what... of an approximation. —+ Thine sorceries 
are more straight forward, negating all but thy self. 
— Dost thou not find some fascination in these 
discrepancies? 


What problem do you have now? —> I'm a man of 
peace, idiot! —+ Enough of you, | say. farewell. 


Upon dying (Depths & Firelink Shrine) 
By the Lords...why... —* My precious collection. 


| RB ae is the princess of Oolacile and the last 
‘surviving master of her homeland’s unique 
sorcery. Oolacile was destroyed by the Abyss 
in the distant past, following which Dusk found 
herself trapped inside a Crystal Golem adrift on 
the tides of time and space. 


Talk— 1st time (Darkroot Basin) 


So, it is thou who rescueth me? — Most gracious. | 
am deeply obliged. — | am Dusk of Oolacile. — | co- 
meth from an age long before thine...! can not stay 
here for long. — So, before | disappear, allow me to 
ask one thing. —- My home, Oolacile, is the home 
of ancient sorceries. + My hope is to pass this 
profound knowledge to thee, with thine approval. — 
Would this be of assistance to thee? 


ago, in my time. — | have been alone ever since 

— But to be summonid thus, and to be of service to 
thee... It is... most rewarding... —+ Oh, forgive me, 
such a long-past time is none of thine concern. 


Talk—1st time after defeating Manus, Father of 
the Abyss (Chasm of the Abyss) 


Talk—2nd time after defeating N Manus, Father of 
_the Abyss (Chasm of the Abyss) 


Menu—Choose “Te after defeating Manus, — 
Father of the atten (Dertroot Basin) 


.. This may strike thine ear as somewhat peculiar, 
but... Long ago, in my homeland of Oolacile, | 
was beset by a creature from the Abyss. — | would 
have perished then, were it not for the great knight 
Artorias. — In truth, | saw little of what transpired, 
for mine senses were already fled! —+ But even still, 
there was something about Artorias... A certain bal- 
ance of the humours... —+ ... That quite perfectly fits 
your semblance. —+ Heavens, could it be that... 
— Oh, dear me. That was Oolacile, many centuries 
ago. — Please excuse my fanciful musings. 
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“Menu—Choose “Talk” after defeati 
Father of the Abyss (Darkroot Basin)” ins 


Excuse me for such whimsical utteran, 
it was so very odd... — You, and Artor 


CES. —+ Only 
188. | owe m 


life to each of you. And both seem to share some uf 


resonance of sorts 
true greatness. 


— Perhaps it is t 


he nature of 


Menu—Choose “Talk” after defeatin 
_Father of the Abyss (Darkroot Basin)” See 


| still think on that creature from the A\ 


preyed upon me. — My faculties were far fror 
but | quite clearly sensed certain emotions. — A 


byss that 


lucid, 


wrenching nostalgia, a lost joy, an object of obses 


sion, and a sincere hope to reclaim it 
these thoughts belong to the beast frc 
— Butif that were true, then perhaps 
after all? —+ Oh, please forgive my rar 
just that, | wish to know the truth. 
not even loving Elizabeth, will tell me 
Upon being attacked (Chasm of the 
Eek! 

_Upon dying (Chasm of the Abyss) 
Aah 


— Could 
2m the Ab 


tis no beast 
Ablings 


—+ And no one 


Abyss) 


ingyi is a Pyromancer exiled from the Great 
Swamp for his heretical use of poison-based 


spells. After finding his way to Lordran, he jo 


the Chaos Servants and dedicated t 


4 
himself to the 


Fair Lady, of whom he is fiercely protective 


‘Talk— 1st time 
Oh dear 
servant? 


Choose “Yes” to the query 


What have we here? Are you a new 


Hmph. But you have no eggs? — Bah, no matter 
Go along and have audience with Our Fair Lady. — | 


pray that you will mind your manners! 
Choose “Yes” to the query after alre: 


_hatched a parasitic egg 


Bah, no matter. Go along and have aud 


ady having 


ience with 


Our Fair Lady. — | pray that you will mind your 


manners! 
Choose “No” to the query 


Then you shall not pass. Away with you! 


“Talk—2nd time after choosing “Yes” 


to the query 


Are you prepared to dedicate yourself to Our Fair 


Lady? — Then | will make available wh 
require. — If you need something, ask 


atever you 
me first 


Talk—3rd time after choosing “Yes” to the query 


You again 


“Talk—5th time after choosing “Yes” to the query 
Are you in need already? — Well, anything for the 


Fair Lady... What do you want? 


_Menu—Choose “Talk” 1st time 


There is no time for idle chat. — Think 
Fair Lady, and what she may need 


Menu—Choose “Talk” 2nd time 


There is nothing to say to you 
lay a hand on the Fair Lady, you should 
to face my wrath 


— Except 


only of Our 


If you 
be prepared 


Talk—After choosing “Yes” to the query, but 


before speaking to The Fair Lady 


What is it? Go along, and meet Our Fair Lady. 


— The 


nerve of you! Be gone, be gone at once! 
Talk— With the Old Witch's Ring equipped 


You, you speak the tongue of the Fair 


—+ Well, do not be rash with your pride 
to earn my trust. — If you try anything 


the Fair | Lady, there will be hell to pay. 


Lady? — 
You have yet 
funny with 


Talk— 1st time after hatching a parasitic egg for 
the Ist time uy 


Well! — Now... you're just like me... — Your 
dedication is fully apparent. Only, well... Your head 
looks awful... —* Why not try this? I've no use for it 
any longer. | 


“Talk—2nd time after already having hatched a 
Parasitic egg 
Why not try this? I’ ver no use for it any longer. 


“Talk—After hatching a parasitic egg for the 2nd 
time 


Well! —+ That head of yours...Nothing seems to 
help, does it? — | still have medicine. Go ahead and 
use it. + Now, now, no need to fret about it. + 
Things will be fine, one day 


“Talk—2nd time after hatching a parasitic egg for 
the 1st time 


Oh, hello. + What is it that you need? 


‘er hatching a parasitic egg for 
time, & resting at a Bonfire 


“Oh, hello...A pleasure to see you again. — But don't 
neglect the Fair Lady. She needs some company. 


Menu—Choose “Talk” after hatching a parasitic a 
egg, & speaking to the Fair Lady with the Old 
Witch's Ring equipped 

In all honesty, | am envious. —+ What comfort can | 
offer, without speaking her tongue? 


Menu—Choose “Talk” 1st time after hatching a 
Parasitic egg 


Incidentally, do you have an interest in n pyromancy? 
— If you have, | shall share my flame with you. 


_Choose “Yes” to either the 2nd or 3rd query 


You have served our Fair Lady well. — Now, let this 
Strength be yours. 
_Choose “No” to either the 2nd or 3rd query 


Well, ‘fine. | will not force you 


Menu—Choose “Talk” after choosing “No” to 
either the 2nd or 3rd query, & resting at a Bonfire 


Have you developed an interest in pyromancy? — If 
_you hi have, | shall share my flame with you. 


Menu—Choose “Talk” after hatching a parasitic 
egg whe a 


Worse than Undead, we are diseased, ‘and un- 
wanted. — Like the grime of the Great Swamp. — 
But my dear, Fair Lady! She cried for me... + And 
swallowed the great Blightpus, despite Mistress 
Quelaag’s orders to the contrary. 


Menu—Choose “Talk” 1st time after hatching a 
parasitic egg & resting at a Bonfire 
Below us lies the ruins of the legendary city of 
Izalith. + There, the Molten Giant watches over 
the Flame of Chaos. —+ Our Fair Lady, and Mistress 
Quelaag, fled from the ruins. +! do not know the 
details...And | do not ask 


“Menu—Choose “Talk” 2nd time after hatching a 
Parasitic egg & | resting at a Bonfire 


Have you heard of Lost Quelana? — An inhuman 
witch, who wanders the Poison Swamp. — Only 
no one has ever seen her, so who really knows? — 
But what if she is another of the Quelaag sisters? 
— Our Fair Lady would be greatly comforted by her 
presence. 


“Upon being attacked—tst time. 
Hrgkt! 

Upon being attacked —2nd time 
Erggkt! 

Upon being attacked —3rd time 
Oog! 

Upon being attacked—4th time 
Hagkt! 

“Upon being attacked & made hostile 


| knew it! | knew it! —> You will not get away with 
this! 


“Upon being attacked, after the player has hatched _ 
8 parasitic egg 


You...you would betray us?! — | should have known! 


_Upon dying 
Hrg. . .rgggkt. 
danger 
Upon killing the Fair Lady 


Why, youuuuu monster...! —» The Fair Lady! What 
have you done, what have you done! — Hrg- 
greeeeeeeeeeh! 


—+ My dear Fair Lady You are in 


ELIZABETH, 
KEEPER OF THE | 
SANCTUARY 
—DLC 


E lizabeth is Princess Dusk’s guardian and one 
of the few living beings aware of the truth 
behind the legends of Artorias the Abysswalker. 
She appears in the Oolacile Sanctuary as a 
talking mushroom, as a result of which she can 
easily be overlooked without careful attention. 
Elizabeth is a kind, maternal soul whose only 
concern is for Dusk’s well-being, 


Talk—1st time 


Well, look at this one. — From what faraway age 
hast thou come? Thy scent is very human, indeed. 
But, not intolerable... —» Ah, Princess Dusk’s 
saviour, Thine aura is precisely as she described. 

| thank thee deeply, for rescuing Her Highness. 
But Princess Dusk is here no longer snatched 
away by that horrifying primeval human. — And so | 
must ask 


Choose “Yes” to the 1st query z 


Thank you, — | am Elizabeth, guardian of this sanctu- 
ary. —+ Something of a godmother to Princess Dusk 
— | shall assist thee, to my utmost. — For | am one 
with the sorceries of Oolacile 


Choose “No” to the 1st query i 


Yes, | understand. —+ We care dearly for Princess 
Dusk, and are apt to blur our boundaries. — | am 
ashamed to have been so imposing. —> But should 
thine heart be changed, speak to me again. — This 
sanctuary, and the sorceries of Oolacile, are my 
domain. —> My strength could surely assist thee in 
_thy travels. 


Talk—2nd time after choosing “No” to the Ist 
query 


Hast thou reconsidered? — Such that thou might 


rescue dear Dusk? LSicutse sab 3S 
Choose “No” to the 2nd query 


Yes, yes, of course. —* But shouldst thine heart be 
_changed, speak to me again. 


Talk—After accepting the 1st or 2nd query while 
_the player is human aK 


Thank goodness thou art safe. —+ What is thy wish? 


Couldst thou one more play the saviour? 


“Menu—Choose “Talk” 1st time after resting ata 
bonfire’ 


Thou art from a time far, far ahead. —» There are 
many things | wish to ask. —> ...But | know that | 


aes must not. —* The perils of our time are overwhelm- 


ing enough. 


Menu—Choose “Talk” 2nd time after resting at 
a bonfire 


as thine eye, glancing hither? —> Thou 
needst not hide they wonder. —+ | am a mushroom, 
after all. + Hee hee hee 


Menu— Choose “Talk” 3rd time afte time after r resting ata 
pone 


Not long ago, | had another visitor. —* A human like 
thineself, from a faraway time. —> Only, he was 
dreadfully odious... —» And | am afraid that he is 

Still amongst us. —> He wore a hat and a long black 
_Coat 


“Menu—Choose “Talk” after def defeating N Manus 

| will remember thee, but | will keep thy story to my- 
self. —+ This is the best way, for thou art come from 
@ time far ahead. —+ No-one will sing thy praises, but 
yet thy greatness shall live on. —+ For it shall be my 
Purpose, to remember all thou hast done for us. 


Upon being « attacked 
Stop that! 
Upon being attacked 
Please, no! 5 


“But, why... Why... Dear Dusk... 


BLACKSMITH 


his gentle giant has served the gods of Anor 
- Londo as a blacksmith for many an age, and 
as such, he primarily handles weapons imbued 
with lightning. His deceptively simple manner of 
speech belies his unparalleled skills, and he is 
the only smith in Lordran capable of performing 
weapon ascension using boss Souls. 


_loffer thee my all. T Mteakee Ta kee “Talk—Ist time 

patna eg the Tet or 2nd query while Who are you? —+ Forge your weapons? 

Struggling, are we? If there is $ anything I can do, Talk—2nd time 

never hesitate to ask y Mng. Hello. — rae fa — Strong, | am! 

Talk—After defeating Manus Menu—Choose “Talk” —A 

| have awaited thee. Thou hast rescued Princess Talk, ‘tis no good. - ed ~. But forge...very good! — | heip 

Dusk, ...and rid us of that terrible primeval human. anytime. Biot 

Even halting the spread of the Abyss! — | salute the “Menu—Choose "Talk" —B rh | t 


grandeur of thine enterprise. — Please, allow me to 
express my gratitude. —+ | thank thee...as do we all. 


_Menu—Choose “Leave” 


y th flames guide thee. 
“Menu—Choose “Talk” 


Thou shalt see further on. — An abyss we begat 

of the ancient beast, and threatens to swallow the 
whole of Oolacile. — Knight Artorias came to stop 
this, but such a hero has nary a murmur of Dark. 
Without doubt, he will be swallowed by the Abyss, 
overcome by its utter blackness. — ...Indeed, the 
Abyss may be unstoppable... — Still | have faith, that 
Princess Dusk may be rescued yet... 


But you, friend. —+ You talk, | no talk, but happy. 
_Menu—Choose “Talk” —D 
You come, — | forge. —+ Shiny-shiny. —+ Get shiny 
from Duke. —> Forge weapons, make She 
_happy. é 


“You come, | forge, we talk. = You good friend. 
very happy. 
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Mng. What's that? — Shiny-shiny. — Give me that. 
—+ | make weapons shiny. 


“Choose “No” to giving the Crystal Ember 


“Choose “Yes” to giving the Crystal Ember 


Upon being attacked & made hostile (Lower 
Undead Burg) 


Talk—1st time after Logan has arri reli 
Shrine (Firelink Shrine) ‘Hibs acai 


5. leave me no choice! — You aren't 
SOCaR ari Wore. cs Gorolen vse FaIg. => HOW 
could this... : Elves ar 
Talk—1st time with 10 Intelligence or more (Fire- 
link Shrine) 


Oh, hello. —+ | regret meeting you under such com- 
promising circumstances. — At least we both made 
it back unscathed. — Incidentally, would you care to 
learn any sorceries? — You're clearly talented, and 
besides, | owe you. — Of course, we will require 
some materials, but | am happy to teach you some 
elementary spells. Are you interested? 


(After leaving sbruptly 
Mng, hmng? 


Hello again. 


Choose “Yes” after talking with 10 Intelligence or 

more (Firelink Shrine) 

Splendid! Very well! — | am pleased to have a 

chance to give something back. — Well, then let's 

get Started straight away. = 
“No” after talking with 10 Intelligence or 

more (Firelink Shrine) 6 


“Upon being attacked 


Oww. 


Pn ad ie ES Se ee 


Ovww, that hurts. 


Upon being attacked & made hostile 


Oi! — Stop that! 


figgs is a student of Big Hat Logan, with 
whom he traveled to Lordran after becoming 
Undead. However, one day Logan suddenly set 
off on his own, leaving only a note indicating his 
intentions to visit Anor Londo. Griggs attempted 
‘to track down his teacher, but instead ended up 
trapped in the Lower Undead Burg. 


After approaching the door of the building he is 
trapped in (Lower Undead Burg) 
Please, let me out of here! > Some- 


body, anybody! —+ Help me! Unlock the door! — .. 
Damn... — ...I'm finished... —+ How did this ever 


Talk—1st time after using the Residence Key to 
‘open the door he is locked behind (Lower Undead 


Brilliant! You opened the door for me! —+ Thank you; 

1am saved. | thought | might never escape. — | am 

Griggs of Vinheim. A sorcerer of the school. — | am 

much obliged for your assistance. —+ Thanks to you, | 
may now resume my travels. 


Talk—2nd time after using the Residence K ey to 
open the door he is locked behind (Lower Undead 


Yes, | see... — It is regrettable, but to each his own. 
—+ If you change your mind, do not be bashful. 


Talk—After choosing “Yes” (Firelink Shrine) 


Oh, hello. — Well, you certainly are keeping at it. 
Myself? | am fine. Let's get started straight away. 


Talk—After choosing “No* (Firelink Shrine) 
Oh, hello. —+ What is it? Have you changed your 
mind? — | am praying that you will. For, | owe you 
my life a Aa LE : 
Talk—With less than 10 Intelligence (Firelink 
Shrine) 


Oh, hello. — Terrific to see us both in one piece. 

And pray that younevergo Hollow! 

Menu—Choose “Leave” without purchasing 
Serena Ireeknk shrine) 

Good-bye, then. Do stay safe rine 

Menu—Choose “Leave” after purchasing some- 
thing (Firelink Shrine) Pot 


All right. That'll do it. ++ That should help you on your 
journey. —+ May we meet again. 


After leaving abruptly (Firelink Shrine) 
Hm? What's that? 

Talk—After abruptly leaving (Firelink Shrine) 
No matter. Let us tinue. : 
Menu—Choose “Ta 1st time 


Have you heard of Big Hat Logan? —+ Master Logan 
is a great sorcerer, and my teacher. — Both of us 
came to this land, as Undead. — But one day, he 
departed, leaving only a note. — ...1 suppose he 
wished to keep me out of harm’s way. — But where 
does that leave me? — | have dedicated myself to 
sorcery. —+ But Master Logan could find no use for 
me. 


Menu —Choose “Talk” 2nd time 


Abh, yes, the note that Master Logan left? — It only 
said he would travel to Anor Londo, by way of Sen's 
Fortress. — | can only guess that he seeks the Regal 
Archives. — For Master Logan is a tireless pursuer 
of wisdom. —+ Wisdom trumps all; everything else 

is hogwash. —+ When the curse turned him Undead, 
1am certain that he only felt it was the perfect 
chance to visit this land. — | only wish that | had his 
courage... 


‘Oh, hello. — | am fine. | will rest a while, then return 
to Firelink Shrine. — | have my sorcery. And | will 
be more cautious next time. — Besides, | have an 
important task at hand. 

Upon being attacked—A (Lower Undead Burg) 
Ooph! 

Upon being attacked—B (Lower Undead Burg) 
Eeg! 

Upon being attacked —C (Lower Undead Burg) 
What on Earth are you. ..! 


Upon being attacked—D (Lower Undead Burg) 


Cease! | implore you! 


Menu—Choose “Talk” 3th time 


Two things are required for sorcery. — First, you 
must equip a wand. — Second, you must attune a 
sorcery. —+ Then you will be ready to fire away. —> 
Oh and don't forget to aim! 


Menu—Choose “Talk” 4th time after resting at a 
bonfire 


| wish to do what | can to locate Master Logan. + 

| am aware of my shortcomings, but | cannot very 
well just sit around here and rot. — Oh, do not 
worry. | have considered our relationship. — | will 
only leave after | have taught you all the sorceries 
that | know. —+| shall count myself lucky if | manage 
to locate Logan, or even return here in one piece. 


Oh, hello again! —+ | was waiting to tell you.. Maer, 
Logan has returned! —+ And he tells me that hah 
you to thank! —+ Well, we are both in your debt ps 
Thank you, sincerely. — He's just over there. Go sits 
along and have a chat 


Talk—2nd time after Logan has arrived i 
rine (Firelink Shrine) etd os 


. hello, —+ | appreciate the attention, but you real! 
should speak to Master Logan. — That will certain” 
do you more good , 


Menu—Choose “Talk” 1st time while L: 
“Firelink Shrine (Firelink Shrine) soul 


Have you spoken to Master Logan? — He is an ac 
complished scholar. The arts of sorcery would never 
have come this far without his contributions. — Ang 
he has the nerve to go risking life and limb! What a 
stubborn old fellow. — Hah hah hah hah! 


Menu —Choose “Talk” 2nd time while Lo: 
Firelink Shrine (Firelink Shrine) illahay 


Have you ever cast one of Logan's spells? — Exh, 
rating, is it not? — As he sees it, there are no gods, 
no transcendence, only truth, and Logan only wist 

to elucidate it. — It is this heretical Methodology 
allowed Logan to advance sorcery to the point 
he has. — In a word, he is a hero. Despite the r 
rumours. — Time will tell. The annals of history wil 

prove dispassionate! 


Talk—After Logan has left for the Duke's Archives 
(Firelink Shrine) 


Oh, there you are! Just so you know... —+ Master 
Logan has left on his own again. — It seems that he 
is still determined to find the famed Regal Archives 
in Anor Londo. 


Talk—1st time with 15 Intelligence or more after 
Logan has left for the Duke's Archives (Firelink 
Shrine) 

| intend to search for him. Only, before | leave, there 
is one thing | wish to do. — You see, Master Logar 
has left most of his books. —> With them, | could 
teach you Logan's sorcery. — ... You have done 
to assist me. —> Before | leave on this journey, | will 
teach you all that Logan has to share 


Talk—2nd time with 15 Intelligence or more after 
Logan has left for the Duke's Archives (Firelink 
Shrine) +4 

Oh, hello, you made it! —+ Then, let us begin. —+ As 
promised, | shall bequeath Master Logan's sorcery 
to you. 

Menu—Choose “Talk” after Logan has left for 
Duke'’sArchives __ 

It's not that | am concerned for Master Logan's 
welfare. —> Even in this treacherous land, Logan's 
skills are unmatched. He is a true hero. — ...No, the 
reason | seek Logan is... — ...Well, it’s really my 
Own conceit, now isn't it? 

Talk—1st time after freeing Logan from the Duke's 
Archive prison (Firelink Shrine) _ 

Ohh! Master Logan is at the Archives?! — Thank 
the heavens; finally his wish has been granted. —! 
suppose he has his head buried in those tomes? — 
That is always what made Master Logan happiest 
— Abh, | can just imagine him now! 

Talk—2nd time after freeing Logan from the 

Duke's Archives prison (Firelink Shrine) 


Oh, hello. + Why, of course | don't mind teaching 
you sorceries... —> But now that you've located Mas: 
ter Logan, | can’t imagine that | can be of much help 


Talk—3rd time after purchasing all sorceries & 
freeing Logan from the Duke's Archive prison 
(Firelink Sh 


Ihave decided to seek the Regal Archives. —*| 
realize that | may never make it. — But | would ee 
worthless if | did not at least try. + What other 

e do | have to earn Logan's recognition 


ralk—After Rhea & company have arrived in 
Firelink Shrine (Firelink Shrine) _ oii, ei 
Did you see them? — The three young clerics 
headed for the Catacombs, to seek Kindling. —* ; 
Kindling is the art of feeding bonfires. — The ac 
young girl, sent down into a tomb. —+ What 4 
mission she is burdened with 
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‘Upon being attacked—A (Firelink Shrine) 
“Uwwah! 
Upon being attacked—B (Firelink Shrine) i 
Heavens! 
“Upon being attacked —C (Firelink Shrine) 
In the name of sanity! 
“Upon being attacked—D (Firelink Shrine) 
“Cease! Have you gone mad! : 


Upon being attacked & made hostile (Firelink 
Shrine) 


Damn...you’ve lost it, haven't you? —+ Then | have no 
choice. — Prepare yourself! 


Upon dying 
Rrrg... > Master ‘Logan... 


GWYNEVERE, 
PRINCESS OF 
SUNLIGHT 
Aden 
Ve 
wynevere is a daughter of Lord Gwyn, 
revered as a goddess of bounty and fertility. 
The real Gwynevere left Anor Londo in ages past; 
her younger brother, Gwyndolin, fabricated an il- 


lusion of her in the city's keep as part of a ploy to 
deceive “chosen” Undead into Linking the Fire. 


“After approaching Gwynevere — 


Thou hast journey’d far, and overcome @ much, chosen 
Undead. —» Come hither, child 


“Talk (Knee!) —1st time 


O chosen Undead. —+ | am Gwynevere. —+ Daughter 
of Lord Gwyn; and Queen of Sunlight. — Since the 
day Father his form did obscureth, | have await'd 
thee. —+ | bequeath the Lordvessel to thee. — And 
beseech thee, Succeed Lord Gwyn, and inheriteth 
the Fire of our world. —+ Thou shall endeth this 
eternal twilight, and avert further Undead sacrifices. 
— Thou hath journey ‘d far. 


“Talk (Kneel)—2nd time 


Since the day Father his form did obscureth, | have 
await'd thee. — Once living, now Undead, and a 
fitting heir to father Gwyn thou art, -- O Chosen 
Undead. —> And beseech thee. Succeed Lord Gwyn, 
and inheriteth the Fire of our world. — A grave and 
arduous test of mettle, yea, it shall be. — Indeed we 
had felt the warmth of Fire, its radiance, and the life 
it sustaineth. —+ Without Fire, all shall be a frigid and 
frightful Dark. 


Talk (Knee!) — -2nd time sight 


Please. Father's role thou should assume, and inher 
iteth the Fire of our world. — Thou shall endeth this 
eternal twilight, and avert further Undead sacrifices 

—+ Kingseeker Frampt, the primordial serpent, shall 

guid h thee. 


Menu—Choose “Yes” to joining the Princess _ ; 
_Guard Covenant 


Hereafter, |, Gwynevere, shall serveth as 's thine 
guardian, — If thou so needest, | shalt devote all to 
thine safety. —+ May thou be one with the sunlight 
for evermore. 


“Menu—Choose “Leave” 


Now thou shalt go forth, chosen Undead. —- May 
_thou ube one Fone with t the sunlight for evermore. 


“Talk (kr alk (Knee!) — —After filling the Lordvessel 


Magnificent.. “Thou hast filled the Lordvessel. — 
Indeed, a worthy successor, thou shalt be. —- My 
patience was not for nil... —> | beg of thee. Succeed 
Lord Gwyn, and inheriteth the world’s Fire. + We 
have only thee. 


Hrrmmm. 


“Talk—After | 


Gu is one of Lord Gwyn's Four Knights 
along with Artorias, Ciaran and Ornstein. He 
led the Dragonslayers prior to his retirement, and 
accompanied Artorias to Oolacile in an attempt to 
halt the spread of the Abyss, but was imprisoned 
atop an isolated tower by the city’s residents. 
Gough is the model of an honorable and up- 
standing knight—not merely a ferocious warrior, 
but also a wise and compassionate leader. 


Talk—1st time 


Hm? A visitor, have we? —* Thou must be the one 
who freed Artorias. — An oid friend he was, and 
thanks to thee... —+ He left this world with honour 
intact. — ... And here | am, retired and blind. > Of 
little help to thee, | am afraid 


Talk—2nd time 

Well, thou hast come again. This is a surprise. 
Talk—3rd time 

Well, thou com’st again. Thou art a strange one. 
Talk—After encountering Kalameet at his lair 
Good morrow. 
duress? 
Choose “Yes” to the 1st query 
Yes, | thought as much. — He is called Kalameet. 
A ferocious dragon indeed, even mighty Anor Londo 
dared not provoke his ire. —+ | see little good coming 


from this, but... —> ... Thy intent is to preservere... to 
the bitter end, hmm? 


Choose “No” to the 1st query 

Strange. | am rarely wrong on such matters. 
Menu—Choose “Talk” after choosing *No" to the 
1st query & resting at a Bonfire 
The Black Dragon troubles you yet, | see. 
Choose “No” after choosing “No” to the 2nd 
query ie 

Hmm, yes, | see. | was mistaken. 
Choose “No” to the 1st query 


Awise choice. Why foist thyself unto the fiery maw? 


Menu—Choose “Talk” after choosing “No” to the 
2nd query & resting at a Bonfire 


Art thou prepared to challenge great Kalameet? 
“Choose “No” to the 3rd query 
Yes, surely that is best ert a 
Choose “Yes” after choosing “No” either the 2nd 
or3rdquery imide | 
Hah hah hah! — Good, “good. What is bravery, with- 
out a dash of recklessness! — | have taken a liking 
to thee. —+ And | owe thee much for they service 


to Artorias. Now watch, and see how Gough hunts 
dragons. euues 


During the cutscene of Gough shooting dc down 
Kalameet 


Is the Black Dragon posing thee 


During the cutscene of Gough shooting down 
Kalameet 


Haah! 


Ped the cutscene scene of Gough shooting down 


Hah hah! Yes, a truer shot was never loosed! —+ That 
bat will be grounded for a good spell! —> The rest is 
in thine hands. | await good tidings. —* Ahh, dragon 
slaying. Knighthood's highest calling... 


Ah, hello there ‘What of Kalameet? _ + He i isan 
ancient dragon. Skyward or no, he will not be put 


down easily. 


Talk—After defeating Kalameet 


Why, thou hast defeated Kalameet! —+Wondrously 
played. Lord Gwyn’s blessing upon thee. —> That 
beast will never take to the skies again. 


Menu—Choose ” Leave’ or abruptly leave 
Farewell, human, —+ Lead thy life as thou see: 


st fit 
Menu—Choose “Leave” after accepting to defeat _ 
Kalameet, or abruptly leave 


Farewell, human. — | await good tidings. 


Menu—Choose “Leave” after defeating ; Kalameet, 
or abruptly leave 


Farewell, proud human — May every honour be 
bestowe upon thee. 

Menu—Choose “Talk” 1st time before encounter- 
ing Kalameet at his lair 

if thou seeketh to explore this domain, be wary of a 
black dragon. —+ | fear thee no match for this terrible 
beast 

Menu—Choose “Talk” after encountering 
Kalameet at his lair _ 

The dragons shall never be forgotten... — We 
knights fought valiantly, but for every one of them, 
we lost three score of our own. —» Exhilaration, 
pride, hatred, rage... The dragons teased out our 
dearest emotions. — ... Thou will understand, one 
day, —+ At they twilight, old thoughts return, in great 
waves of nostalgia. 


Menu—Choose “Talk” after Kalameet is defeated 
& the 2nd or 3rd query hasbeen chosen 


Ahh, this Greatbow? — | shan’t need it, with no 
dragons to hunt. —+ | know not if a human could 
even operate it, but here... > They need outweighs 
mine 

Talk—After defeating Kalameet before speaking 
with Gough 


Hm? A visitor, have we? —> Thou must be the one 
who freed Artorias. — An old friend he was, and 
thanks to thee... —» He left this world with honour 
intact. —+ And | see that the great black dragon Kala- 
meet is dusted by thine hand. —+ Wondrously played. 
Lord Gwyn's blessing upon thee. —+ | am retired, and 
blind. — To receive a visit by one as lofty as thyself, 
is a great honour indeed. 


Talk—After defeating Kalameet despite choosing _ 
“No” either the 1st, 2nd or 3rd query 


| see that thou hast dusted the great black dragon 
Kalameet. —> Wondrously played. Lord Gwyn’s 
blessing upon thee. —> | see that there is at least one 
legend among ye humans. — Dear me... That old bat 
will never fly again. 


Talk—After defeating Kalameet 


Thou com'st again, legend of humans. — It is always 
an honour to speak with thee. 


“Menu—Choose “Talk” * Isttime eid 


Me? — There is very little to be said. + + What good 
is a dog, with no hares to hunt? — ... | am lucky to 


_be alive, | suppose. 


Menu—Choose “Talk” 2nd time, after resting at 


_a bonfire 


| suspect thou hast taken a gander at it, > But the 
Dark of the Abyss, which swallowed poor Artorias, 
threatens to devour our entire land of Oolacile. 

It seems that this dire fate is unavoidable. — But, 
seduced by a Dark serpent or no, — They awoke 
that thing themselves, and drove it mad. — ...One’s 
demise is always \ one's own making. 


‘Menu—Choose “Talk” 3rd time, after resting at 
a bondi, eNgsy Suid 


If thine wish is to succeed poor Artorias, and chal- 
lenge the spread of the Dark, —> Then thou must 
face Manus, Father of the Abyss. — The Dark 
emanates from Manus himself. + Even if this land 
shall expire, thou may be able to prevent further 
corrosion. —+ ...But even so, one day the flames 
will fade, and only Dark will remain. — And even a 
legend such as thineself can do nothing to stop that. 
Menu—Choose “Talk” 4th time, after resting at 

a bonfire 


Now, do not mistake my words. — | cherish my 
work. Wood carving is a nuanced art. | would 
much to talk about with that blacksmith. + In truth, 
how is the old chap, | wonder? — Still hammering 
away, | should hope. 


Talk—While Cursed a 2nd time after meeting 
previously 


Hello, there. Cursed again? — | do not know wheth- 
er you are brave, or just foolish, but you do seem to 
find your share of trouble. — Hello there. What is it? 
— The key to the seal is now in your hands. | will 

help you in any way possible. 


Understand this. | wish thee no harm. 


Talk—1st time (New Londo Ruins) 


Upon being attacked—4th time 
Stop that! 

Upon being attacked—6th time 
By the Gods! 


Upon being attacked & made hostile 


lam the Guardian of the Seal. — | watch over the 
Four Kings, the masters of the Darkwraiths. — The 
Darkwraiths are the enemies of man, and any living 
thing that has a soul. —+ They were born in New 
Londo, and that is where they perished; the entire 
city was sacrificed to contain them. — ...For that is 
how great a threat they were 


Ahh, so this is true human nature. — Artorias is in 
your debt, but thou leavest me little choice.. + May 
you perish, for the good of all! 


Talk—2nd time (New Londo Ruins) 


Oh, hello. —+ What is it? | will help you in any way 
that | can. 


Upon dying Talk—After opening the i 

Humans... hmph.. You've broken the sea you... >. 

Throwing ‘Hello’ [If the player has placed the Lordvessel in 

Hello Frampt's prescence) ta 
a No, | have no regrets, My trust lies with you, and 

Throwing ThankYou" Carving Frampt i RO Se cat a we IEY 

shenk you [if the player has not placed the Lordvessel in 

Throwing “Very Good!’ Carving Frampt's prescence] 

Very good! No, | have no regrets. For | trust in you. — But you 

cannot proceed without being able to traverse the 
Throwing ‘I'm Sorry’ Carving Abyss 


I'm sorry! 


Nngward is one of the three Sealers of New 
Londo. As a guardian of the seal, he is a sor 
cerer well-versed in combat, but also possesses 

unique expertise in the removal of curses. 


Talk— 1st time (New Londo Ruins) 


Well, this is a surprise. | don’t get many visitors, 
except for ghosts. —-+ Do you have some business 
here? —+ My name is ingward. — I’m an old man, 
bound to these parts. — But | don't mind a chat. | 
may even be of some help. 


Talk—After defeating the Four Kings (New Londo 
Ruins) _ é 5 
Magnificent. You defeated the 
Impressive, even for a bearer of the Lordvessel. — 
And with this, my purpose is exhausted. —> | have 
not seen the sun for a long time. —> Perhaps | could 
Go with .change LENE pe ee 
Menu—Choose “Talk” after opening the seal 
(New Londo Ruins) ie 
According to legend, the knight Artorias crossed the 
Abyss, and annihilated the atrocious Darkwraiths. —~ 
If you can find him, and learn from him, the Abyss 
may prove surmountable. 


Talk—After receiving Lordvessel from the illusion 
of Gwynevere (New Londo Ruins) 


Oh, hello. You've acquired the Lordvessel, have you? 
— Very impressive. — | know exactly what your 
intentions are. —> You seek the Four Kings whom 

1 guard over. — This is the key to the seal. —+ The 
Four Kings slumber in the deepest chamber of the 
ruins. — Use this key to break the seal and open 
the floodgates. — ...Oh, and do not forget... —+ The 
Darkwraiths reside in a dark void called the Abyss. 
— But the Abyss is no place for ordinary mortals. 
Although long ago, the knight Artorias traversed the 
Abyss. — If you can find him, and learn from him, 
the Abyss may prove surmountable. 


Talk— 1st time while Cursed (New Londo Ruins) 


Well, this is a surprise. | don’t get many visitors, 
except ghosts. —+ Oh, cursed, are you? Is that 

what brings you to me? — It is a wise choice. Your 
troubles will soon be over. + My name is Ingward 
— I'm an old man, bound to these parts. + But 
Cleansing your curses; that | can do. + The breaking 
of curses is the territory of deities. You must be 
Prepared to give some of yourself 


Talk—2nd time (New Londo Ruins) 
Hello again. How are you? 


racer reas Sa SS 
Talk—2nd time after meeting while Cursed (New 
Londo Ruins) : 


ae ere So etal ed, 
Oh, hello there. How are you? — | don’t mind a chat. 


| may even be of some help. 
Talk—After leaving the New Londo Ruins and 
returning (New Londo Ruins) 


Hello, there. Where have you been? I’m glad to see 
you well. —+ How can | be of assistance? 


Talk—While Cursed for the 1st time after meeting 
previously 


Well, hello there. Have you been cursed? — That can 
be quite onerous. But not to worry. — Such cleans- 
ing, | am happy to administer. + But the breaking 
of curses is the territory of deities. You must be 
prepared for sacrifice. 


Talk—Meeting after after receiving the Lordvessel 
iNew Londo Ruins) esian, 


Well, this is a surprise. | get few visitors, save for 
ghosts. — You have...the Lordvessel!. —+ This is the 
key to the seal. —> The Four Kings slumber in the 
deepest chamber of the ruins. — Use this key to 
break the seal and open the floodgates. — ...Oh, 
and do not forget... —+ The Darkwraiths reside in a 
dark void called the Abyss. —+ But the Abyss is no 
place for ordinary mortals. —+ Although long ago, the 
knight Artorias traversed the Abyss. — If you can 
find him, and learn from him, the Abyss may prove 
surmountable. 


Menu—Choose “Talk” (New Londo Ruins) 
New Londo was sacrificed to contain the Dark- 
wraiths. —+ Mark my words. The Darkwraiths are the 


enemies of man, and any living thing that has a soul. 
— They were never meant to roam again. 


Menu—Choose “Talk” after opening the Seal 
(New Londo Ruins) ae 


Long ago, the Four Kings were powerful men. Only, 
their hearts were weak. —+ When an evil serpent 
dangled the art of Lifedrain before them, they were 
unable to resist, and became pawns of evil 


Talk—1st time (Firelink Shrine) 


Oh, hello. —+ The sunlight made me wince, and now 
I've come back to this dark hole! ++ So, what brings 
you here? | will help you in any way | can. 


“Talk—2nd time (Firelink Shrine) 


Oh, helio. — What is it? | will help you in ary 
that | can Vavey 


“Upon being attacked (New Londo Rui ireli 
Shrine) 'uins/Firelink 


What! No! 


“Upon being attacked (New Londo Ruins/Firelj 
Shieh ins/Firelink 


What are you doing! 


Upon Ree attacked (New Londo Ruins/Firelink 


Upon being attacked (New Londo Ruins/Firelink 
Shrine) 


Stop that! 


Upon being attacked & made hostile (N 
Ruins/Firelink Shrine) ies! 


Sigh... —+ You are no different from the rest... 
So be it! | am Ingward, the guardian of the seal. 
Prepare to meet your doom! 

Upon dying (New Londo Ruins/Firelink Shrine) 
Ohbh...ogghh...How could | allow this 
me...my countrymen. . 


— Forgive 


_KINGSEEKER 
FRAMPT 


rampt is a Primordial Serpent who befriended 

Lord Gwyn and came to serve as an executor 
of the Undead Prophecy. Frampt seeks candi- 
dates to Link the Fire and, to this end, appears 
before Undead pilgrims at Firelink Shrine to 
guide them. 


After approaching the location he sleeps beneath 
after the player rings their 1st Bell of Awakening 
(Firelink Shrine) _ 
ide aad BE 
Talking—1st time (Firelink Shrine) 

Ahh, hello. Was it you who rang the Bell of Awaker 
ing? — | am the primordial serpent, Kingseeker 
Frampt, close friend of the Great Lord Gwyn. — Cho- 
sen Undead, who has rung the Bell of Awakening 
—+ | wish to elucidate your fate, —> Do you seek suct 
enlighten: it? 


Choose “ 


Very well. Then | am pleased to share. —* Chosen 
Undead. Your fate...is to succeed the Great Lord 
Gwyn. — So that you may link the Fire, cast away 
the Dark, and undo the curse of the Undead. — To 
this end, you must visit Anor Londo, and acquire the 
Lordvessel 

Choose “No” to either the 1st or 2nd query 

By the Lords...Are you certain? — Well, perhaps 

| was wrong. — There can be only one chosen 
Undead. | will continue my search... You are freed 
from duty. — But then again, you did ring the Bell of 
Awakening. — | will stay here a while Speak with 
e if you should change your mind 


falk—After choosing “No” to either the 1st or 


"to either the 1st or 2nd query 
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ep ee ee are ee Se i ee 


fter being ‘attacked while sleeping to wake him 
(Bretink Shrine) eo 


«Hm? No, no, I'm fine, I'm fine. + Well and wide 
awake! —+ Do not treat me like an old withering 
snake. 


“Menu—Choose ” a Pass 


Those who seek the Realm of Lords must brave 
Sen's Fortress, a deadly house of traps. ++ Many 
have gone before you, but none have returned. 
Fate has chosen you, but proceed with caution 


r4 Leave” 


Farewell. = hosen Undead ‘remain here, and 
await thee 


Talk—After receiving Lordvessel from the illusion 
of Gwynevere (Firelink Shrine) 


Heavens! You have done it! You have retrieved the 
Lordvessel! —+ After a thousand years! It is you, it is 
really you! — Hraaa lh! —+ Hraaaoogggh! —> 
—+ Forgive me. | really should calm down. — Now, 
let us take that vessel on a journey. — | assume that 
you are ready. Now, be still! 


After the cutscene where Frampt 
_Firelink Altar for t ti 


“This is the Firelink Chamber, for the successor of 
Lord Gwyn, — Now, place the Lordvessel on the 
altar. 


Tal pl 
ence (Firelink Altar) 


What is it? Place the Lordvessel o on ‘the altar. + No 
reason for pause at this point 


“Talk—After placing Lordvessel i in his presence 
_(Firelink, Altar) 


Very well. + As Kingseeker, | shall now instruct 
you, the Lord's successor, in your next task. —+ To 
achieve your fate, fill the vessel with powerful souls, 
commensurate to the great soul of Gwyn. — Scarce 
few possess such brilliant souls. —> Gravelord Nito, 
the Witch of Izalith, the Four Kings of New Londo, 
who inherited the shards of Gwyn’s soul... and Lord 
Gwyn’s former confidant, Seath the Scaleless. — All 
of their souls are required to satiate the Lordvessel 
— ...— Are you ready? — Then we shall return. 
Stay still for a moment! 


Menu—Choose “Talk” after placing the Lordves- 
selinhis presence fal Hietsoe: 


The beings who possess these souls have outlived 
their usefulness, or have chosen the path of the 
wicked. — As the primordial serpent, | implore you 
to defeat them, and claim their souls. — Let there be 
No guilt; let there be no vacillation. 


Menu—Choose “Warp” from Firelink Shine to the 
Firelink Altar (Firelink Shrine) 


Very well. —> + Then, stay Still for a moment! 


Menu—Choose “Warp” from the Firelink Altar to 
Firelink Shrine (Firelink Altar) 


LAURENTIUS 


aurentius is a kindhearted and earnest 

Pyromancer who left his home in the Great 
Swamp after becoming Undead. He traveled to 
Lordran in hopes of attuning the ancient arts of 
the Witch of Izalith, but instead found himself 
Captive in the sewers beneath the Undead Burg 
as the cannibalistic Butchers’ main course. 
After. approaching Laurentius’ location (The 
Depths) 


You — ... Yes, you! —+ “Here, over here! — 
Please... — ...You must help me. 


Talk—Before breaking the barrel to free him (The _ 


Depths) 


Oh, there you are... —+ ...You must help me... 
Or else... — ...She'll have me for lunch! — 
You're my only hope — ...Oh, please 


Talk—2nd time after choosing “Yes” to the 1st 
query, or “No” after choosing “Yes” to the 2nd 
(Firelink Shrine) 

| am pleased to see you safe. —+ Oh, and er...if by 
chance you've had a change of heart, I'll be pleased 
to assist you by sharing my spells. 


Menu—Choose “Leave” without purchasing 
something (Firelink Shrine) 


Good-bye, then. — Be safe, friend. + Don’t you dare 
go Hollow. 


Menu—Choose “Leave” after purchasing some- 
_thing (Firelink Shrine) 


Good-bye, then. —+ Come back if you find anything 
new. 


“After leaving abruptly (Firelink Shrine) 
_Wait, friend! — Where are you off to? 


“Talk—After leaving abruptly (Firelink Shrine) 


That was rather abrupt. + You are an odd one. —> 
Hah hah hah hah. 


Menu—Choose “Talk” 1st time 


Pyromancy is the art of casting fire. + Produce 

flame, then channel it; just as our ancestors did. +A 

pyromancer must be in tune with nature herself. —> 

My home, the Great Swamp, is an abundant store 2 
of nature. —> You will understand, one day; it only 

takes time. ¢ 5 


Talk—1st time after breaking the barrel to free 
him _him (The Depths) 


Th-thank you. —» | would have been her supper 
without you. —+ Being eaten alive! | shudder to 
think... —* Thank you, thank you dearly. — | am 
Laurentius, of the Great Swamp. — | will not forget 
my debt to you. 


Talk—2nd time after breaking ‘the barrel to free 
chim (The | Depths) 


Oh, hello there. —T' mfine, thanks to you. 


Upon being attacked—A (The Depths) 


Whoa! 


Upon being attacked—B (The Depths) 


What are you doing?! 


Upon being attacked—C (The Depths) 


Itis |, Laurentius! 


Upon being attacked— -D (The Depths) 


| have no bone to pick with you! 


Upon being attacked & made hostile (The Depths) 


Menu—Choose “Talk” 2nd time 


Pyromancy has a, well, rather primitive aspect to it. 
— It meshes poorly with advanced culture, and pyro- 
mancers are considered rather unsavoury. —> Which 
is fine, as | never got along with anybody anyway. —> 
So, for me, turning Undead didn’t change a thing! — 
Hah hah hah hah. 


"Menu—Choose “Talk” 3rd time 


My teacher, whom | imagine still resides in the Great 
Swamp, had a funny way of putting it. + He said 
that “Pyromancy is the ultimate fantasy... —- We 
are born into Dark, and warmed by Fire, but this Fire 
we cannot touch. —+ Those whose fascination with 
Fire persists, learn to hold it in their own hand. + He 
rather hada ) way with words, the old withering frog! 


Menu—Choose “Talk” 4th time 


In this land, pyromancers earn a certain respect. + 
The Witch of Izalith, one of the legendary Lords, is 
the godmother of pyromancy. —> So, the day | be- 
came Undead, | was ecstatic. —+| felt as if I'd been 
chosen to attune myself to the ancient arts. —+ ...Of 
course, it wasn’t all that romantic in the end. 


Talk—After the player has received a Chaos pyro- 
mancy (Firelink Shrine) 


Disciple: Curse the heavens! Are you mad! — | owe 


my life to you! —+ This is wrong! You were my friend! 


Upon dying (The Depths) 


Are you ready? —+ Then we shall return. Stay still, 
then! 


Talk—Atter filling the Lordvessel | (Firelink Altar) 


Abh...ohh! — The Lordvessel is satiated... — 
Magnificent... You are the righteous successor to 
Gwyn, the new Great Lord. —+ And | am Kingseeker 
no more... —> Your acquaintance was an honour. 

— | must admit, | am fond of you humans. —> May 
you enjoy serendipity, —+ And may the Age of Fire 
perpetuate. 


Upon being attacked while awake —1st time 

Hmg! 

Upon being attacked while awake—2nd time 
Hrg! 

Upon being attacked while awake—3rd time 

Agh! 

Upon being attacked while awake—4th time 

Ooph! 


Upon dealing too much damage and becoming 
hostile, or by placing the Lordvessel without him 
at the Firelink Altar (Firelink Shrine/Firelink Altar) 


You sorry fool...You could not be the Chosen one. 
— Enough...| shall slumber, until | am awakened 
again... 


Curses. 
Talk—1st time (Firelink Shrine) 


Well, | see you made it out! — Yeah, | made it out 
safely, too. + | have my Pyromancy of the Great 
Swamp, so | can usually manage, with a bit of care. 
—+ Oh, yeah, by the way, er, | can share my spells 
with you. —+ | think you have a knack for it. All you 
need are the materials. — I'd be pleased to help you. 
— ...Ah, unless you find the magics unsavoury? 


Choose “No” to the 1st query 


Yeah, wonderful! —+ I'm sure they'll be of some use, 


some assistance. — Here, first, take this. — A flame 
from the Great Swamp. Now you're a fully-fledged 
pyromancer. —+ Why, let's get started right now. 


Choose “Yes” to 1st query 

Oh, really... Well, that’s a shame. —+ But it is your 
choice. — I’m on the fringe; yeah, | know. Undead or 
not, that's who | am. — | only wish that | could have 
_fepaid you somehow. 

“Talk—After choosing “No” to the 1st query, or 
“Yes” after choosing “No” to the 2nd (Firelink 
Shrine) 

Oh, hello, there. +! am pleased to see you safe. —> 
As always, if you provide the materials, | can teach 
you pyromancy. —* Oh, hello, there. 


Ah, hello, there. — You've been a stranger these 
days. —* Why, what spectacular pyromancy. — Tell 
me about it. | have never seen anything like it. 


Choose “Yes” to the 3rd query 
Why, yes, of course! — Thank you for sharing. > 


I'm still an able pyromancer. | shall locate her myself. 
—|am in your debt, once again. 


Choose “No” to the 3rd query 
... see. | suppose | was mistaken. — In any case, 


| definitely trust you. + Apologies, my friend. — ‘ 
Forget that | said anything. 7 


Menu—Choose “Talk “ after “No” to the | 
‘st query, or “Yes” to the 2nd (Firelink Shrine) 
A pyromancer's flame is a part of his own body. — 
The flame develops right along with his skill. 
{If the player has chosen the Pyromancer class} 


.. Sorry. You're a pyromancer yourself. You already 
know this. 


Upon being attacked—B (Firelink Shrine) 


“Talk—A (Firelink Shrine) 


‘What's wrong with you! 
Upon being attacked—C (Firelink Shrine) 
Stop that. please! 


Upon being attacked & made hostile (Firelink 
Shrine) 


You detest my pyromancy! That must be it! — Then, 
Tl give you a taste of it! —> And it will not be pleas- 
ant, | assure you! 


Aaahhbh... 


autrec is an enigmatic recluse from the land 
f Carim. He is an adherent of the goddess 

Fina, and his armor sports an elaborate relief 
symbolizing her love and protection. An openly 
sinister figure who makes little effort to conceal 
his depravity, Lautrec is no stranger to battle and 
is not above slaughtering healthy Undead for 
their humanity. 


Talk— 1st time before using the Mystery Key to 
open his cell (Undead Parish) 


Oh? Still human, are you? — Then 1am in luck. 
Could you help me? — As you can see | am stuck, 


open his cell (Undead eat 


Please, | have duties to fulfil, and | will reward you 
handsomely. —> Well? | arn certain you stand to 
benefit 


After leaving abruptly 


Ahh, you have come back -— | beg of you Help me. — 


Thank you, yes, ‘sincerely, — — 54 am Knight Lautrec of 
Carim. — | truly appreciate this, and | guarantee a 
reward, only later. 


Talk—2nd time after using the Mystery to 
open his cell (Undead Parish) sash 


Yes, very sorry, your reward will have to wait. | 
have just been freed. Allow me some time. 


Talk—3rd time after using the Mystery to 
open his cell (Undead Parish) ig 


lam free ere om pet pecs rk 
heh heh.. 


— Keh heh 


Talk—After using the Mystery open his cell 
in the Undead Parish (Firelink ae 


Ahh, hello there. — | have your reward. Please ac- 
cept it. | am grateful to you. For freeing me... + 
Keh heh heh heh... — ...Not enough for you? Well, 
let's not be greedy, now... — Keh heh heh heb... 


Talk—As a Hollow (Firelink Shrine) 


By the Lords... Your face... + Hmmm... Your human- 
ity is really slipping. —+ But there are methods. Most 
fools have more humanity than they know what to 
do with. —> Now, who do you imagine will make the 
best use of it, hmm? 


Talk—1st time (Firelink Shrine) 


Hm, you again? What is it? — Our futures are murky. 
Let's not be too friendly, now. 


‘Well, where have you been? — | am glad to ‘eee you 
are safe. 


(Firelink Shrine) 


Have | you heard of Trusty Patches? - > if ever aman 
has rubbed me up the wrong way, ugh! — If he ever 
comes around | again, | swear, I'll have his hide 


‘Talk— After the player rings their 1st Bell of Awak- 
ening (Firelink Shrine) 


Oh, hello. — I'm considering a change of location 
—+ | have a rather, pressing matter to attend to up 

above. — That Keeper has served me well, but 
enough with her... —+ Keh heh heh heh 


Talk—1st time after talking in the Undead Parish, 
but without freeing him before defeating the Bell 
Gargoyles (Firelink Shrine) 


You... —+ How dare you come prancing ng about! —! 


have nothing to say. Be gone from my sight 


Talk—2nd time after talking in the Undead Parish, 
but without freeing him before defeating the Bell 
_Gargoyles (Firelink Shrine) 


Ihave nothing to say. Be gone » from. my sight. 


Talk—1st time without talking in the Undead 
Parish, or freeing him, before defeating the Bell 
Gargoyles (Fire! ink Shrine) 


Hello...| don’t think we've met. — | am Knight Lau- 
trec of Carim. — We are both Undead. Perhaps we 
can help one another. — Keh heh heh heh 


Talk—2nd time without talking in the Undead _ 
Parish, or freeing him, before defeating the Bell 
Gargoyles (Firelink Shrine) 


Hmm, what business do you have? — If you have 
none, then stay silent. 


Talk—. After defeating Pinwheel, causing Petrus to 
return to Firelink Shrine (Firelink Shrine) 


Ahh, you certainly are keeping busy. —+ Care to pay 
for a useful tip? 


Choose “Yes” to spending souls (100 souls per 
the player's Soul 11 Level) (Firelink Shrine) 


Awise choice, indeed. — Maiden Thorolund and 
her followers recently arrived in this land, but she 
became stranded deep below the Catacombs. — 
Her followers either fled, or were reduced to Hol- 
lows...Leaving Maiden Thorolund all alone. —+ Not a 
bad tip, huh? A nubile cleric would be replete with 
_humanity 


‘Choose “No” ‘tos spending souls 


_Oh, really? — Well, suit yourself Only t /rying to help. 


Talk— After spending souls on the tip, & freeing 
him from his cell in the Undead Parish (Firelink 
Shrine) 

Hm? That tip | gave 6 you? — Abh, | heard it fori a 
fleeing old man, — That poor bastard! All his robes 
and trinkets won't help him now! —+ Kwah hah hah 
hah hah! 


After using Black Eye Orb to invade him ‘and ap- 
Proaching his location—1st time (Anor Londo) 


Well, look at you. — | thought you were wiser, but 

| thought wrong! — Tis a terrible pity. Like a moth 
flittering towards a flame. — You fellows? No? Don’t 
_you agree? 


After using Black Eye Orb to invade him and ap- 
Proaching his location— 2nd time (Anor Londo) 


So, here we go again! —+ How many times will these 
lambs rush to slaughter? —+ Well, let's get it over 
with. 


“Upon | being attacked—tst time 


Well, what have we here? 


Upon 1 being attacked—2nd time 


Keh keh keh. Are you sure about ‘this? 
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‘Upon being attacked & made hostile if th. 
freed Lautrec from his cell in the Undead Perv” 
(Firelink Shrine) . 


You leave me no choice. — | was once gratefy| to 
you, — But if this is our fate, so be it! 


Upon being attacked & made hostile 


You leave me no choice 
so be it! 


Upon dying 
You despicable 


— But if this is our fate 


— ...Curses.., How could | 


iaran is one of Gwyn's Four Knights and the 

former leader of the Lord’s Blades, a division 
of female assassins who served Anor Londo 
Ciaran harbored strong feelings for her fellow 
knight Artorias and accompanied him to Oolacile 
to halt the spread of the Abyss, but was unable 
to prevent his demise 


Talk—1st time if the player is not holding the Soul 
of Artorias 


Are you human? — ...! forgive you. + | am here 
to pay respects to a dear friend. — Please, allow me 
a moment alone 


Talk—1st time if the player is holding the Soul of 
Artorias 


You, is that not... —> The soul of the man who fel 
on this spot? —> He was a dear friend. | wish to pay 
proper respect, with that soul —> Would you be wi 
ing to part with it? 


Choose “Yes” to the 1st query 


Thank you. You are very kind. — Please take this. | 
no longer need it. — May the Lord guide thee 


Talk—2nd time after choosing “Yes” to the 1st or 
2nd query 


May the Lord guide thee 
Choose “No” to the 1st query 


Yes, of course... > ... + ...| must not be presump- 
tuous. — Artorias would not have approved 


Talk—2nd time after choosing “No” to the 1st 
query 

What is it? Something ‘else? —+ Have you changed 
your mind? 

Choose “No” after choosing “No” to the 1st 
query 

... Then you have no business with me 


_Upon being attacked—1st time 


_Hrk! 

“Upon being attacked— 2nd time 
Erg! 

Upon being icked—3rd time 
Oohl 


Upon being attacked & made hostile 
Hmph, you humans 
_Upon killing the player 


Hmph, such conceit. — ...always taking what you 
please. Then, | shall do the same. — How did you 


imagine that the Lord's ‘s Blade would not reach you? 


Upon dying | 


But, how — You humans (My dear Artorias...) 


MARVELOUS 
CHESTER 
—DLC 


he shadowy Chester hails from another 

time, neither the Oolacile of the past nor the 
Lordran of the present. Like the Chosen Undead. 
Chester was dragged through time to ancient 
Oolacile by Manus. He encountered Elizabeth 
shortly thereafter, but disregarded her and struck 
out on his own. Though Chester serves as a 
merchant in Oolacile, his prices are unreasonably 
high and his intentions overtly suspect 


“Talk—1st time 


Hmm... Oh, Let me guess... —* Snatched by a shad- 
owy limb, and dragged off to the past? 


Choose “Yes” to his query 


Yes, of course. Exactly what happened to me. — 
We are both strangers in this strange land. —+ But, at 
least now there are two of us 


Choose “No” to his query 


Oh, well, my mistake... —+ But we are both travel- 
lers. —+ We ought to help one another out 


Talk—2nd time 


Oh, still alive, are you? —+ Think of anything that you 
might need? 


Talk—3rd time 


Oh, for Juniper's sake. + Put some spring into your 
step! —> Mwah hah hah! 


Talk—After he invades the player in the Oolacile 
Township 


Oh, you again... —+ What ever’s the matter? No, | 
can tell. You need me more than ever. —- Mwah hah 
hah! 


Menu—Choose “Talk” 1st time 


Believe it or not, Oolacile has brought the Abyss 
upon itself. + Fooled by that toothy serpent, they 
upturned the grave of primeval man, and incited 

his ornery wrath. —* What could they have been 
thinking? — But to you and |, it’s all ancient history. 
—» You have to ask yourself. Does it really matter? — 
Heh heh heh. 


“Menu—Choose “Talk” 2nd time 


Hm? I've little to talk about, really. + Oh, you know 
me. What do | know? — Heh heh! — ...We'll be 
seeing each other... — Gee hee hee! 


Menu—Choose “Talk” before defeating Artorias 


Did you happen across Knight Artorias? —+ The leg- 
endary Abysswalker, from the old tales. + ...Well 

if you haven't, it's just as well... + He's a colourless 
Sort, if you ask me. —* Mwah hah hah! 


_Menu—Choose “Talk” after defeating Artorias 


Did you really slay Knight Artorias? — I'd heard the 
Abyss found him first, but even still... + That's 
absolutely treacherous. — Yes, magnificently so! — 
Mwah hah hah! 


Menu—Choose “Talk” after accepting Elizabeth's 
pauery 


So, what did the giant mushroom make you do? 
Not that | care. It's none of my business. — But | 
do wonder about those sorceries of hers... + Heh 
heh heh. 

Menu—Choose “Talk” after he invades the player 
as a Dark Spirit in the Oolacile Township, but is 
not vanquished 

What? If you've something to say, then say it! 
Just don't say the wrong thing... + Heh heh heh! 


Talk—After vanquishing his Dark Spirit in the 
Oolacile Township 


Oh, you! —+ You have quite some nerve. Or are 
you just thick? —* Fine, then. What is it that you 
need? 

Menu—Choose “Leave” 
So long 


Menu—Choose “Leave” after vanquishing his 
Dark Spirit in the Oolacile Township 


I'll be seeing you. — If you survive your travels. 


Menu—Choose “Talk” after vanquishing his Dark 
Spirit in the Oolacile Township 


Well, you've quite the nerve! — I've had enough 
of you! 


Upon being attacked & made hostile, before he 
invades the player in the Oolacile Township 


Oh! It’s come to blows, has it? —+ Fine, then. I've 
had enough of you, anyway! 


Upon being attacked & made hostile, after he 
invades the player in the Oolacile Township 


What now? You think this is my fault? —- How very, 
very petty of you! — Very petty, indeed! 


Upon being attacked—1st time 

Ooph! 

Upon being attacked—2nd time 

Erg! 

Upon being attacked —3rd time 

Oww! 

Upon being attacked—4th time 

That bloody hurts! 

While attacking the player 

There! —+ Ah-hah, there! 

After reducing the player's health to below 11% 
What? Now you're feeling the heat? —+ You should 
have thought long and hard... —+ Nyah hah hah hah 


hah! 


Upon killing the player in his hostile, non—Dark 
Spirit state 


You damn fool. — | am Marvelous Chester! What did 
you expect? 


Upon dying 


Hrrg... —» You win 
mercy. 


please... —> Oh, please... have 


Nico 
OF THOROLUND 


n eccentric man of few words, Nico is one of 
Rhea's bodyguards and accompanies her to 
Lordran on an Undead mission to seek Kindling, 
Talk—Firelink Shrine 
Mnnn 
Upon being attacked 
Mnnn 
Upon being attacked & made hostil 


Mann. 


Upon dying 
Mann. 


Scar is an ill-fated knight of Astora who 

frees the Chosen Undead from the North- 
ern Asylum. He is mortally wounded during their 
escape, and passes on his mission and belong- 
ings to the Chosen Undead before succumbing 
to his injuries. 


Talk—1st time 


Oh, you... You're no Hollow, eh? — ... Thank 
goodness... — ...I'm done for, I’m afraid... —+ ...1'll 
die soon, then lose my sanity... —> _..| wish to ask 
something of you... — ... You and |, we're both 
Undead... Hear me out, will you? 


Choose “Yes” to the query 


Regrettably, | have failed in my mission... > 
But perhaps you can keep the torch lit... + ... There 
is an old saying in my family... — ... Thou who art 
Undead, art chosen... —+ ...In thine exodus from the 
Undead Asylum, maketh pilgrimage to the land of 
Ancient Lords... —+ ... When thou ringeth the Beil of 
Awakening, the fate of the Undead thou shalt know. 
—» ...Well, now you know...And | can die with hope 
in my heart... — ...Oh, one more thing...Here, take 
this. —+ ... An Estus Flask, an Undead favourite. + 
Oh, and this... —+> ...Now | must bid farewell... —> ...1 
would hate to harm you after death...So, go now. 
— ...And thank you. 


Choose “No” to the query 


Yes, | see... —+ ... Perhaps | was too hopeful... —> 


Hah hah... — ...Please, leave me be... —+ ...| have 
not long to live, and | may harm you after death. —+ 
Now, go. 
Upon dying 
Hrggkt... —> But...why 


1D Hepes is a Pardoner, an ordained cleric of 
the goddess Velka whose charge is the judg- 
ment and absolution of sin. Although he himself 
is not directly responsible for punishing sinners, 
Oswald is capable of undoing their transgres- 
sions for a fee commensurate with the severity 
of the offense. His aloof demeanor and sardonic 
disposition lend him a somewhat perverse air of 
patronizing cheerfulness. 


Talk—1st time 


Greetings. — | am Oswald of Carim, the pardoner. 


Talk—A 


Greetings, and a pleasure to see thee again. — Art 
thou in need of mine assistance? Do not be bashful. 


Talk—B 


Good tidings, thou art welcome. — Laudable is thy 
dedication to sin. 
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Hmm... —» Hast thou acquaintance with Petrus of 
Thorolund? — | wager you two hath likely found 
much in common. — For is he not too drenched in 
‘Talk—While Human 

Greetings, and welcome back. — | am pleased to 
Talk—1st time while Hollow 
Greetings. Just in time, art thee not? 
Talk—2nd time while hollow 

Greetings. Well, | did’st not expect to find thee 
Hollow. 


‘Menu—Choose “Leave” after confessing 


...If not, I'd prefer to keep a distance, if possible 


Talk—1st time 


Hello there. | believe we are not acquainted? — | am 
Petrus of Thorolund. Have you business with us? —+ 


Talk—2nd time 


Hello there. — | realize that | have requested that we 
retain our distance, —+ But | also want you to know 
that it is not meant in ill-will. — Here, take this. As a 


Oh, my... you again? — Oh, I know. How about 
this... —> | have to await my companions here any- 
‘way, So, what if | were to teach you some miracies? 
— Would that please you? 
Choose “Yes” to the 1st query 


Menu—Choose “Talk” after meeting Rhea 
Reah is the youngest daughter of the 

@ good h 
of Thorolund. —+ Those young knights “ here 
Schoolmates, — But I'm not sure what to make of 
them... — I'm afraid they may be a bad influence 


“Upon being attacked — 1st time 
Hrg! 
Upon being attacked —2nd time 


Mrgm! 

Upon being attacked—4th time 
Ooph! 

Upon being attacked & made hostile 


If thou commiteth a crime, bring thyself back here. 
—+ There is no misdoing that | cannot undo! — Keh 


Menu—Choose “Leave” after purchasing Indict- 
ments 


Stocking up on Indictments? How honourable of you. 
— Heh heh heh heh... 


something 

Thou art welcome anytime. — It is only human to 
commit a sin... —* Heh heh heh heh. 

‘Talk—As a member of the Way of White Covenant _ 
Thou art a friend. For thee. a warm welcome. —> 
Cometh thou to confess? Or to accuse? For indeed 
all sin is my domain. 


Talk—While not as a Member of the Way of White 
Covenant 


Thou appearest to lack faith, yet magnanimous are 
the Gods. — Cometh thou to confess? Or to ac- 
ccuse? For indeed all sin is my domain. 


Upon being attacked—1st time 
Ooph! 

Upon being attacked—2nd time 
Hrgt! 

Upon being attacked—3rd time 
Arg! 

Upon being attacked —4th time 
Oog! 

Upon being attacked—6th time 
By the Lords! 

Upon being attacked & made hostile 


Thou hast made thyself clear. — And thou leaveth 
me no choice. —+ | shall accept thy next confession, 
in the hereafter! 

Upon dying 

Thou shalt regret this... —> Fear thine indelible 


Upon killing the player 


Much trouble hast thou caus’. — Thou was weak in 
spirit, broken by the weight of thy sin. 


etrus is a cleric from Thorolund and the first 

member of Rhea’s entourage to arrive in 
Lordran. Along with Vince and Nico, he is one 
of Rhea’s bodyguards, but secretly views her 
with contempt and believes her to be worthless 
without her family name. 


Very well. Then first, a Covenant with the Gods. 


Choose “Yes” to the 2nd query, or if the player 
eee acne es crete oy wrote COvenang. 


Now, let me share my Miracles, —+ Only, their 
ultimate effectiveness will be determined by your 
efforts, and your faith. 


Choose “No” to either the 1st or 2nd query 


That is a shame. But each to their own. —+ Speak to 
me if you have a change of heart 


Talk—After choosing “No” to either the 1st or 
2nd query 


Oh, hello. —+ What is it? Have you changed your 
mind? 


Talk—15t time after joining the Way of White _ 
Covenant 


Oh, hello. — | will teach you Miracles. A promise is a 
Promise, after all. 


Talk—2nd time after joining or already Lee fe 
to the Way of White Covenant, or after Rhea 
company have arrived in Firelink Shrine 


Oh, hello. —+ Miracles, | presume? Yes, | know. 
Menu—Choose “Leave” 

Come again. — The effectiveness of the teachings 
Gepend upon your faith 


Talk—1st time after defeating the Capra Demon, 
Sr ing Rhea & company to arrive in Firelink 
ine 


By the Lords! You damn fool! —+ Enough of 1 A 
the wrath of the gods! % Pel Fee) 


Upon dying 
_N...no...this can't be... — It can't end like this 


Talk— 1st time after defeating Pinwheel, but 
_before saving Rhea 


Uh, oh, you again? — Me? Er, I've become sepa. 
rated from M’lady. — I've scoured near and far but 
No sight of her... —* Where could she have gone? 
Ge: M'lady... To think | swore to protect you with my 
ife 


‘Talk—2nd time after defeating Pinwheel, but 
before saving Rhea 


Your Highness...where have you gone? — | am 
entirely to blame for this... —+ Oh woe is me. | am 
unworthy, deathly so. 

Talk—3rd, time after defeating Pinwheel, but 
before saving Rhea 5 

Oh, I'm sorry. Miracles, was it? 
lose myself; pay me no mind! 


Talk—4th time, after defeating Pinwheel, but 
_before saving Rhea, & resting at a bonfire 


Ah, oh, you. Have you seen M'lady? — Oh, blast 
where might she be, and would she be safe 


Talk—3rd time if the player defeated Pinwheel & 
_killed Rhea in the Tomb of the Giants 


Sometimes | 


Are, are you sure?! Then M'lady... — What terrifying 
news! What am | to do... —+ All because of my short. 
comings...it is my fault... —» Sob. 


Oh, hello. —+ My guests have finally arrived. — | will 
be departing with them shortly. — So, I'm afraid | 


Oh, you yet again? —-+ We shall depart on our mis- 
sion soon, for M'lady has made her final decision. 
So, | must say farewell, although with great regret 
— Vereor Nox 


Menu—Choose “Talk” 1st time after Rhea & 
_company have arrived in Firelink Shrine 


My companions are M'lady and her young knights. 
—+ She is young, but burdened by an Undead mis- 
sion. —+ We are her defences, to keep her from 
harm. 


Menu—Choose “Talk” 2nd time after Rhea & 
company have arrived in Firelink Shrine 


An Undead mission? — Regrettably, | cannot share 
that with you. — But you are my pupil, perhaps if 
you show your faith... 


“Talk—4th time if the player defeated Pinwheel & 
killed Rhea in the Tomb of the Giants 


Oh, I'm sorry. Miracles, was it? — ...I'm distracted 


by grief: payme no mind! a 
Talk—1st time after spending souls on the tip 
from Lautrec, but before saving Rhea 


Oh, hello there. — Have you spoken with Sir Lau 
trec? — Splendid. In the depths of the Catacombs. 
M'lady slipped off the giant's coffin and into a hole 
— Her two companions are no longer human; and 
the lass weeps in solitude. —+ Right now, you could 
do as you please with her. The poor little purebred is 
entirely helpless. > Keh heh heh heh 


In the depths of the Catacombs, M’‘lady slipped off 
the giant's coffin and into a hole. — Her two com 
Panions are no longer human; and the lady weeps In 
litude. —+ Keh heh heh heh 


Tal — After spending souls on the tip from Lau- 
trec & saving Rhea 


Choose “Yes” to spending souls (100 souls per 
the player's Soul Level), either before or after 
Rhea & company have arrived 


Very well. | can surely tell you, of all people... + 
Undead clerics are given a mission to seek Kindling 
— Kindling is the art of feeding bonfires with human- 
ity. —* Through Kindling, we shall one day be granted 
magnificent powers. 


...Oh, it’s you... —+ ...You rescued M'lady? — Well 
a pity that is, for it will amount to nothing. — For the 
little madam is not worth her salt without her family 
name. — Keh heh heh heh 


Upon being attacked & made hostile, after spend- 
What is it, fool? Driven to madness by emotion? — 
So be it. You'll make a fine Hollow! — You can waltz 


Choose “No” to ing souls or “Yes” without in the infernal depths together! 
the souls required, either before or after Rhea & “Upon dying after spending souls on the tip from 
company have arrived Lautrec eeterbe asi 


1 am afraid that may be difficult. For our missions 
are sacred. 


Rrk! Why...how could |... —* What the...what did! 


ERO TONG 22S 


“Upon killing the player, after spending souls on 3 
the tip from Lautrec 


Fool What were you thinking? —+ Too bad for you, 
I'm a wolf in sheep's clothing, Best of luck as a Hol- 
low! — Gah hah hah hah hah! 


\UELANA 


OF IZALITH 


uelana is one of the Daughters of Chaos. 
OSre was able to escape transformed into 
a Chads Demon when her mother, the Witch 

of Izalith, lost control of the Flame of Chaos 
Quelana now wanders Lordran, tormented by the 
knowledge that her mother and sisters continue 
to suffer. 


“Talk—ist time (after upgrading a Pyromancy | ey 
Flame to +10) _ 


Hmm...A mere Undead, yet you can see me? 
Fascinating... —+ | am Quelana of Izalith. + | am not 
often revealed to walkers of flesh. You have a gift 

— Are you, too, one who seeks my pyromancy? + 
Like Salaman. 

Choose “Yes” to the 1st query 


Yes, of course. It should be expected. — Very 
well. You shall be my pupil. —+ But to pursue my 
pyromancy, you must give something up. — Are you 


spoken. Now away with you. 


Talk—After choosing “No” to the 1st query 


What? Considering my pyromancy? 


Talk—After choosing “Yes” to the 1st or 2nd 
query—A 


Ah, there you are. — | was expecting you. Let us 
begin. 


Talk—After choosing “Yes” to the 1st or 2nd 
query—B 


Ah, you again. — | applaud your diligence, but what 
have you brought for me? 


Talk—After choosing “Yes” to the 1st or 2nd 
query—C 


Ah, you again. — | applaud your diligence 
Talk—After choosing “Yes” to the 1st or 2nd 
query—D 

Ah, It has been some time. — Truth be told, | 
thought you had perished. 


Menu—Choose “Leave” without purchasing 
CLG EG ce 


No luck, hmm... —+ Well, young pupil, you must have 
patience. — Do not let it bother you. —+ But do not 
keep me waiting much longer. 


Menu—Choose “Leave” after purchasing some- 
thing 1st ti 


Now, go. —+ Whatever you do, do not crack and go 
Hollow. —+ Lest my time spent on you be wasted. 


Menu—Choose “Leave” after purchasing some- 
thing 2nd time 


Yes, now go. —> Don't you dare let yourself go 
Hollow. 


Menu—Choose “Leave” 1st time after purchasing 
all of her pyromancies & ascending a Pyromancy 
Flame to +5 


Ah, very well. —+ There is nothing left for me to teach 
you. — Our time together is done. It was short, but 
sweet. 


Menu—Choose “Leave” 2nd time : after purchas- if 
ing all of her pyromancies & ascending a Pyro- 
mancy Flame to +5 


Fool. Hurry along. | can do Nothing more for you. 


—> In your world he was 
called Salaman the Master Pyromancer. —+ The little 
rascal really made something of himself, 
Menu—Choose “Talk” 2nd time 


Pyromancy is the art of invoking and manipulating 
fire. + But remember one thing. + Always fear the 
flame, lest you be devoured by it, and lose yourself. 
— | would hate to see that happen again 


Talk—1st time (Firelink Shrine) _ 


You are Undead, as well? — Then we've no time to 
fraternize. | have my mission, and you no doubt have 
yours. —+ We must not let this curse overcome us. 


Talk—2nd time (Firelink Shrine) 


Did | not explain the urgency of our tasks? —» Who 
are you So uncouth as to lack such judgement? — By 
the looks of you...! should think not. 


ing attacked—1st time 


_Upon being attacked—2nd time 
Horrors! 3 Rep 
Upon being attacked—3rd time 
Thenervel ay 


Menu —Choose “Talk” 3rd time 


Upon being attacked & made hostile 


The Witch of Izalith? —+ ... Please, do not speak of 
her. —+ ...1 abandoned my mother and sisters and 
fled to this land. —+ ... Now | roam these parts, feign- 
ing ablution, and pretending to seek answers. 


Menu—Choose “Talk” 


Hmm... —* | have a favour to ask... —» My mother, 
the Witch of Izalith, was one of the primeval Lords. 
—» Her power came from the soul that she found 
near the First Flame. — ...She focused this power 
to light a flame of her own, but she failed to control 
it. ++ The Flame of Chaos engulfed Mother and my 
sisters, and moulded them into deformed creatures. 
— Only | escaped, and now | am here. — But my 
mother and sisters have been in anguish since. > 
| beseech you. Free Mother and my sisters from 
the Flame of Chaos. —+ | cannot do it myself; | lack 
the strength, and the bravery... + ...But you... 1 
realize what | am asking. But please, free their poor 
souls... —» Mother's ambitions were misguided, no 
doubt, but surely a thousand years of atonement is 
enough! 


Talk—After defeating the Bed of Chaos 
Outstanding... You have done very well. — Thank 


you. | am blessed to have met you. — | suppose | 
can call you fool no longer... —+ | can hardly thank 


After leaving abruptly 


Hm? What's the rush? 
“Talk—After abruptly leaving 
‘What was that? You are a peculiar one 
After being attacked—A 

What is it! Fool! ‘3 


After being attacked—8 
Stop that! 
After being attacked & made hostile 


Hmm...The voice of reason fails? —> Then here is a 
lesson for you... —+ That you can only learn once! 


Are you a heretic, or just plain Hollow? — It matters 
Not. for you shall not escape! —+ You willl offend the 
Gods no longer! 


Upon dying 
_Hrgkt! Eeg — Father 
Upon killing the player! 


O piteous soul... —+ But...perhaps...this was a fate 
unyielding. 


Talk (Tomb of the Giants 


You're no Hollow, are you? —+ Thank goodness, — 
Please be careful. There are two fierce Hollows not 
far from here. — They were once brave knights... my 
former escorts. —+ Who would let such strong spirits 
be Holiowed so? — Heavens...|s there nothing. 
Nothing at all to be done? 


Talk—1st time after defeating both Hollowed 
Vince & Nico (Tomb of the Giants) 

You banished those two Hollows, did you? — It 
pains me to think of the trouble my failings have 
caused. —+ | am certain that both Vince and Nico 
are grateful to you. —> Thank you so very much. — 


Here, these belonged to them. You deserve them 
more than | 


Talk—2nd time after defeating both hollowed 
Vince & Nico (Tomb of the SBE: 
| am certain that both Vince and Nico are grateful to 
you. —+ Thank you so very much, 


Talk—A (Undead Parish) 
Hello...1 will never forget what you did. — | am 
deeply indebted, for it was not within my power to 
save Vince or Nico. — | cannot thank you enough. —> 
In case you have not heard, | am Rhea of Thorolund. 
— | only wish there were some way | could help 
you, but | am inexperienced, and | only know the art 
of Miracles. — If that could be of any help, speak to 
me again. 


Talk—B (Undead Parish) 


Would a Miracle be of any help to you? — | would 
be most pleased if that were so. —+ May we discuss 
Miracles, then? 


“Talk—C (Undead Parish) 


Farewell, my mother, my sisters. 
you done... 


—+ What have 


hea is the youngest daughter of the House 
f Thorolund, and a cleric of the Way of 
White. Along with her companions Vince, Nico 
and Petrus, she travels to Lordran on an Undead 
mission to acquire the Rite of Kindling from the 
Catacombs. 


lam most pleased to find you in good health. —+ | 
am ready. Let us speak of Miracies. 


Talk—D (Undead Parish) 


| was wondering when you might return. — It 
is a great relief to see you. Now, let us speak of 
Miracles. 


Talk—D (Undead Parish) 3 
Oh! Please, forgive me. | was absorbed in prayer. > 


The Miracles, | presume? | will be ready immedi- 
ately. 


Menu—Choose “Leave” (Undead Parish) a 
Then, be safe. —> Farewell. + Vereor Nox 
Menu—Choose “Talk” —A (Undead Parish) 
Vince and Nico were fooled by a lout named 
Foaches, and aed 0 a ee ps 
them no good. — It is my ignorance, my 

has sealed their fates. + Perhaps Petrus realized my 
weakness all along, and thus made the decision to _ 
abandon me. — | can hardly blame him now. 
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Menu—Choose “Talk” —B (Undead Parish) 


1 do not warm easily to unfamiliar faces. —+ The 
bonfire below is so very frequented, it makes it diffi- 
cult... —+ | have lost all those who were close to me. 


Upon ‘attacked & made hostile (Tomb of the 
Glantefondeed Persh) 


Why on earth would you... — Perhaps this is my 
punishment? — Clearly, | am no threat to you. But 
please, | ask just one thing. — If | do go Hollow, then 
finish me off. + | beg of you. 


Menu—Choose “Leave” without purchasing 
something 


Come back soon. —+ Smithing helps soothe my 


Upon dying (Tomb of the Giants/Undead Parish) 
Dear Vince, dear Nico... —+ Forgive me... 


ickert was once an established smith in his 
land of Vinheim, but became Undead 

and ended up in Lordran, locked in a cell in 
the New Londo Ruins. Although he prefers his 
imprisonment to the risk of being killed and go- 
ing Hollow, his inactivity has left him bored out 
of his mind. Like the other smiths of Vinheim, 
Rickert handles Embers that imbue weapons 


with magic. 
“Talk—1st time 


Hrm? — Well, this is unusual. You haven't lost your 
head. —+ And more importantly, you're free. How on 
earth... — ...Well, | shouldn't pry. — | am Rickert of 
Vinheim. — | was once an established smith, but 
look at me now. — Can you believe it? 
Talk—2nd time 

Hm? What is it? —> Have you...Oh, no, don’t worry. 
I've no intention of escape. — It’s safe here. | can’t 
bear the thought of going Hollow out there. 
Although, | must admit, I've not much to occupy my- 
self. —> How about this? | could forge your weapons, 
albeit with rather minimal tools. —> | will show you 
what made me the best in Vinheim! 


Oh, hello. — | was beginning to wonder when you'd 
come. —* Have you materials? Go on, show me. 
Menu—Choose “Talk” 1st time 


Hm? What is it? — There's nothing to talk about. + 
We're both cursed; Undead. But what's there, really, 
to moan about? 


Menu—Choose “Talk” 1st time after freei 
Griggs of Vinheim 


Old Big Hat? Of course I’ve heard of him. —- Who 
hasn't in Vinheim? —> He was a royal member of 
Dragon School, until he turned Undead. — | hear he 
was quite the character...Only, that was a hundred 
years ago. —+ What interest have you in the old 
eccentric now? 


Menu—Choose “Talk” 2nd time after freeing 
Griggs of Vinheim 


Sorcery? Don’t ask me how it actually works. + We 
only fiddle and forge, until it works itself in. + That's 
how we do it in Vinheim, at least. + We prefer to 
leave the theorizing to those uppity scholars 


Menu—Choose “Leave” after purchasing some- 


Good-bye, then. — Keep your head on, out there. 
You really help break the monotony. 


Upon being attacked & made hostile 


Damn, you've gone Hollow, have you? — Forget 
about it! | have nothing more to say. — Be gone! 
—+ Oh, go away! — There’s nothing here for you. 
Nothing at all 


Upon dying 


No...impossible... —+ Why didn't | see? — ... You've 
gone Hollow. 


it? — Yes, it certainly is... The first I've seen since 
my banishment from Vinheim. —> What do you say, 
friend? Mind giving that to me? — This is no-man’s 
land. I'm the only one who could handie it anyway. 


Choose 


Yes, | see. All right, fine. —> But | don’t think you're 
really seeing things clearly. 


" to giving the Large Magic Ember 


Choose : Yes” to giving the Large Magic Ember 


Yes, as you should! — | won't disappoint you. I'm 


never seen one like that, not even back in Vinheim 
—+ What a brilliant flame! — Please, friend, let me 
have that. | am begging you. —+ | am a craftsman of 
Vinheim. I'd go Hollow before | pass up a flame like 
that! 


Choose “No” to giving the Enchanted Ember 


Fine. — ...Fine, | won't bother you. — It was 
wonderful if only to gaze upon. — It takes me back 
to old times. 


Choose “Yes” to giving the Enchanted Ember 
Oh, really! You are wonderful! —+ | will forge a Rickert 


masterpiece, just for you! —- A weapon to make a 
legend out of you 


Talk—While holding an ember he cannot handle __ 


Hey, hang on... —+ Is that an ember? — Oh, no, I'm 
sorry. We of Vinheim don't deal in shoddy embers 
like that. —* Perhaps you should try an old smith out 
in the country. 


ee enigmatic warrior hails from a land far 

to the East, but now serves Alvina as a 
Forest Hunter. Ever accompanied by his silent 
bodyguard, Shiva is so avid a collector of rare and 
unique weapons that he may be convinced to 
share his overflowing stash with fellow Covenant 
members. 


Talk—1st time after joining ae Forest Hunter 

I've heard all about you. — I’m Shiva of the East 
captain of the brigade. — Let's teach you the clar 
sics now, as there is no time to chat in the midere” 
fighting. —+ Except there's little in the form of nice 
you hear? — Fight and hunt as you like Whoevers 
fastest gets the prey. That's the way we do it. > 
Only...Don’t forget what Alvina said Traitors aren't 
given a second chance, for any reason. — Ty. a 
about it, then. — Don't worry, it's a good old tin, 
isn’t it? —+ Great to have you with us Good h 
to you trea 


Talk—After speaking to his Shinob’ bod 
(Darkroot Garden) eer eue 


Ah, did you notice that one? Sharp eyes! — He's one 
of the clan. From the East, like myself. Aj 5 
slinking in the shadows, but he’s a tough on, 
You'll see what | mean. — Hah hah hah hah! 


Talk—2nd time (Darkroot Garden) 


Don’t worry, now. — You'll be called in soon 
— Hunters with patience score the best 


enough 


Is 


Upon being attacked—1st time (Darkroot Garden/ 
_Blighttown) 

Hrg! 

Upon being attacked —2nd time (Darkroot Gar- 
_den/Blighttown) 
Mnph! 

Upon being attacked—3rd time (Darkroot Garden/ 
_Blighttown) 

Why, you dirty...! 


Upon being attacked —4th time (Darkroot Garden/ 
_Blighttown) 


Have you lost it? 


Upon being attacked & made hostile, right after 
joining Forest Hunters Covenant (Darkroot 
Garden) 


Turning on us from the very start? 


Upon being attacked & made hostile (Darkroot 
_Garden/Blighttown) 


You have some guts, to turn on us! — Have a look at 
my sword, for it’s the last thing you'll see! — Haaah 
— Hiiyah! 


Upon dying (Darkroot Garden/Blighttown) 


You poor fool... —> You won't be able to run far 


enough 


Upon killing the player (Darkroot Garden/Blight- 
town) 

You sick Hollow... —» Don’t you ever come round 
again 

Talk—1st time (Blighttown) 

Hello again. — Strange to meet away from the clan 
and the forest. —+ But while you're here, how about 
some equipment? — | love collecting these things 
but I can only keep so many. — And, you know, you 
are a friend. I'll sell them cheap. 


“Talk—2nd time (Blighttown) 


We meet again. —+ | have the equipment, if you have 
the need 


ime (Blighttown) _ 


Well, there you are again. — I've culled my best 
picks from my last summoning. — Have a look, will 
you? 


Menu—Choose “Leave” 1st time after purchasing 
something (Blighttown) 


| see you have a sharp eye for trinkets. — Suits me 
fine. I'll be seeing you. 

Menu—Choose “Leave” 2nd time after purchas- 
ing something (Blighttown) 

Right then. I'll see you in the forest 


Menu—Choose “Leave” 3rd time after purchasing 
Blighttown) 


ll be seeing you 
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SIEGLINDE 


OF CATARINA 


ieglinde is the daughter of Siegmeyer and, 

like her father, is a member of Catarina’s order 
of knights. Unlike her father, however, she is 
not Undead, and her journey to Lordran serves 
the sole purpose of relaying her mother’s dying 
words to Siegmeyer. Sieglinde is much more se- 
rious than her father, and worries that his lack of 
responsibility will inconvenience those he meets. 


Talk—1st time after defeating the Amber Crystal 
Golem isoning her (Duke's Archives) 

It was you who rescued me? Why, thank you. — 
1am Sieglinde of Catarina. — | don’t know how | 

ended up in that crystal... —+ It wasn’t terrible in 

there, but | could hardly move. — | must think of 
some way to repay you 


“Talk—2nd time after defeating the Amber Crystal 
Golem i imprisoning her (Duke' 's Archives) 


Oh! Have you seen my father? —+ You wouldn't miss 
him A suit of armour, just like mine? 


“Choose: “Yes” to the query (Duke's Archives) 


Thank goodness! | knew he was here somewhere. 
—+ Well then, now | must find him. Thanks again, 
truly. —+ Now if he'll just stay put, and keep out of 
_trouble. 


00! jo” “to the query (Duke's Archives) 


Yes, | see...But if you should happen to bump into 
him, tell him that Sieglinde is on her way, and that 
he ought to just stay put. — And again, thank you 
_kindly. 


“Talk—1st time (Firelink Shrine) 


“Oh, hello again. —+ We're both managing quite well, 
aren't we? — But | haven't found my father yet. Have 
_you seen him? 


“Choose ” "Yes" | tot the > query (Firelink Shrine) 


Really! Then | must be off. — I'm sorry he's caused 
you trouble. ..He has a knack for that. If hed just 
stay put... 


Choose “No” to the query (Firelink Shrine) 


Yes, | see. Well, | had to ask. — | will continue 
searching a bit longer. Thank you so much 


Talk—1st time after helping Siegmeyer defeat a 
survive the 4 Chaos Eaters, causing her to return 
to Firelink Shrine (Firelink Shrine) 


Well, hello again! — | have finally located my father 
— All of your help was invaluable to us... Thank 
you so much. —+ | was finally able to pass on my 
mother's last words. 


Talk—2nd time after helping Siegmeyer defeat & 
survive the 4 Chaos Eaters, causing her to return 
Firelink Shrine) 


My father? He went on his final adventure. — Don't 
worry, that’s just the way he is. Undead or no. Sort 
of reassuring, really, —» If he goes Hollow, |'ll just 
have to kill him again 


Talk—1st time after talking | to her during her 2nd 
appearance in Firelink Shrine (Ash Lake) 


My father...all Hollow now...has been subdued. He 
will cause no more trouble. — It’s finally over...! will 
return to Catarina. —* You assisted us both greatly. | 
can hardly return the favour, but please accept this. 


It’s of no use to me now. 


 SIEGMEYER 


Upon being attacked— 1st time (Duke's Archives/ 
Firelink Shrine/Ash Lake) 


What in the...! 


Upon being attacked — 2nd time (Duke's Archives! 
Firelink Shrine/Ash Lake) — 


What the devil?! 


Upon being attacked & made hostile (Duke's 
Archives/Firelink Shrine/Ash Lake) 


Yes, now | see. —+ You are one of the bad ones. + 
Then, there's only one thing to do with you. 


Upon dying Sioa 
Oh, how can this be...! 


dear Father... + Rest a 


assured, | will kill you as many times as it takes. 


OF CATARINA 


S iegmeyer is a knight of Catarina who under 
took an adventure to Lordran after becoming 
Undead. Despite his jovial, easygoing disposition, 
Siegmeyer is determined, loyal and honorable to 
a fault, at times even to his own detriment. He 
has a habit of overthinking his approach to fairly 
straightforward situations, but his skill with a 
sword is unquestionable. 


Talk—1st time (Sen’s Fortress) [Location 1] 


Mmm... —- Hrmmmmm. 


Talk—2nd time (Sen’s Fortress) [Location 1} 
Mmm...mmm...—» Mm! Oh-hoh! — Forgive me. | 
was absorbed in thought. —+ | am Siegmeyer of Ca- 
tarina. — Quite honestly, | have run flat up against a 
wall. — Or, a gate, | should say. The thing just won't 
budge. —> No matter how long | wait. And, oh, have | 
waited! —+ So, here | sit, in quite a pickle. —» Weigh- 
ing my options, so to speak! —+ Hah hah hah hah! 


Talk—3rd time (Sen’s Fortress) [Location 1) 


Still closed... + Still closed... —-- Mmm. 
Upon dying 
Heavens, me... —* My dear little Lin 


Talk— 1st time (Sen's Fortress) [Location 2] 


Mmm...mmm...—* Mm! Oh-hoh! — Ahh, where 
did you come from? Splendid news, | tell you. 
Hah hah hah hah! 


“Talk—2nd time (Sen's Fortress) [Location 2] 


Mn, mmm...Ah, so you see my plight? —> Yes, 
indeed, | have run up against a wall. — ...Or, a ball, 
to be precise. — ...|'m afraid I'm a bit too plump to 
be outrunning those things. —+ So, here | sit, in quite 
a pickle. —+ But who knows? Perhaps we'll have 
another development? —+ Hah hah hah hah! 


‘Talk—3rd time (Sen's Fortress) [Location 2] 


Perhaps | could try some rolling... —+ ...Bah, no 
chance. My head would spin. —* Mmm 


“Talk— Ist time (Anor Londo) 


Mmm... — Hrmmmmm... — Whatever can be 
done? 


Talk—2nd time (Anor Londo) 


Ah, you again! — Let me guess. Were you recalled 
by the Silver Knights? — Aww, don't be ashamed. 
‘Tis the fate of vanguards like you and |. —+ I'll think 
of something. We can overcome th this, . together! 


Talk—2nd time after talking to her during her 2nd 
appearance in Firelink Shrine (Ash Lake) 


Oh, father...dear father... + Sob... 


“Tatk—2rd time (Anor Londo) 


This is quite a fix... + We'll need another three, no, 
maybe five bodies... > Hmm...quite a fix indeed... 


Talk—After defeating the Silver Knights i in nthe 
adjacent room _ 


Mmm...mmm...—* Mm! Oh-hoh! — What's on 

your mind, friend? —+> Wait!...You defeated those 
monsters?! —+ Fantastic...! am saved. This knight of 
Catarina hereby commends you! —+ Take this, as a 
token of my gratitude. + But be warned, gallantry 
entails great risks. —> Next time, give me a chance to 
come up with a plan. 


Talk—1st time (Firelink Shrine) at: 


Weill Fancy meeting you here. —+ You did much 

for me up above. | am grateful. —» You know, | was 
thinking... —+ The gates at the old fortress... —» Was 
that your doing? 


Choose “Yes” to the query — 


Yes! | knew it! — It seemed like an unlikely 
coincidence. —» Well, am | fortunate! This knight of 
Catarina thanks you sincerely. —* Please take this, as 
a token of my gratitude. 


Choose “No” to the query 


Is that so? —+ Hmm, no matter. Stranger things have 
happened. —> Sometimes one only has to give it 
some time 


Talk—2nd time (Firelink Shrine) 


There you are. —+ |'ll be heading down below shortly. 2 
— There's nothing worthwhile up above. — No 

worries! Adventuring is my life; I'm prepared for the 

worst, — Hah hah hah hah! 


Talk— 1st time (Blighttown) _ 
Sng. “sng. —> Zzzz72. 
Talk— 2nd time (Blighttown) 


Sng...sng... +» Mm! Oh-hoh! —+ Excuse me. | was 
$0 absorbed in thought, | just drifted away. —> You 
see, I'm actually in a bit of a fix. —+ I've made it this 
far, but I'm short on antitode moss for the trip back 
— ... —+ By my knighthood, | am ashamed to ask 
—> But can you spare a few scraps of moss? 


Choose “Yes” to the query while carry carrying 3 
Purple Moss Clumps (Blighttown) 


Fantastic! —- Thank you, a saint you are. —» This 
knight of Catarina expresses his deepest gratitude. 

| shall not forget this. —+ Please, take this; a symbol 
of my appreciation. — Well, our fates do seem 
entwined, don't they? — Perhaps this, too, is the will 
of Lord Gwyn! * Hah hah yhah hah! 


Choose “No” to either the 1st or 2nd query, or 
“Yes” without the required Purple Moss Clumps 


Yes, | see... —+ No need to worry! — I'll be fine. | 
can make it without that silly moss. — Think about 
it. Have | ever let a little hardship slow me down? — 
Hah hah hah hah! 


Talk—After ‘giving him 3 Purple Moss Clumps 


The Poison Swamp... — It's like quicksand in there.. 
_—> Mmm. ‘ 


Tal — After choosing “No” to either the Ist or 2nd 
query, or “Yes” without the required amount of 
Purple Moss Clumps (Blighttown) 


Mmm... —+ Mm! Oh-hoh! —> What's on your mind, 
friend? — You've } brought moss, perchance? 


‘Talk—1st time (Lost Izalith) 
‘Sng. sng... — 


—2nd time (Lost ti tzalith) 


Mm! Oh-hoh! — Excuse me. | was so absorbed 

in thought, | just drifted away. — It must be the 
warmth. Well, what's on your mind? —+ No, don’t tell 
me. Those monsters making life difficult for you? —> 
You need not be ashamed. We are in the same boat. 
—+ ...You know, | really have run up quite a debt to 
you. —+ ...Perhaps the time has come... — ... 
Talk—3rd time (Lost Izalith) 

... — Friend, | have an idea. A good one, really. > 

...| will rush those dire fiends, and you can slip away 
in the confusion. — Please, friend, | owe you much 
more than this. —> By the honour of the knights of 
Catarina, allow me to assist you. —+ And now, I gol 
Don't be slow! 


the ledge and begins to fight 
the 4 Chaos (Lost Izalith) 


Hrgrraaaaggh! — Hi | —+ C’mon! Over here, 
you fiends! — Perish, foul creatures! — | am Sieg- 
meyer of Catarina, and you shall fee! my wrath! 


Talk—After defeating the 4 Chaos Eaters without 
him (Lost Izalith) 


... —» Oh, there you are. — Wait!...Did you defeat 
those dire creatures? —> Outstanding... You never 
fail to impress. —+ Well, wonderful. This knight of 
Catarina thanks you. —+ Take this, as a token of my 
gratitude. — | feel like I'm always thanking you... > 
| curse my own inability. 


‘Telk—After defeating the 4 Chaos Eaters together, 
if he has less than 50% HP (Lost Izalith) 


Hng...hng..: —+ Why, you! Didn't you get away? — 
Well, you've saved me, once again... —+ Dear me, 
what can | say? | have failed you... — Hrgph...Ag- 
gkt... —+ My dear little Lin. 


Talk—After defeating the 4 Chaos Eaters together, 
if he has 50% HP or more (Lost Izalith) 


Hng...hng... — But, you! Didn't you get away? 

— Well, you've saved me, once again... —+ Thank 
goodness. ..I'm exhausted... — | think I'll have a 
test. — Don't you worry, the ground below me is my 
pillow. — I'll recover shortly. 


Upon being attacked —1st time (Sen's Fortress/ 
Shrine/Blighttown/Lost 


Anor Londo/Firelink 
tzalith) 


Yeeg! 
Upon being attacked—2nd time (Sen's Fortress/ 
ttown/Lost 


Anor Londo/Firelink Shrine/Bligh' 
tzalith) 


Why, are you...! 

Upon being attacked & made hostile (Sen's 
Fortress/Anor Londo/Firelink Shri 

Lost Izalith) 


That's your game, is it? —+ Well, I'm certainly not 
backing down! — By the honour of my knighthood! 


unseen avian whose nest lies atop the 
iffs overlooking the Northern Undead 


Choose “No” to either 1st or 2nd query _ 


olaire is a Warrior of Sunlight from the land of 

Astora. After becoming Undead, he journeyed 
to Lordran in search of his own sun in order to 
emulate Lord Gwyn, whom he reveres. 


Te 1st time (Undead Burg) 
Ah, hello! You don’t look Hollow, far from it! — | am 
Solaire of Astora, an adherent of the Lord of Sun- 
light. + Now that | am Undead, | have come to this 
great land, the birthplace of Lord Gwyn, to seek my 
very own sun! — ...Do you find that strange? Well, 
you should! —+ No need to hide your reaction. | get 
that look all the time! — Hah hah hah! 


Talk—2nd time (Undead Burg) 


Oh, ah-hah! So, | didn’t scare you? — | have a propo- 
sition, if you have a moment 


SDD OS ISS Se TR SONY EL tt us 


The way | see it, our fates appear to be intertwined. 
— Ina land brimming with Hollows, could that really 
be mere chance? — So, what do you say? Why not 
help one another on this lonely journey? 


pee an ERY 


This pleases me greatly! Well then, take this. 
We are amidst strange beings, in a strange land. 
The flow of time itself is convoluted; with heroes 
centuries old phasing in and out. — The very fabric 
wavers, and relations shift and obscure. — There's 
No telling how much longer your world and mine 
will remain in contact. — But, use this, to summon 
one another as spirits, cross the gaps between 

the worlds, and engage in jolly co-operation! — Of 
course, we are not the only ones engaged in this. 
— But | am a warrior of the sun! Spot my summon 
Signature easily by its brilliant aura. — If you miss it, 
you must be blind! —+ Hah hah hah! 


Not to worry. | do not wish to impose. —+ | was in 
the wrong. We'll laugh it off, shall we? —> Hah hah 
hah! 


“Talk—After choosing “No” to either 1st or 2nd 
query Bets 


Oh, hello. You're still keen on speaking to me? > 
Then, perhap: uu have reconsidered my offer? 


Choose “No’ query 
Well, yes, quite understandable. —+ Not to worry. Let 


Seere be no obligation. 


Asylum. She desires all things soft and warm, Heol 

and will trade them for select items from her Upon being attacked—2nd time 

considerable stash of treasure. Ooh! TAT 

After approaching the nest 1st time “Upon being attacked—3rd time _ i 

You, you. — Give me, warm. — Give me, soft. 

After approaching the nest 2nd time aE 
You! You! —> Give me! Warm! — Give me! Soft! 

After dropping an untradeable item Upon being attacked—6th time 


Regain er Dera terne warm. 9 That no 


After dropping an item previously traded 
No, no. —+ Not that one. —+ Enough, enough. 


What's wrong with you?! 
Upon being attacked & made hostile 
If a stubborn beast you be, | have no choice! — A 


Warrior of the Sun will not just sit and take it! + 
Hrgraaah! 


Why, you... —* How could this... ? — My 
_Talk—1st time (Anor Londo) 


my sun 


Oh, there you are. —+ You've been quiet these 

— + Smooth summoning out there? — Anvtime nn 
see my brilliantly shining signature, do not hea. 
to call upon me. — You've left me with quite 2 
impression. | would relish a chance to assist yo 


Talk—2nd time (Anor Londo) 


You really are fond of chatting with me, aren’t yo. 
— If | didn’t know better, I'd think you had teen” 
for me! —+ Oh, no, dear me. Pretend you didn't 
that! — Hah hah hah! 


gs 
hear 


Talk—1st time with 25 faith, or 5 less with each 
victory achieved as a summoned white Phantom 
(Undead Parish) 


Oh, hello there. — I'm glad to see you alive — 
You have done well, indeed you have. — You ve a 
strong arm, strong faith, and most importantly, ; 
Strong heart. —+ | am in awe, really. —+ Yes, yes _, 
What do you think? Why not join me, as a war 
the Sun? — Righteous knights, guardiar 
is good, in the name of the Lord of Sunlight! + 
Only if it would please you, of course. Well? 


Choose “Yes” to 1st query (Undead Parish) 


Oh! Magnificent! | knew you would fancy it! 
Then, join the Covenant! Here, stay still for a mo 
ment 


Choose “Yes” to 2nd query (Undead Parish) 


And there we are. Now, just say a prayer at the Altar 
of Sunlight, right there. — Then you shall know the 
brilliance of our Sun 


Choose “No” to either 1st or 2nd query (Undead 
Parish) 


Yes, well, each has one’s beliefs. — But if you 
change your mind, the offer is open 


“Talk—After choosing “No” to either 1st or 2nd 
query (Undead Parish) 


Oh, hello there. —+ What is it? Have you changed 
your mind about my offer? 


Talk—After joining the Warriors of Sunlight 
Covenant (Undead Parish) 


Oh, hello there. Still here? — | could not hope for 
a braver companion than you! — Gah hah hah hah 
hah! 


“Talk—Without meeting the requirements to join 
the Warriors of Sunlight Covenant 


Hmm! Ah, oh...hello there. — Forgive me, | was just 
pondering. ..about my poor fortune. — | did not fi 
my own sun, not in Anor Londo, nor in Twilig! 
town. — Where else might my sun be? Lost 
or the Tomb of the Gravelord...? —+ But | cannot give 
up. | became Undead to pursue this! — But wher 

| peer at the Sun up above, it occurs tome... 
What if | am seen as a laughing stock, as a blind foo 
without reason? —+ Well, | suppose they wouldn't be 
far off! — Hah hah hah! 


Talk—2nd time after joining the Warriors of Sun- 
light Covenant (Undead Parish) 


Oh, hello there. — Exhilarating, is it not? The power 
of the Sun! —+ | am blessed to have found such a 
brave companion! — Hah hah hah! 


After approaching him in a hostile state once 
he has been infected by the Red—Eye Sunlight 
Maggot (Lost Izalith) 


Hrg, rg...Arrrgh... — ...Finally, | have found it, ! 
have!... > ...My very own sun...|...am the sun! 
— ...\'ve done it... have... — ...Yes, | did it...! 
did!... —+ ...Ohh, ohhh... —+ ...Hrgrraaacoogh! 


Upon dying after infected by the Red—Eye 
i Sunlight Maggot (Lost Izalith) 


My Sun 


Ahh, it’s over... —> it's setting... — 
It's dark, so dark 


Talk (Demon Ruins Bonfire before Lost Izalith) 
\Why?...Why?... — After all this searching, | still 
cannot find it 
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Talk—After killing the Red—Eye Sunlight Maggot _ 
before entering Lost Izalith (Demon Ruins) 


Was it all a lie? Have | done this all, for nothing? — 
Oh, my dear sun...What now, what should | do...? 
—+ ...My sun, my dear, dear sun, 


THE FAIR LADY 


he Fire Keeper of Quelaag’s Domain and one 

of the Daughters of Chaos, known only as 
“the Fair Lady.” Like her sister Quelaag, she was 
transfigured into a Chaos Demon by the Flame 
of Chaos, and is now served by a retinue of 
diseased Egg-Bearers. 


“Talk, or Menu—Choose “Talk” —without the Old 
Witch's Ring equipped H 


rg 


Talk—1st time with the Old Witch's Ring equipped 
“Quelaag? —» My dear sister. 

Talk—2nd time with the Old Witch's Ring 
_equipped 


_Quelaag, what is it? 
Ik—3rd time with the Old Witch's Ring equipped 


Oh, my dear sister. + Don’t mind me. It does not 
hurt terribly. 


“Menu—Choose “Talk” 1st time with the Old 


it hurts. They'v ‘ve gone still... + 1am 
.it may be too late... —+ ...l am so sorry, dear 


The eggs. 
afraid 


Menu—Choose “Talk” 2nd time with the Old 
Witch's Ring equipped 


I'll be fine, | have you, dear sister. + But promise 
me... —+ That you will take care of yourself. 


Menu—Choose “Talk” with the Old Witch's Ring 
paulpped after gaining Chaos Servant Covenant 


“Quelaag, my dear sister... You know, l still, 
remember... —> Your beautiful, silky face... —> If only 
1 _! could gaze upon it once more 


“Menu— Choose “Talk” after deepening ‘Covenant 
allegiance 1st time, with the Old Witch's Ring 
equipped 


Quelaag? — Please, sister, do not cry. +1 am 
_happy, really. | have you, don't | ? 


“After deeping Covenan jegiance 1st time, with 
the _the Old \ Witch's 's Ring equipped 


After deeping Covenant 
the _the Old Witch's Ring equipped 


ne SS a eet 


= Thank you. Dear sister... 
Menu—Choose “Leave” with the Old Witch's Ring” 
Equipped—A 


Good-bye, Quelaag. + Do be: safe 


Menu—Choose “Leave” with the C Old Witch's Ring 
Equipped—B 
Good-bye, Quelaag. — It was so very nice to chat 
“Menu—Choose “Enter C Covenant” Tet 
Enter a Covenant? Again? — Of course. Let me e try... 


After Leaving abruptly with the Old Witch's Ring 
equipped 


Why, Quelaag! — Where. . 


Talk—After leaving abruptly with the Old Witch's 
Ring equipped 


Quelaag, what was that? — — Is something troubling | 
you? 


Upon being attacked, while the player has the old 
_Witeh’s Ring Equipped—A 


Ah 


Upon being attacked, while the player has the Old 
Witch's Ring Equipped—B 


Abn! 


‘Upon being attacked, while the player hes the Old 
Witch's Ring Equipped—C 


Eek! 


‘Upon dying, while the player has the Old Witch’s 
Ring Equipped 


Quelaag... —» But, why...? 


_ TRUSTY PATCHES 


atches is an Undead treasure hunter with a 

thinly-veiled contempt for clerics. He pres- 
ents himself as friendly and outgoing, but in truth 
is @ conniving backstabber who never misses 
@N Opportunity to kick unsuspecting victims into 
pits full of monsters. Nevertheless, he does sell 
a variety of unique “acquisitions” which cannot 
be found anywhere else, most notably various 
pieces of cleric'’s equipment. 
Talk— —Meeting before he} has activated the rotat- 
ing bridge trap (Catacombs) 


Good day! You look reasonably senel ead » What are 
you doing in the Catacombs? Are you a cleric or 
something? 


After r choosing Yes” to to being a cleric (Cata- 
combs) 


Yes, | negined as much. — Best of | luck with your 
pilgrimages or missions or whatever you do. —+ This 
place is treacherous. Do watch your step, eh? — 
Heh heh heh. 


Talk—After choosing “Yes” to being a cleric 
(Catacombs) 


Yeah? What is it now? — Enough with the chit-chat 


“After choosing “No” to being « a cleric (Catacombs) 
No? Well, that's strange. —- Ohhh, | know what it is. 
You've come for the trinkets, haven't you? — Well, 
whatever it is... — This place is treacherous. Do 
watch your step, — Heh heht heh 
Talk—1st time, after meeting & he has activated 
the rotating bridge trap (Catacombs) ele} 
Ah, oh! Well, how are you, then? — ...! ccd and 
flipped that lever, you see... — ...It didn’t cause you 
any trouble, by chance? 
Choose “Yes” to the query _ 


Are you certain?! —+ Well, that's a fine shame. Oh, 
I'm truly sorry, really! —+ But, wait now, you didn't 
actually fall down, then? —+ Well, why didn't you tell 
me sooner! All's well that ends well! —+ Everybody 
makes mistakes. I'm not above it all, | swear! — I'm 
Trusty Patches, the one-and-only! — | know! This 
should make up for it. + We're on the same side! 
Undead outcasts! — Fantastic, isn’t it? +» Heh heh 
heh... 


After choosing “No” to the query 


Oh, really? Yes, | see...Righty-oh! —> Then, every- 
thing’s good, isn’t it? —+ I'm Trusty Patches, the 
one-and-only! —+ You and |, just a couple of Undead 
outcasts, right mate? —+ You and |, just a couple 

of Undead outcasts, right my darling? —> Heh heh 
heh 


Tal —2nd time after choosing “Yes” to the query _ 


Oh, will you come off it, now! —+ You're fine and 
well, so what's the difference! —+ Nobody likes a 
crybaby, you know? —+ Heh heh heh. 


Talk—1st time, after he has activated the rotating 
bridge trap, but before meeting (Catacombs) 


Ah, oh! Well, well, how are you, then? — I, uh, sort 
of lost my way, yes... —* But when | came here, | 
didn’t touch any levers, no, not me! —+ Very peculiar, 
isn't it? Wait, did something happen to you? —> 

Hey, don’t look at me like that. I'm Trusty Patches, 
the one-and-only! — Here, everything's good with 
us, eh? Aww, c'mon, take it! — Heh heh. We'll be 
_wonderful friends. Heh heh heh 

Talk 2nd time, after he has activated the rotating 
bridge: trap, but! before meeting (Catacombs) 

Oh, does it really matter that much? —+ C’mon, now. 
What exactly do you think | did? —> You're not mak- 
ing sense, my friend. —+ Heh heh heh. 


Upon | being attacked (Catacombs/Tomb of the | 
Giants) 


rE 


“Upon being attacked (Catacombs/Tomb of the 
Giants) 


_What the devil! 


“Upon being attacked (Catacombs/Tomb of the 
Giants) 


Please, no! 


Upon being attacked & made hostile (Catacombs/_ 
Tomb of the Giants) 


All right, all Fight. if that's the way itis! 


You impossible little wench! — Well, I've had enough 
of you! 


‘[Player chose “Yes” to being a cleric) 


Take your higher cause and stuff it, you lousy 
harlatant 


[Player is male & chose “No” to being a cleric} 
good-fornothing! Waliow in your spit 
[Player is female & chose “No” to being a cleric] _ 


You filthy wench! You'll get what you deserve! 


pon dying Sera 
Curses...|"m finished... —» What did | ever... 
Upon killing the player 8 


Phew... The righteous prevail, again... 


[Player is male] a 


Hey, don't blame me, mate. 


[Player is female} 
Hey, don't blame me, », me old darling. 


Good day! You look ressonably sane! —s Winall 
you doing in the Catacombs? Are you a cleric or — 
something? 
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“After choosing “Yes” to being a cleric (Tomb of 
- the Giants) 

Yes, | guessed as much. — Well. here's a tip. 
There's a stash of treasure right down that hole. — 

1 found it first, but...well, you're the cleric, right? — 

| owe you for all that, er, praying and what not...I'll 
give you first pick. + Well, go on, have a look. It'll 


Co Nate NeehitlalSS Tate Maed Na aa NA 
After choosing “No” to being a cleric (Tomb of 
the Giants) 


No? Really? —+ Then I'd have no qualms telling you, 
‘there's a fine stash of treasure right down that hole. 
— | found it first, but...well, we're friends now, so 

Til split it with you! — In any case, have a look, it'll 

shimmer you blind! —+ Heh heh heh.. 


down that hole. — | found it first, but...well, you're 
the cleric, right? —+ | owe you for all that... praying 
and what not...look I'll give you first pick. — Well, 
go on, have a look. It'll shimmer you blind. — Heh 


[Player is male} 


[Player is female] 


You've been a stranger. Ah it's good to see you're 
well, my darling. —> Oh right, you came at the perfect 


‘Choose “No” to the query (Tomb of the Giants) 


Oh, for heaven's sake, let's not mope about, eh? + 
You're still alive, I've said I'm sorry! — Wait, | know! 
Here, take this. It proves something, doesn’t it? — 
We're both Undead outcasts, what could be better? 

— Heh heh heh... ababadba eit or ‘ 
Talk—2nd time after returning from being kicked 
down the hole, if the player chose “No” to being 

a cleric (Tomb of the Giants) 


I did you wrong. But, | didn’t mean it. — These... 
temptations, they can overcome me... — You know 
what | mean? Don't you? Please, forgive me. _ 
Talk—After returning from being kicked down the 
hole If the player chose “Yes” to being a cleric 
Grom of the Giants) os zt aa 
Blimey, how did you... —> You weren't supposed to 
Survive that... —+ Well, no matter. I'll settle this once 


Talk—Isttime (FirelinkShrine) 
Oh, we meet again. How many of you are there? 
—+ You've come at the perfect time. — I'm done 
with the looting. I'm a humble merchant now! — 
And wondrous treasures, have |! At a special price 
for you. — There you are, have a nice look at them 
— Oh relax, no more funny business out of me, my 
friend! tat 

Talk—B (Firelink Shrine) Pree arabe Ss OE 
I'm done with the looting. I'm a humble merchant 
now! 


Talk—C (Firelink Shrine) 


Oh, there you are again. + Welcome to Trusty 
Patches’ Trove of Treasures. + We chop prices, not 
limbs! 


Talk—D (Firelink Shrine) ett EASY 


Oh, you again. Fancy that. — You've come at the 
perfect time. —- Some new gems have come my 
way. 


time. —* There's a fine stash of treasure right down “[Player is male) 
that hole. —+ | found it first, but...well, we're friends a EN = 
Now. I'll split it with you! — In any case. have a look, | saved them specially, just for you, mate. 
it'll shimmer you blind! —+ Heh heh heh.. [Player is female} 
Talk—2nd time (Tomb of the Giants) _l saved them specially, just for you, my. darling 
ble. Ti rz Menu—Choose “Leave” without purchasing 
alerted meals something—A (Firelink Shrine) 
Talk—3rd time (Tomb of the Giants) What, nothing appeals to you? + Well, you must 
What's your problem? — Take a peep in the hole, have poortaste. ie EASON al ed 
and check out that treasure! Menu—Choose “Leave” without Purchasing 
something —B (Firelink Shri 

Ifthe player chose “Yes” to being acleric in either, “7™eninG—B(Firelink Shrine) 

Catacombs or Tomb of Giants, duri Come on, you can do better than that. + Nobody 


Catacombs or Tomb of Giants, during the 
cutscene where he kicks the down the hole 
after approaching the ledge of the Giants) 


Heh heh, this is what | do, my friend. — The trinkets 
I'll be stripping off your corpse; that's the real trea- 
‘sure! — Nyah hah hah hah! 


‘Talk—1st time after returning from being kicked 
wyronny meal) aah pre eae 
a cleric (Tomb of the 

-..Oh, you, |... —» Well, let's just calm down. Talk 
about things... —+ | did you wrong. But, | didn’t mean 
it. — These...temptations, they can, well, overcome 
me... —+ You know what | mean? Don’t you? Please 
forgive me. — You and me, we're jolly Undead 
outcasts, aren't we? 


——— 
Choose “Yes” to the query (Tomb of the Giants) 


Oh, brilliant! A second chance! Wonderful! — { had 
@ feeling you'd understand, | did. —> But if | were in 
your shoes...Ooh! Who knows what I'd have done? 
But now...We’re friends again, eh? —+ Heh heh 


likes a tightwad, you hear me? rt 
Menu—Choose “Leave” after purchasing 
_Something—A (Firelink Shrine) ik es 
Right? Good stuff, eh? — Don't you forget who got it 
for you! —+ Heh heh heh.. sy 
Menu—Choose “Leave” after Purchasing 
something—B (Firelink Shrine) gs 


How is it? Fine stuff, eh? — Don't forget to thank 
me. 


Menu—Choose “Talk”—A (Firelink Shrine) 


Oi, have you met Lautrec the Embraced? _ 


‘Believe me on this ‘one, bruv...He’s completely mad. 
[Player is female) a 


Believe me on this one, my love...He’s completely 
mad. — He wouldn't think twice about Cutting 
somebody down. —+ So watch out for him, especially 
if you've humanity to spare 


Menu—Choose “Talk” —B (Firelink Shrine) 


Oi, have you met Petrus, that self-proclaimed cleric? 
[Player is male} 


Believe me on this one, bruv -The man is scum. 
[Player is female] BS dog; 


Believe me on this one, my love... The man is scum. 
= Don't you be fooled by his claims to do good. ~ 
They're all the same, those rotten clerics 


_Menu—Choose “Talk” —C (Firelink Shrine) 
Here, have you met that Sunbathing Solaire? 
[Player is male] 

Believe me on this one, bruv He's a complete 

{Player is female} 

Believe me on this one. my love...He's a complete 
idiot. —+ But he happens to be an awtully strong 
idiot. — Just nod your head, and keep him on di - 
side! — Nyah hah hah hah! eins 


Menu—Choose “Talk” —D (Firelink Shrine) 
Here, have you met that backwoods Shiva? 
[Player is male) 

Believe me on this one, bruv... The man is trouble 
[Player is female] 


Believe me on this one, my love...The man is 
trouble. — | can see it in his eyes. | just can. + 
Hmph, No doubt about it. Watch him 


Upon being attacked—1st time (Firelink Shrine) 
What?! Oww! 

Upon being attacked—2nd time (Firelink Shrine) 
Oi! Put an end to that! 

Upon being attacked—3rd time (Firelink Shrine) 
Stop that! 

Upon being attacked & made hostile (Firelink 
Shrine) 

Curses, what's wrong with you! — Well. if that's 
what it has to be! Why you 

Upon dying (Firelink Shrine) 

Curses! How in the 
did...1...do?! 
Upon killing the player (Firelink Shrine) 


What happened to you? — Curses, you left me no 
choice.. 


diot 


—- What did | do? What 


| ess her male counterpart in the Undead Burg, 
this nameless commoner became Undead 
and was exiled from her homeland to Lordran 
She resides in the aqueduct that connects the 
Burg to Firelink Shrine, where she cultivates and 
sells a variety of medicinal moss. 


Talk—1st time 

Hmm, you still have your senses about you? — Then 
why won't you buy some of my moss? — | need 
your souls! —+ Vee hee hee! 


Talk—2ndtime 

Oh, there you are, dearie! — A pleasure to see you 
again. —+ Vee hee hee! 
Talk—3rdtime 

Oh, there you are, dearie! — | have moss; now dish 
up some souls! — Vee hee hee! 

Talk—4th time 

Oh, hello, dearie. — You left me high and dry for 

a while, there. —> | thought maybe you'd forgotten 


about me. — Are you back for more of my Moss, 
then? — Plenty of it here. Freshly peeled, just for 


| forage moss. — In the lower areas of this town 


you'll find all kinds of poison and pestilence cate 
can't travel a stone's toss without some wu oe 
— Make sure you take plenty with you! — Vee 
hee! 
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“Menu—Choose “Talk” —B 

“You've come to this land at a bad time. —+ There are 
nothing but Hollows in these parts, Save for me, of 
course. —+ You're Undead, too, aren't you? You be 
careful, then. — Vee hee hee! 

Menu—Choose “Talk” —C 

Ah, go down along the side to reach the depths of 
the Undead Burg. —+ Only unkempt crooks and liars 
to be found there. — Hardly a place for a lady like 
myself! —+ But who knows, maybe you'd fit right in? 
—+ Vee hee hee hee hee! 


“Menu—Choose “Talk” —D 


This is a wonderful place, don't you think? — We 
have water, moss, moisture, these nice iron bars. 
—+ | like it here, | really do, — Nothing good ever 
happened to me in life. + But now that I’m Undead, 
I've never been happier! 

Menu—Choose “Talk” —E 

Tell me honestly... — You think I've gone to the 
other side, don't you? — That I’ve cracked my head 
and gone Hollow... —> You do, don’t you? —+ | can 
see it in your eyes, —+ You'd trust a patch of moss 
over me 


“Menu—Choose “Leave” 1st time without 
_purchasing something 


Drat. — What a humdrum lad you are. —> What a 
humdrum lass you are. 


Menu—Choose “Leave” 2nd time without 
_purchasing something 


Hmph, fine, then. —+ But you'll regret it 


Menu—Choose “Leave” 3rd time without 
purchasing something 
Are you toying with me? —+ One day, your fate 

will catch up with you. — | have a sense for these 
things... —+ The Gods above are watching you! 
Menu—Choose “Leave” 1st time after purchasing 
something ee 

_Come again, if lease! — Vee hee hee! 
“Menu—Choose ve" 2nd time after 
purchasing something 


Much obliged, —+ | think | like you! —> Vee hee hee 
hee hee! 


What's the matter with you! — » Don't you toy with 
_Mmy nerves! 


“Upon being | attacked— 1st time 
_Why, you! 


_Stop t that! 
“Upon | being attacked—3rd t time 
_Ouch! 
“Upon being attacked—4th time 


Eeek! 
_Upon being « attacked & made hostile 


What do you think you're doing?! —+ | have my pride, 
you damn fool! — You think you can get away with 
murder? — Yes, | suppose you think you're special! 
— Well, you're not! You're just another customer! 
— Burn! Burn in hell! — You cross-eyed Hollow! — 
There's no hope for anyone like you! The Gods will 
not have it! — Die! Die! — Die! Die! —+ Die a thou- 
sand times again! — Curses upon you! —> Upon you, 
and yours, for generations eternal! — All of you! — 
Eternal pain and suffering! — ~ > Lots and lots! 


‘Upondying 


Acurse upon you... 


7 sb bee commoner who became Undead 
ind was exiled from the lands of the living. 
He eventually found himself in Lordran like all the 
rest, and took to supporting himself by selling 
valuables scavenged from the corpses of other 
Undead. He peddles his wares from a makeshift 
shop in the Undead Burg, 


Talk—1st time 


Well, now... —» You seem to have your wits about 
you, hmm? —+ Then you are a welcome customer! 
—+ | trade for souls. Everything’s for sale! + Nee 
hee hee hee hee! 

Talk—2nd time 


Oh, you again? — | hope you've brought plenty of 
souls? —+ Nee hee hee hee hee! 


Talk—3rd time 


Oh, there you are. —+ Still keeping your marbles all 
together? —> Then, go ahead, don’t be a nitwit. > 
Never hurts to splurge when your days are num- 
bered! —+ Nee hee hee hee hee! 


Talk—4th time 


Oh, there you are. + Where have you been hiding? 
— | guessed you'd hopped the twig for certain. 
Bah, shows what | know! —+ Nee hee hee hee hee! 


Menu—Choose “Talk” —A 


Things are getting treacherous in these parts. + A 
horrible goat demon has moved in below. — And 

up above, there's that humungous drake, and a bull 
demon, too. — If you stick around this place, it might 
end up being your grave! —+ Nee hee hee hee hee! 


Menu—Choose “Talk” —B 


Eh? I'm not here to chit-chat. + We talk business, or 
we talk nothing at all 


Menu—Choose “Talk” —C 


Ah, this one? Ain't she lovely? — + Her name is Yulia 
She's plumb in love with me. — You'd never leave 
my side, now would you, Yulia? 


Menu—Choose “Talk”—D 


Ah, you can forget it. — I'm all that she needs. _ 
Careful, she'll bite your little fingers off! — Be kind, 
Yulia, be kind! —» Nee hee hee hee hee! 


“Menu—Choose “Talk” —E ese iy 


Now, don’t squander your time chatting! — You need 
to look over my wares! —> En? My wares? 


_Menu—Choose “Talk” —F 


Of course they're stolen; what did you think? — — And 
when you lose your head, I'll sell it all again! — Nee 
hee hee hee hee! 


‘Menu—Choose “Talk” —G 

It's actually quite nice here, you know? - ed +The 
Hollows don't care for a skinny old twig like me. — 
I've got Yulia, ..And nobody pelts me with stones 
anymore. —+ You're Undead, you know how it is. 1 
was treated worse back at home. 


Menu—Choose “Leave” 1st time after yr purchasing — 
something 


“Thank you kindly. — Nee hee hee hee hee! 


“Menu—Choose “Leave” 2nd time after 
purchasing something 


Ah, thank you, very much. — Come back soon! — 
Nee hee hee hee hee! 


“Menu—Choose “Leave” 1st time without 
purchasing something _ 


Hmph! — Cheap bastard. — = Right, Yulia? 


“Upon being attacked — -3rd time 


Menu—Choose “Leave” 3rd time without 
purchasing something oh 


Hmph. —> What a waste of time. + Go and fall off 
a cliff, 


After leaving abruptly 

Hey, what! What's the matter? 
Talk—After leaving abruptly 
What was that about? —> Oh, nevermind. 
Upon being attacked—1st time 
Eeg! F 
Upon being attacked—2nd time 
Yeowch! 


Oi, what's this about? 


Upon being attacked —4th time 


It's me! Stop it, | tell youl 
Upon being attacked & made hostile Be 


You've gone mad, have you!? — I'll teach you! You 
lousy rat! — Yulia! Yulia! 


Upon dying Veale, icp 
Why, me... — Little Yulia. 


ince is a cleric of Thorolund and one of 

Rhea's bodyguards. He and Nico escort 
Rhea to Lordran, where they rendezvous with 
Petrus in preparation for a perilous expedition 
into the Catacombs in search of Kindling. 


Talk—1st time 


Hm? What have we here? — You look awfully rag- 
gedy... —+ Times are grim; the least you can do is 
look sharp. —+ Don't you dare meet M’lady like that. 
— You might scare her off for good! 


Talk—2nd time 


Oh, you again. What business have you? — | don't 
suppose we can help, though. —* We accompany 
M'lady on her righteous mission. — It is quite a 
hore, but I'm stuck with her, and Nico, too. —+! 
can’t very well abandon them now. 


Talk—3rd time, after resting at a Bonfire 


Oh, you yet again. You're a persistent one, aren't 
you? Hah hah hah. — Honestly, | don't have a 
problem with your kind. —+ But there's not very much 
that | can do, — | am Vince of Thorolund. — Let's say 
a word, for our safety. —> A prayer to our Marvelous 
Lord. + Vereor Nox 


Talk—After talking with Petrus and exhaus exhausting 
his dialogue 


Oh, it's you? — We are to leave momentarily. —+ 
The Catacombs aren't exactly my idea of a good 
time, but... —* What can one do? | do hope we meet 
again. —+ Vereor Nox 


Upon being attacked—1st time 4 
Egads! 


“Curses! What the devil's wrong with you? 1 


cannot overlook a threat to M’lady! — I'll grind you 


Menu—Choose “Leave” 2nd time without 
_purchasing something 

Tsk! — Throw me a bone, will you? —» You haven't 
_got much time anyway. —» Right, Yulia? 


ooseynpeetincnes . Cg 


Quick LOOKUP 
ICON LEGEND 


Switch/Lever 


Locked Door 


Breakable Wall 


Pharros Device (I!) 


Hidden Door (it) 


Map Connection 


item Number 


A 


Image Viewpoint 


S~ > THINGS BETWIXT 


“a | 
2 age dimensional rift that exists between Drangleic and porn cits lily of your 
e outside world, this seemingly peaceful limbo serves Sere 

as a gateway between the two realms. It lies deep within 

@ shadowy cavern and traverses an ancient forest rising 

from a subterranean lake. Three former Firekeepers reside 

here with their caretaker, offering guidance to the Undead 

who pass through on their quest to break the curse The 

forest serves as a proving ground for visitors and hides a 

great many secrets for those willing to seek them out, but 

beware — while the main road is relatively safe, straying 

from the beaten path can lead to a terrifying end before 

your journey has even begun... Dyna &Tillo 
egg a ee ee 


Blocked 
(Fragrant Branch of oy, 


1 Dagger 
2 Cracked Red Eye Orb 

3 Estus Flask Shard’ 

4 Stone Ring (Ogre) Fire Keepers’ Dwelling 


1) Need fragrant branch in SotFS. 


Old Fire Keepers 


Milibeth 
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SS MAJULA CH 


tiny settlement on the Northern coast of Drangleic nestled 

atop the rugged cliffs between the Forest of Fallen Giants 
and Heide’s Tower of Flame. This barren crossroads is the first 
stop of all Undead passing through the rift from outside. Majula 
has weathered centuries of intermittent warfare and seen the 
rise and fall of many kingdoms before Drangleic. Although 
the windswept landscape is desolate, Majula’s location at the 
junction of several roads leading throughout the kingdom has 


resulted in a number of destitute Undead making improvised 
homes in its sheltered alcoves. While in recent years Majula 
has come to be known as a safe haven for travelers seeking 
rest and refuge on their journeys, dark secrets lie shrouded in 
its forgotten history — the pit in the village center, foreboding 
and seemingly bottomless, was once a place of disposal for the 
unwanted and unspeakable mistakes of kingdoms past 


To Huntsman’s Copse __To Heide’s Tower of Flame] 


1 Divine Blessing 


2. Morning Star, Cleric’s 
Sacred Chime 


3 Binoculars 

4 Estus Flask Shard 

5 Pharros’ Lockstone 
6 Estus Flask Shard 
7 

8 

3 


Le'S HOUSE - F2 


Sweet Shalquoir 
Locked (House Key) 


Locked (Lenigrast’s Key) 


the Armourer 


Blacksmith ——~ 
Lenigrast 


Crestfallen Saulden 


on 
b 


The Far Fire 
Emerald Herald 


[To Shaded Woods] 


{To Things Betwixt] 


Te ) Forest of Fallen Giants] 


E the middle of this forest lies a rundown fort that was 
severely damaged during the war with the giants. The 
soldiers tasked with defending this fort succumbed to 

the curse of the undead and hollowed long ago, but they 
remain a threat to any who would seek to uncover the fort's 
secrets. And the undead that protect this fort are not the 
only threat... 


en ot 


ee : 


Locked (Opens —-~ 
from East side) 


(Dyn 


Locked (Soldier Key) 


Locked 
(Soldier Key) 


ZX 


<i 
pe: 


S 


FOREST OF FALLEN GI 


0 GC 


y 
<i Repair Powder 
5 Hollow Soldier Heim 
é 6 Hand Axe, Radiant Lifegem 


7 Small White Sign Soapstone, 
Radiant Lifegem x2 


8 Divine Blessing 
The Crestfallen’s Retreat 9 Foot Soldier Shield 


Broken Straight Sword 
Soul of a Lost Undead, Shortsword 


1 
2 
3 Buckler 
4 Smail Leather Shield, 


fill 


cy 
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~ S<> FOREST OF FALLEN GIANTS —= 


Locked 
(Soldier Key) 


Fire-infused Longsword 
Estus Flask Shard 

Great Soul Arrow 

Large Soul of a Lost Undead, 
Blue Wooden Shield 
Life Ring, Large Titani 
Chioranthy Ring! 
Titanite Slab’ 
Sorcerer's Staff, Amber Herb 
Light Crossbow 

Mail Breaker, Infantry Helm 


te Shard 


1) Needs Pharros’ Lockstone 


Tree of Giants — 
Important s (cont.) (Memory of Orro) 


20 Halberd, Soul of a Nameless Soldier 
21 Large Leather Shield, Lifegem 


22 Drangleic Sword, Drangleic Shield, 
Drangleic Mail, Drangleic Gauntlets. 
Drangleic Leggings 

23 Cracked Red Eye Orb x2 


24 Rebel’s Greatshield. 
Heavy Iron Key’ 


25 Flame Quartz Ring +1" 
26 Hawk Ring 
27 Grand Lance 


28 Twinkling Titanite x2, 
Fragrant Branch of Yore” 


29 Ring of Restoration, Torch x3” 

30 Whip” 

31 Bastard Sword™ 

32 Soul of a Nameless Soldier 
Cracked Red Eye Orb x3" 


33. Large Soul of a Proud k 
Hunter's Hat, ther Ay 
Leather Gloves, Leather Boots” 

34 Seed of a Tree of Giants Locked 

ar Ca (King’s Ring) 


DINAL TOWER - F2 


Locked (Soldier Key/Breakable) 


Merchant 
Hag Melentia 


Cardinal 


1) Neos 


The Place Unbeknownst 
Pursuer (Optional) 


Tree of Giants 
(Memory of Jeigh) 


f / FOREST OF FALLEN C 
Breakable after using 
Pharros’ Contraption 


Locked 
(Iron Key) 


Locked (Attack and Hollow 
Soldiers will open) 


Soldier’s Rest —— 


FOREST OF FALLEN C 


CHAPTER 3 


‘eo H 


Blue Sentinel Targray —— The Blue 


Cathedral 


CATHEDRAL OF BLUE 


Old Dragonslayer 


Crimson Parma 


Soul of a Lost Undead, 
Broken Thief Sword 


Ring of Binding 
Old Knight Halberd 
Sublime Bone Dust 
Estus Flask Shard” 
Knight Heim, Knight Armor, 
Knight Gauntlets, 

Knight Leggings" 

9 Cleric’s Parma, Tower Shield 
10 Watchdragon Parma (after 
killing Dragon) 

1) Requires Fragrant Branch 


OvYOneawW N= 
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Lever (After defeating 
nearby enemy) 


Lever (After defeating 
nearby enemy) 


Divine Blessing Heide’s Ruin 


EIDE’S TOWER OF FLAME & CATHEDRAL OF BLUE —— 


G piers are the remnants of a lost Civilization 
that sank into the sea so long ago that 
nobody remembers whether Heide was the 
name of the kingdom or was simply what the 
continent was called in those days. The Way of 
Blue was founded in ancient Heide and is still 
headquartered in the Cathedral, one of the few 
structures to have survived whatever Cataclys- 
mic event submerged the Surrounding area 
and the subsequent centuries of erosion by the 
wind and waves. The Tower of Flame looms 
over the sea in stark defiance of the natural 
forces that leveled the rest of Heide, firelight 
from its gallery dancing and flickering in the sky. 
Though its original purpose has been lost to the 
flow of time, the Tower now serves both as a 
lighthouse warning passing ships away from 
danger and a beacon guiding those who seek 
the Blue Sentinels. 


Sd 


Lever (After defeating 
nearby enemy) 


Dragonrider — 


Tower of Flame 


Lucatiel of Mirrah 


Locked (Fragrant Branch of Yore) 


s<~ NO-MAN’S WHARF —= 
yl ig neat eine 
et 


Bo the ruins of Heide on the Northern 
coast, an isolated cove lies within the shelter of 
@ dark cavern worn into the cliffs by the relentless 


ocean. Situated along this hidden inlet is No-Man‘s 
S Wharf, a former naval base constructed by a past 
gS kingdom and repurposed as a prison port during 


= 


Vendrick's reign. The previous king had used No- 

Man’‘s Wharf as a staging point for maritime cam- 
Lonesome Gavian paigns against the Varangians, a vicious seafaring 
race hailing from the unexplored continent beyond 
the Northern ocean. The bloodshed ultimately 
ended in the Varangians’ subjugation and the 
victorious king set them to task in No-Man’s Wharf 
as slave laborers, a plight they continued to suffer 
even after Vendrick’s ascension to the throne 


SHIP - LOWER LEVEL 


Flexile Sentry 


Lucatiel 
of Mirrah 


Carhillion of the Fold 


Undead, Emit 
Great 


3 

4 Fragra h 

5 Royal Soldier's Ring 
6 Pyromancy Flame. Fireball 


Unseen Path to Heide 
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| THE LOST BASTILLE & BELFRY LUNA —= 


Ot the coast of Drangleic is a lonely prison filled with Undead 
The King sought to contain the curse by removing the af. _ 
flicted; though it ultimately proved futile and the Kingdom has 


Fimporant tems | fallen, the now-Hollowed Jailers and Royal Swordsmen continue 

to prevent the escape of the prisoners. At the heart of the prison 
1 ‘Dull Ember though, lies a lost, forgotten Sinner, whose misdeed has slipped 
2 Covetous Silver Serpent Ring, into legend “4 


Fragrant Branch of Yore 
3 Antiquated Key 


4 Craftsman’s Hammer, 
Twinkling Titanite 


5 Target Shield 
6 Hush 

7 Large Club 
8 

9 


Priest's Chime Locked (Antiquated Key) 


Bastille Key 
10 Skeptic's Spice 
1) Bonfire Ascetic 
12 Bone Staft 
13 Twinblade 
14 Parrying Dagger 
15 Wanderer Coat, 
Wanderer Hood, 


Wanderer Manchette, 
Wanderer Boots 


16 Estus Flask Shard, 
Large Titanite Shard 


Servants’ Quarters 


BELFRY LU 


17 Scimitar, 
Repair Powder Ruin 
18 Soul Vessel Sentinels 


19 Archdrake Robes. 
Archdrake Shield 


20 Enchanted-infused Faichion 
21 Dragon Tooth, 
Petrified Something, 
Brightbug 
22 Southern Ritual Band 
23 Bracing Knuckle Ring 


24 Soul of a Brave Warrior, 
Golden Wing Shield 


25 Skeptic's Spice 


The Tower Apart 


26 Blue Tearstone Ring McDuft’s 
27 Skeptic's Spice Workshop 
28 Skeptic's Spice Locked 
1 (Bastille Key 
Exile 
Holding 
Cells 


Blocked (Open from North or blow up barrels) — o 


Blocked (Fragrant 
Branch of Yore) 


3 
Lucatiel of Mirrah —-<] 
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LOST BASTILLE - BI 


Bell Keeper 
of Alken 


LOST BASTILLE 


€ 


Upper Ramparts LOST BASTILLE 


i 


a 


Straid’s Cell 


Straid of Olaphis 
(Petrified) 


Locked 


Belfry Gargoyles 
(Bastille Key) 


Gate (Lever on F3) 


A 
os 
y 


BELFRY LUNA - F3 


LOST BASTILLE ~ F2 
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INTSMAN’S COPSE & UNDEAD PURGATORY —~ 
Rena | ges Nata gasticiinlag ein al tee 


Undead have been persecuted, hunted and impris- 
oned throughout the ages. This forest was home to the 
Undead hunts during the reign of the Old Iron King. There’s 
little difference between the guards and the prisoners now, 
though. Though the King sent his best soldiers to oversee 
the Hunts, their memories were lost to the Undead Curse. 


i> 
1) 
; 


Opens from 
Northeast side on! 


a4 


Undead Lockaway 


POISON CAVE - B2 
~ Creighton the Wanderer 


Ym 
_ Locked (Undead ar 9 
Lockaway Key) —> 


Bandit's Knife 
Cracked Red Eye Orb 


Pharros’ Lockstone, 
Token of Fidelity 
Ricard’s Rapier 
Morning Star, 

Large Soul 

of a Nameless Soldier 


6 Sublime Bone Dust 

7 Soul Spear 

8 Undead Lockaway Key 
9 

0 


wen 


aon 


Flamberge 


Magic-infused Mace, 
Titanite Shard 


11 Combustion, 
Titanite Shard x3 


12 Estus Flask Shard 

13 Notched Whip 

14 Fire Seed 

15 Cracked Red Eye Orb x2 


Felkin the Outcast 


Executioner's 
Chariot 
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HARVEST VALLEY —= 


oHNnetone Ni ee 


fh name “Harvest Valley” might make you think of large fields of nice 
healthy grains, but nothing could be farther from the truth. There are 
huge spreads of poison stretching out from a large windmill. The workers 
here seem to be “harvesting” ores. Do they still serve the Old Iron King, 
or is there a new master? 


Poison Pool 


Torch 
2 Fire Seed, 

Divine Biles 
3 Old Knight 
Old Knight G: 


Simpletor 


Petrified So 


4 

5 

6 Skepti 

7 Simpleton’s Spice 
8 

9 


s Spice 


Washing Pole 
Chameleon 
Soul of a Brave Warrior 


10 Titanite Slab 


11 Poisonbite Ring. 
Soul of a Proud Knight 


Lonesome Gavian 


The Mines 


Lucatie! of Mirrah 
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eep within the Earthen Peak lives the Baneful Queen, but the path to face her 


is fraught with peril. Puppet assassins, captive Sorceresses, and the ever-pres- 


ent poison are just the beginning of your worries here. The giant, wooden blades 
of the windmill are ever-turning, and they fuel a clockwork pumping device that 
extracts the poison of the mines and delivers it to the Queen 


To Har 


st Valley 


EARTHEN PEAK ~ FI 


1 Skeptic's Spice 8 Mirrah Shield 
2 Heavy Crossbow +3, 9 Pharros’ Lockstone 
jeavy Bolt x15 0G 

aire Y 10 Great Heavy Soul Arrow 
1 Lightr Spear (Mi @) 

4 Manikin Mask 9 “ariening Speer (Mirecte 

is , 12 Poison-infused Broadsword, 

5 Simpleton’s Spice Human Effigy 

6 Pharros’ Lockstone. 13 Spell Quartz Ring +1 

Twinkling Titanite G 
“ 14 Dark Gauntlets. 
7 Large Soul of a Proud Knight Work Hook (Mimic) 


Divine Blessing 
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Petrified Something 


as 


Burnable Windmill 
| 


EARTHEN PEAK - F3 


EARTHEN PEAK - F4 


—— Central Earthen Peak 


Laddersmith Gilligan 


Mild-mannered Pate 


EARTHEN PEAK 5 


Locked (Opens 
from West side) 


EARTHEN PEAK ~ F2 


-——— Upper Earthen Peak 


To Iron Keep} 
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[_ToThe Gutter] 
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£ OF SAINTS - B3 


n the center of Majula yawns a gaping hole in the ground, incongruous against the 
desolate backdrop of crumbling buildings and coastal cliffs. Past kingdoms once 
disposed of their failed experiments and unwanted souls here, banishing them from 
the surface world and casting them into the lightless depths to be forgotten Today 
The Pit is used merely as a garbage receptacle into which junk, corpses and various 
other forms of waste are dumped; nevertheless this grim and ever-present remnar ' 

of Majula’s dark history remains permeated with an air of sorrow and foreboding 
Though nobody in the village knows precisely where the ominous shaft leads or 
what lurks beneath it in the bowels of the earth, rumors persist of an ancient cry pt 
housing the remains of forgotten saints and a Rat King who presides over this Ai 
subterranean domain 


THE Pit - B3 


> 


THE PiT- Fl 


important Items 


Grave Entrance 


¥ 


Royal Rat Vanguard 


Rat King 


Pharros’ Lockstone 
Soul Vortex 


Witchtree Branch, 
Witchtree Bellvine 


Great Lightning Spear 


Locked (Forgotten Key) 


TH 
Dragon Talon 7 
Ring of the Evil Eye+1 
Ash Knuckle Ring 


Nhisper of Despair, ‘ 
Whisper of Despai Harval's Resting Place 


Torch 
Pharros’ Lockstone 
Disc Chime 


Sublime Bone Dust 
Great Heal 


Token of Spite 


JRAVE OF SAINTS - BI 


AVE OF SAINTS - B2 
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+ poe 


xf Cw 
Se = 


Central Gutter 


THE GUTTER - BI 


THE TER- Fl 


THE GUTTER & BLACK GULCH —= 


eep within the earth beneath 
Majula lies an anarchic settlement 

of filth and chaos built by the forsaken 

souls cast into The Pit. This lightless hell 

is the resting place of all that the king- 

doms of ages past wished to forget, (Primal Bonfire) 
echoing with the bitterness and despair 
of those who were thrown away. 
Deeper still, a dim bioluminescence 
radiates ominously from the mouth of 
a cavern avoided even by most inhabit- 
ants of The Gutter... 


a sac tg 0 


BLACK LCH 


Darkdiver Grandahl 
(Underground Cave) 


Lucatiel of Mirrah 


Black Gulch Mouth 


THE GUTTER — B3 


1 Ring Of Soul Protection 


2 Lightning-infused Winged 
Upper Gutter Spear, Dark Armor (Mimic) 

3 Dark Pyromancy Flame, 
Rotten Pine Resin x3 

4 Fragrant Branch Of Yore 

5 Tattered Cloth Hood, 
Tattered Cloth Robe, 
Tattered Cloth Manchettes, 
Heavy Boots 


6 Heide Knight Iron Mask, 
Heide Lance (Heide Knight) 


7 Helm of Aurous, 


— Locked (Forgotten Key) 


The Rotten 


Blocked (Fragrant 
Branch of Yore 


[ToThe Gutter }—& 


12 Dark Fog, Torch 


17 Pharros’ Lc 


18 Forgotte 
Soul of a G 


THE GUTTER - B2 Armor of Aurous, 19 Ring Of C 
Gauntlets of Aurous, Petrified Dr Bone 
Leggings of Aurous 20 Fire Seed 


8 Estus Flask Shard 


21 Petrified 
9 Bandit Greataxe Simpleto 
10 Wicked Eye Greatshield Skeptic's 
1) Defeat Gar 


11 Great Club 
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S~ IRON KEEP & BELFRY SOL —= 


H igh above the Earthen Peak lies the Belfry Sol Approach 
remnants of a once mighty castle. This 

keep was made out of iron, and it was so 
immensely heavy that it actually sank into 
the ground. Well, that’s the rumor. The Iron 
Keep did indeed sink, but you'll need to 
search for the real cause for this magnifi- 
cent fortress's downfall 


on Key 
2 Pharros’ Lockstone 
3 Life Ring +1 

Twankling Titanite 


hander 


5 Porcine Shield, 
Flame Butterfly x5 

6 Simpleton’s Spice 

7 Black Knight Greataxe 


8 Cracked Red Eye Orb, 
Torch 


ied Something 


der Q 


z Ring +1 
13 Simpieton’s Spic 


lronhearth Hall pleton's Spice 
15 Simpleton’s Spice 
16 immolation 


17 Black Knight Greatsword 


20 Phoenix Parma 


Smelter Demon 
&The Pursuer 


21 Fire Seed 
22 Chaos Storm 


1) Need megs fire resist 


BELFRY SOL 


(Primal Bonfire) 


Threshold 
Bridge 


Magerold of Lanafir 


Old Iron King 


Gate (Lever) 


Eygil's Idol 
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1 Blossom Kite Shield 


2 Northern Ritual Band, on thd 
Bleed Stone |__ToThe Lost Bastille} 


3 Pharros’ Lockstone, 
Soul of a Proud Knight 


4 Heide Spear (Heide Knight) 


5 Fi 


6 Fragrant Branch of Yore 
Elizabeth's Mushroom 


ar below the Bastille, hidden from 

the sight and memories of the world, 
lies the heart of the prison. Through the 
years, the ocean has gradually en- 
croached upon the corridors of the Rise, 
but its inhuman residents don't seem to 
mind at all. Here you will find the most 
wicked Sinner of all—one for which a 
thousand years of atonement would not 
be enough. 


Locked (Bastille Key) 


re Seed 


SINNERS' RISE - FI 


Locked (Bastille Key) 


Burnable Oil —— 


Locked 
(Bastille Key) 


Burnable Oil 


(Primal Bonfire) SINNERS’ RISE - F4 
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SINNERS’ RISE —> 


(Bastille Key) 


To Brightstone 
Cove Tseldora 


Rat King 


Lonesome 
Gavian 


¥ 


Royal Rat Authority 


LOWER LEVEL 


[To Shaded Woods] 


Gyrm's Respite 


Ordeal’s End 


=x’ DOORS OF PHARROS © 


en —Eee eee 


as deep within the ancient territory of 
Manscorpion Tark and Scorpioness Najka‘s 
former master, now the domain of the Rat King and 
his subjects. More recently the Gyrm have made 
their home here, exiled by the arrogant and short- 
sighted humans. Countless sealed doors and deadly 
traps line the labyrinthine halls, all Operated by the 
mysterious devices known as Pharros’ Lockstones, 
but the architect of this subterranean vault and its 


original purpose are long lost amid the shifting sands 
of time. 


Urrer 


Important Items 


Gyrm Axe, 


Santier’s Spear 


wna 


Twisted Barricade, Soul 
of @ Proud Knight 
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SS SHADED WOODS — 


mist-shrouded forest connecting the village of Majula to several 

ther important locations, including the Shrine of Winter and Aldia’s 
Keep, the Shaded Woods occupy an ancient territory where great mis- 
deeds were once committed; the remnants of this dark history can be 
seen among the crumbling ruins and unnaturally thick fog 


Benhart of Jugo 


__ Rosabeth of Melfia 
° : } (Petrified) 
| ite To Maju 7 
J£—{ To Majula] { 
Z 


Old Akelarre 
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Ruined 
Fork Road 


Creighton the 
Wanderer 


Blocked (Fragrant Branch of Yore) 


To Aldia's Keep] 


Blocked (Fragrant 
Branch of Yore) 


Head of Vengarl 


18 


12) 


: Is bes 


~ Shaded Ruins 


— 


| 
| 
“To Doors of Pharros 


~ Blocked (Fragrant Branch of Yore) 


Weaponsmith Ornifex 
| 


Locked 
(Fang Key) 


Blocked (Fragrant _ 
Branch of Yore) 


Important Items 


1 Estus Flask Shard 11 Soul of a Brave Warrior, 
2 Pharros’ Lockstone Pharos’ Lockstone 
3 Fire Seed 12 Dark-infused Scythe 
4 Old Sun Ring 13 Sublime Bone Dust 
5 Clear Bluestone Ring +1 14 Black Knight Halberd 
6 Chloranthy Ring +1 15 Fragrant Branch of Yore 
7 Fang Key 16 Homing Soulmass 
(Petrified Lion Warrior) 17 Repair, Human Effigy x3, 
8 Pharros’ Lockstone, Bleeding Serum x3 
Soul of a Brave Warrior 18 Warlock Mask 
9 Soul of a Brave Warrior, (Petrified Lion Warrior) 
Skeptic's Spice 19 bs ahcact s Babes 
ngarl’s ts, 
Dito Nee hea Vengatls Gloves" 
Lion Mage Cuffs, 1) After killing Vengarl’s body. 
Lion Mage Skirt 
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> BRIGHTSTONE COVE TSELDORA __ 
~~ & LORD’S PRIVATE CHAMBER =, 


n abandoned brightstone quarry in the Chapel Threshold 
te Southeastern mountains. This once- 


flourishing mining settlement enjoyed great 
prosperity during the brightstone boom, but the 
community was left in ruins after an unexplained 
invasion of spiders and the subsequent disap- 
pearance of Duke Tseldora, the town’s founder 
and proprietor. The remains of the quarry and its 
surrounding buildings beckon attractively to op- 
portunistic scavengers and would-be salvagers, 
but no one who has ventured in has yet returned. 


Cromwell the Pardoner 


_— Ny 
i ~ ee a 
1 Staff of Wisdom, 10 Engraved Gauntiets 
Dark Leggings 11 Titanite Shard x3, 
2 Priestess Headpiece, Titanite Chunk, 
Priestess Gloves, Titanite Slab 
Priestess Robe, 12 Pharros’ Lockstone 


Priestess Skirt 
3 Bonfire Ascetic aes = 
14 Brightstone Key, 


4 Fading Soul, Fragrant B 
rant Branch of Yore, 
Clenc’s Small Shield Dark Quartz Ring +1 


5 Skeptic's Spice 15 Black Knight Ultra 
6 Southern Ritual Band +1 Greatsword, 
7 Estus Flask Shard Great Fireball 
Fire Seed 
8 Pharros’ Lockstone 
9 Crescent Axe. Prowlin; 
Soul Vortex ling Magus 


& Congregation 


BRIGHTSTONE COVE - F4 


Royal Army Campsite 


140 DARK SOULS TRILOGY COMPENDIUM 


BRIGHTSTONE COVE - B2 (\ Ps 
: aN ) A 


Lower Brightstone Cove weal NX> ee 
? “a 
, ; \ 


Zé BRIGHTSTONE COVE - F3 
“¢) 
Weaponsmith 
Ornifex 


Locked 
(Tseldora Den Key) 


ye 


(Brightstone Key) 


Locked 
(Brightstone Key) 


BRIGHTSTONE COVE - BI 
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— 


> SHRINE OF WINTER & DRANGLEIC CASTLE — 


he Shrine of Winter serves as a gateway between the Shaded 

Woods and Drangleic Castle. Only those who have proven their 
worth may proceed through the Shrine to the foreboding mountaintop 
abode of King Vendrick and Queen Nashandra 


Forgotten Chamber 


Locked (King’s Ring) 


EIC CASTLE ~ BI 
DRANGLEIC CASTLE - FI 


King’s Gate 


Darkdiver 
Grandahi 


THRONE ROOM 


1 Dragonsiayer's Crescent 
Axe, Golden Falcon Shield 


2 Divine Blessing 


3 Great Combustion, 
Fire Seed 


4 Sublirne Bone Dust 

5 Pharros’ Lockstone 

6 Faraam Heim, 
Faraam Armor, 
Faraam Gauntlets, 
Faraam Boots 
Mastodon Greatsword 


“f 
8 Royal Soldier's Ring +1 
9 
0 


Emerald Herald 


Frozen Flower 
Elizabeth Mushroom 


11 Hunter's Blackbow, 
iron Arrow x20 


12 Old Knight Hammer 


13 Caitha’s Chime, 
Soul Greatsword 


14 Gower's Ring of Protection 
15 Firestorm 
16 Fone Pole, 

Petrified Dragon Bone 
17 Estus Flask Shard 
18 Key to King’s Passage 
19 Soul Vessel, Fire Seed - 
20 Strong Magic Shield 
21. Ring of the Dead 


[_To Shrine of Winter] 
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SHRINE OF WINTER 


[- To Drangleic| 
_Castle} 


Locked (Requires all 
four Great Souls, 
or high Soul Memory) 


Imprisoned Milfanito 


@ 


—— Locked (Key to 
the Embedded) 


| Tower | ER 


[ To King’s Passage] 


m= 


_ Locked (Key to 
King’s Passage) 


Benhart of Jugo 


Central Castle Drangleic 


Nashandra 
Dragonrider x2 


CHAPTER 3 DRANGLEIC AREAS 


SS 


erste the King’s Passage lies the secluded Shrine of Amana, 
where a terrible demon was once sealed. The seemingly peacefy| 
and tranquil atmosphere belies the fact that the lineage of priestesses 
who maintained the seal ended long ago, freeing the demon to pray.on 
unsuspecting interlopers. 


SHRINE OF AMANA - Fl 


Crumbled Ruins 


. Locked 
‘ (Door of the Living) 


Rhoy’s Resting Place 


Demon of Song —— 


Locked (Fragrant Branch of Yore) —— 


Rise of the Dead ei ioet es eh 
-{__To Undead Crypt] 
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Important Items 
®) S aaa eal 


2 Ring 
SHRINE OF AMANA - F2 
14 ta 3 
15 
f 16 > 
7 , 
18 
19 k re 


Looking Glass Knight 


KING'S PASSAGE 


a 


Tower of Prayer 


Fd 


Milfanito 


Locked (Door of the Undead) 
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Z tee expansive crypt lies below the Shrine of 
Amana and is a place of rest for the living 
Overseen by Agdayne and the other Grave 
Wardens, it is open to all visitors provided they 
show proper reverence. The Crypts custodians 
treat its every occupant with the same care 
and take its security equally seriously - among 
other things, carrying torches or utilizing magi- 
cal light sources in certain areas of the Crypt 
is considered a desecration and will incur the 
Wardens’ swift retribution 


Velstadt, 
the Royal Aegis 4 
5 
6 
- 7 
Emerald Herald 8 
&, 9 
GY 10 
n 
¥ 12 
Vendrick 
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Undead Crypt Entrance 


Simpleton’s 
Soul of a Great Hero 
Crushed Eye Orb, 
ped 


Soul Vesse! 

Dried Fingers, Bonfire 
Ascetic kling Titanite 
Simpleton’s 
Black Firebomb 
Bracing Knuckle Ring +2 
Divine Bi ng 

Soul of a H 
Avelyn, Heavy Bolt x 
Mace of the insolent 
Soul of a Herc 
Olenford’s Staff, 
Great Lightning Spear 
Fragrant Branch of Yore 


King’s Ring 


15 


~~ ALDIA'S KEEP = 


anor of Lord Aldia, the elder [To Dragon Aerie} 

brother of King Vendrick and 
co-founder of the Kingdom of 
Drangleic. Aldia became increasingly 
absorbed in his macabre experi- 
ments until finally Vendrick confined 
him to the manor, but the experi- 
ments continued; those invited to 
Aldia’s Keep disappeared without a 
trace and were gradually replaced 
A @® by hideous creatures that wandered 
y the manor’s halls 


Lucatiel 
of Mirrah ; 


Foregarden 


Ritual Site 


Locked (Aidia Key) 


Benhart of Jugo 


[To Shaded Woods 


Important Items 


1 Red Tearstone Ring 10 Pharros’ Lockstone 

2 Dark Mask, Malformed 11 Divine Blessing x2 
Stall (Mimic) 12. Soul Geyser 

3 Fire Seed Petrified Dragon Bone 

4 Great Magic Barrier 13 Aldia Key" 

Royal Sorcerer Naviaan — 5 Northern Ritual Band +2. 14 Bonfire Ascetic x2 (Mimic) 

Petrified Dragon Bone 15 Cracked 

6 Brightbug Red Eye Orb x2 (Mimic) 

7 Dragon Acolyte Mask 16 Simpleton's Spice, 
(Petrified Ogre) Twilight Herb 

8 Bonfire Ascetic x2 17 Dragon Sage Hood 

9 Malformed Shell (Giant Basilisk 


1) Light ail sconces, tigger the: 
skeleton dragon attack 
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A great and ancient shrine situated among the clouds in the high- 
t reaches of Drangleic. The surrounding spires of rock are a 

nesting ground for wyverns and the shrine itself is home to the 

Ancient Dragon, a demigod that has lived since the beginning of 


time. Undead seek the Ancient Dragon's guidance in hopes of ; Booties Ascetic 9 Bonfire Ascetic x3 
breaking the Curse, but does this creature truly hold the answer? ne Ques Feng 32 10 Drakekeeper’s Greataxe 
3 Dragon Tooth Drakekeeper's Greatshieig 
4 Fire Tempest 11 Titanite Slab 
ptt, 5 Petrified Something, 12 Skeptic's Spice, 
~ pantie Petrified Dragon Bone, Twilight Herb 
Twinkling Titanite 13 Third Dragon Ring 
6 Ring of the Evil Eye +1 14 Petrified Egg 
7 Pharros’ Lockstone 15 Petrified Something Shrine E 
8 Mask of Judgment, 16 Crystal Magic Weap Mtrenee 
x pee of Judgment, Fragrant Branch o' 
: lanchettes of Judgment, 17 Ashen Mist Heart 


Tights of Judgment 


Locked (Fragrant 
Branch of Yore) 


To Aldia‘'s Keep jf 


~ Emeraid Herald 


DRAGON AERIE 
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DRAGON SHRINE - F2 


Under Stairs 


oly 


Ancient Dragon 


DRAGON SHRINE - Fl 
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eis ae oh 


se world of the past as it exists 
within the lingering memories of 
the withered. Using the Ashen Mist 
Heart obtained from the Ancient Dragon 
it is possible to briefly enter these 
nebulous memories and even interact 
with the past, but what exactly did the 
Dragon intend for us to see there? 


Ne 
ee eee cei 


y-— Benhart of Jugo 


FOREST OF FALLEN GIANTS = F2 
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=<°> MEMORIES OF THE ANCIENTS “= 


MEMORY OF ORRO - FI 


MEMORY OF ORRO ~ F2 


Locked 
(Pharros’ Contraption) 


MEMORY OF ORRO - F3 


MEMORY OF VAMMAR - FI 


FOREST OF FALLEN GIANTS - FI 


Captain Drummond 


Locked 
(Soldier Key) 


MEMC 


Locked (Opens 


from East side) Giant Lord 


1 Steel Heim, 
Stee! Armor, 
Stee! Gauntiets, 
Steel Leggings” 


2 Fire Seed 


3 Simpieton's Spice, 
Skeptic's Spice 


4 Bonfire Ascetic x3 


5 Soul of a Great Hero, 
Soul Vessel 


6 Soul of a Giant 
7 Fire Seed” 


IGHTSTONE COVE TSELDORA 


Giant Warrior Club 
Petrified Something 


Soul of a Great Hero, 
Bonfire Ascetic 


Soul of a Giant 
Bonfire Ascetic” 

Fire Seed 

Soul of 2 Giant 
Ancient Dragon Soul 


1) Memory of Orro 
2) Memory : 
3} Memory of Jegh 
4) Dragon Memones 


E 
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iis SS THRONE OF WANT —= 


t last, your journey has come to an end. With the sym- 
ol of the King, you've proven that you have the power 
needed to become the next Monarch, but a King cannot rule 
by might alone — you need strength of Will 


Your throne will show you the answers you seek, but the 


throne of a king is sacred. It is watched and defended, but if 
you want to proceed, then you have little choice 


Throne Watcher & Throne Defender, 
Nashandra, 
Aldia, Scholar of the First Sin 


—— Emerald Herald 


King’s Gate 


tle] 
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SL SHULVA, SANCTUM CITY = 


enna ae 


pore realm of the Sunken King, who ordered the construction of a 
grand sanctum to protect the slumbering dragon Sinh. Despite the 
King’s best efforts to prevent Sinh’s awakening, Shulva fell to the Drake- 
blood Knights and was destroyed when their leader, Sir Yorgh, struck the 
sleeping dragon with his spear. Sinh promptly awoke and spewed forth 
a massive cloud of poison which blanketed the city, wiping out its entire 
population and corroding the very landscape upon which it sat 


G) Switch behind 
breakable statues 


~ 


Unusual Tree 


Priestess’ Chamber 


Tower of Prayer 


Sanctum Walk 


To Black Gulch 


1 Dark Quartz Ring+3 13 Catarina Helm 25 Sanctum Shield 
2 Long Bow+7 14 Puzzling Stone Sword 26 Dark Greatsword 
3 Poisonbite Ring+1 15 Flynn's Ring 27 Petrified Something x3 
4 Elizabeth Mushroom 16 Dragon Stone 28 Brightbug x2 

5 Cracked Red Eye Orbx5 17 Sanctum Crossbow 29 Bonfire Ascetic x3 

6 Notched Whip +7 18 Sanctum Knight Heim 30 Flower Skirt 

7 Promised Walk of Peace 19 Eternal Sanctum Key 31 Titanite Slab 

8 Thunder Quartz Ring +3 20 Bloodbite Ring +1 32 Drakeblood Helm, 

9 Sanctum Mace 21 Denial peed pia Se 
10 Focus Souls 22 Drakeblood Greatsword Drakeblood Leggings 
11 Titanite Slab 23 Lightning Clutch Ring 33. Yorgh’s Ring 
12 Soul Vessel 24 Bonfire Ascetic x2 
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SHULVA, SANCTUM CITY 3 


Ceiling Switch 
(Hidden Door) 


——— Destroy Remains to Corporealize Knights 


DRAGON'S SANCTUM - FI 


Locked (Eternal 
Sanctum Key) 


(Switch high on Wall) 
————. Locked (Needs switch in nearby hallway) 


IN'S SANCTUM - BI 


= Destroy Statues to Corporealize Knights 


Ceiling Switch (Lower Spikes) 


DRAGON'S SANCTUM ~ B2 


Must shoot ——— Wall switch (Path to Bonfire) 
floor switch 
Wall switch Hidden 
= Sanctum 


(Under bridge) 
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DRAGON'S SANCTUM - B3 


Sinh, the Slumbering Dragon 


Sanctum Interior 


—— Sanctum Nadir 


IN'S SANCTUM — BG 


Need Dragon Stone 


Lair of the Imperfect 
Elana, Squalid Queen 


CAVE OF THE DEAD - BI 


DRAGON'S SANCTUM - B5 


CAVE OF THE DEAD - Fl 


Afflicted Graverobber 
Ancient Soldier Varg 
Cerah the Old Explorer 


CHAPTER 3 DRANGLEIC AREAS 155 


Gx BRUME TOWER —> 


onstructed as a refinery and stronghold for the Old Iron King, 
Brume Tower fell into disuse after the King’s demise and stood 


empty for many an age. Nadalia, the Bride of Ash and one of the 
fragments of Manus, eventually made her way to the abandoned 
tower in search of its lord, but became stranded there and re- 
sorted to sustaining herself with the Souls of unwary visitors. This 
area holds a variety of rare treasure, some of which is extremely 
well-hidden; pay particular attention when riding the lifts as one of 


them passes an illusory wall. Seen! + 
[__ To Iron Keep] 


ee 


pn neal 


1 Smelter Wedge x6 31 Pilgrim's Spontoon 


2 Soul of Nedalia, 32 Life Ring +3 
Bride of Ash 33 Titanite Slab. 

3 Dexterity Ring Titanite Chunk x3 

4 Scythe+7 34 Soul of Nadalia, 

5 Bonfire Ascetic, Bride of Ash 
Human Effigy x2 35 Petrified Something 

6 Titanite Slab 36 Broadsword +7 

7 Soul of Nadalia, 37 Simpleton's Ring 
Bride of Ash 38 Bonfire Ascetic x2 


8 Dance of Fire 
9 Soul Vessel x2 
10 Caestus+8 


11 Soul of Nadalia, 
Bride of Ash 


12 Flame Quartz Ring +3 
28 Baneful Bird Ring 

29 Dispelling Ring +1 

30 Smelter Wedge x4 


BRUME TOWER ~ B2 


BRUME TOWER - FI 


The SmelterThrone — 


BRUME TOWER - B3 
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Locked (Tower Key) 


BRUME TOWER - BG 


BRUME TOWER - B7 


Upper Floor 


Locked (Opens 
from South side) 


Blocked (Exposive 
barrels on North Side) 
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BRUME TOWER - B9 


Gate (Lever on West side) 


Needs Scorching 
iron Scepter 


Gate (Lever on East side) [YTWYairetus a tlh) 


= 
g™~ (Lever ——- 


on West side) 


Gate (Lever 
on North side) 


Gate (Lever 
on East side) 


\ 


A 
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R-BIl 


rP) a 
Locked (Tower Key) 
© ~~ 
1) 


25 Soul of Nadalia, 
Bride of Ash 


4 ollection 26 Crown of the 
5 hing iron Scepter Old Iron King 
16 | Quartz Ring +3 27 Hollow Skin 
17 Tower Key 39 Soul of Nadaiia, 
Bride of Ash 
40 Ajonne Greatbow+5 


41 Majestic Greatsword 


cery Clutch Ring 


ul of Nadalia, 
Bride of Ash 


44 Brightbug x2 
rs 45 Soul of Nadalia, 


23 Soul of Nadalia, 
Bride 

24 Soul of Nadalia, 
Bride of Ash 


Bride of Ash 


BRUME TOWE 


Iron Hallway 
Entrance 


Lowermost Floor 
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IRON PASSAGE & oe 
" MEMORY OF THE OLD IRON KING ~~ 


ron Passage is a tunnel branching off of Brume Tower's lower levels, 
eventually leading to a boss fight against a variant of the Smelter De- 
mon. While optional and potentially quite challenging, this area contains 
several useful items. The Memory of the Old Iron King can be reached 
by examining the armor and weapon displayed atop Brume Tower, but 
is only accessible after acquiring both the Ashen Mist Heart and the Old 
Iron King’s crown. Although relatively short, this Memory zone is densely 
populated with powerful enemies and leads to a very challenging boss 
fight. oe 


nad 


ag — Smelter Demon 


IRON PASSAGE - Fl 


Ft Brume Tower 
[From Brume Tower _} 


MEMORY OF THE OLD IRON KING 1 


_- ap 
vn, 


To Brume Towé 


1 Simpleton’s Spice 

2 Cracked Red Eye Orb x3 
3 Pharros Mask 

4 Skeptic's Spice 
5 
6 


Twinblade +7 
Smelter Wedge 
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once-great city established by the noble 


Ivory King as a last bastion of defense 


against the Old Chaos. The King sacrificed ev- ‘a 

erything to protect his land and his people, but Knight 

with its ruler gone, most of the city’s residents Aadaraie 
Silent Oracle 


fled; the few who remain watch vigilantly over 
the snow-swept landscape awaiting a new 
champion to quell the Chaos once and for all 


F3 beyond the city limits lie the Frigid 
Outskirts, a barren wasteland perpetually 
lashed by raging snowstorms which inflict con- 
stant damage upon exposed travelers A few 
crumbling walls at desperately sparse intervals Fs 
offer some semblance of shelter, and a Pharros' / r 
Lockstone receptacle in one of the more intact 

ruins will create a precious healing fountain ( 
when activated. The greatest danger here is 
not the weather, however, but the fell beasts it 
brings with it... 


Grand Cathedral 


Wager 0 
FROZEN ELEUM LOYCE - FS 
bn 
Locked (Opens from West side) 4 


y _f Aava, the King’s Pet 


21 
r~ EY) 
= > > Locked (Opens 
from North side) 

" x CS 

oo 24" 

o:= \ Cr) 
>, ~J 

Outer Wall —— = @ J Expulsion Chamber 
Locked ——~ O) 


(Garrison Ward Key) 


From Shrine of Winter = 
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Locked (Light sconces after __ 
speaking to Alsanna, Silent Oracle) 


Locked (Lever at 


top of elevator) Loyce Knight 


Winged Spear +7 
Old Bell Heim 
Ring of the Embedded 


Snowball (Attack to fill gap in bridge) 


COMVAEMAWH 
int 


12 Garrison Ward Key 

13 Divine Blessing x2 

14 Sorcerer's Twinblade 

15 Soul Vessel 

16 Brightbug x2 

17 Bonfire Ascetic x3 

18 Titanite Slab 

19 Catarina Armor (Mimic) 
20 Durgo's Hat 

21 Elizabeth Mushroom x3 
Splintering Lightning Spear 
Priest's Chime +8 
Elizabeth Mushroom x2 
Ring Of Resistance +1 
Symbol of Avarice 
Curved Nil Greatsword 
Large Club +8 

Ivory Warrior Ring 
Pharros’ Lockstone 
Azal's Staff 

Cracked Red Eye Orb x3 
Dark Clutch Ring 
Mirrah Hat (Unmasked 
Lucatiel’s Hat) 

Ring of the Living 

Fire Clutch Ring 
Twin-headed Grestbow 


FROZEN ELEUM LOYCE — F3 


SSR PBRESBRBSSRESL 


Abandoned Dwelling 
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THE OLD CHAOS - FI 


¥) Burnt Ivory King 


FROZEN ELEUM LOYCE - F2 


Loyce Knight 
*€ % FROZEN ELEUM LOYCE - FI 


F 


Inner Wall 
Locked (Opens 
from East side) 


Locked (Opens _ 
from North side) 


— Locked 
(Lever switch) 


FRIGID OUTSKIRTS - FI 


Lud, the King’s Pet 
Zallen, the King’s Pet 
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CHAPTER 3 


Perhaps you've seen it, maybe in a dream. A murky, 
forgotten land. A place where souls may mend your 


ailing mind. 


You will lose everything. Once branded. The symbol of 
the curse. An augur of darkness. Your past. Your future. 


Your very light. None will have meaning, and you . 
won't even care. By then, you'll be something other © 
than human. A thing that feeds on souls. A Hollow. . 


Long ago, in a walled off land, far to the north, a great 
king built a great kingdom. | believe they called it’ = * 
Drangleic. Perhaps you're familiar. No, how could you be. 


But one day, you will stand before its decrepit gate. 


Without really knowing why. 


a flame. Your wings will burn in anguish. W 


time. For that is your fate. 


The fate of the cursed. 


ALDIA, 

SCHOLAR OF 
\ THE FIRST SIN 
—SOTFS 


Idia is King Vendrick’s brother and was re 

sponsible for years of dark, inhumane experi- 
ments in the sealed laboratory known as Aldia’s 
Keep. Although the purpose of this research was 
ostensibly to devise a means of breaking the 
Undead Curse, the nature of Aldia’s methods and 
the results they produced eventually became so 
twisted that Vendrick banished and imprisoned 
his brother. Aldia, having lost everything, now 
seeks only to discover the true monarch and 
guide them to the answer he himself failed to 
grasp 


Talk—1st time after lighting a Primal Bonfire 
(Sinner's Rise/ Black Gultch/Iron Keep/Brightstone 
Cove Tseldora) 


No one has come this far, not for a very long while 
—+ Young Hollow, do you wish to shed this curse? — 
Then accept the fate of your ilk, and face the trials 
that await you. — Unless, you have already joined 
the crestfallen 


Talk—2nd time after lighting a Primal Bonfire 
(Sinner’s Rise/ Black Gultch/Iron Keep/Brightstone 
Cove Tseldora) 


Young Hollow, there are but two paths. Inherit the 
order of this world, or destroy it. —+ But only a true 
monarch can make such a choice. — Very few, 
indeed, have come even this far. —> And yet your 
journey is far from over. — Half-grown Hollow, have 
you what it takes, truly? 


Talk—3rd time after lighting a Primal Bonfire 
(Sinner’s Rise/ Black Gultch/Iron Keep/Brightstone 
Cove Tseldora) 


Young Hollow, seek after Vendrick. —- He who almost 
became a true monarch. — Vendrick is certain to 
guide your way. —+ Fledgeling Hollow, may we meet 
again 
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Like @ moth drawn to 


after 


Talk—1st time (Undead Crypt) 


Heheh, | believe we've been acquainted. —+ Young 
Hollow, conqueror of fear. —> What drives you so, to 
overcome this supposed curse? 


Talk—2nd time (Undead Crypt) 


Life is brilliant. Beautiful. It enchants us, to the point 
of obsession. —> Some are true to their purpose. 
though they are but shells, flesh and mind. —+ One 
man lost his own body, but lingered on, as a head 
— Others chase the charms of love, however elu 
sive. —> What is it that drives you? 


Talk—3rd time (Undead Crypt) 


Once, the Lord of Light banished Dark, and all that 
stemmed from humanity. — And men assumed a 
fleeting form. —+ These are the roots of our world 

— Men are props on the stage of life, and no matter 
how tender, how exquisite... — A lie will remain a 
lie. —> Young Hollow, knowing this, do you still desire 
peace? 


Choose “Yes” or “No” (Undead Crypt) 


Vendrick, the near-true monarch, is here, and not far 
off. —+ But what is a king? — You, neither born with 
greatness, nor granted it by the fates. —> What is it 
that you seek? —+ You cannot even say yourself. 
We shall meet again, young Hollow 


Talk—1st time (Dragon Shrine) 


Young Hollow. —+ How you grapple, without falter, 
with this dreadfully twisted world 


Talk—2nd time (Dragon Shrine) 


Peace grants men the illusion of life. ++ Shackled by 
falsehoods, they yearn for love, unaware of its grand 
illusion, —+ Until, the curse touches their flesh. — 
We are bound by this yoke. — As true as the Dark 
that churns within men 


Talk—3rd time (Dragon Shrine) 


All men trust fully the illusion of life. + But is this 
so wrong? — A construction, a facade, and yet... 
A world full of warmth and resplendence. —+ Young 
Hollow, are you intent on shattering the yoke, spoil- 
ing this wonderful falsehood? 


Choose “Yes” or “No” (Dragon Shrine) 


1 am Aldia. — | sought to shed the yoke of fate, but 
failed. —-+ Now, | only await an answer. —» Seek the 
throne. — Seek light, Dark, and what lies beyond 


for its own sake, but selflessly keeps the 


After choosing “Yes” to the query in the Dragon 
Shrine & defeating Nashandra (Throne of Want) 


Many monarchs have come and gone. — One 


drowned in poison, another succu flame 
— Still another slumbers in a realm of ice. — Not 
one of them stood here, as you do now. — Yo 


conqueror of adversities. + Give us your ar 


After defeating Aldia, Scholar of the First Sin 
(Throne of Want) 


| lost everything, but remained here, patie 
The throne will certainly receive you. > But 
question remains —» What do you want 
Light? Dark? Or something else entirely 


After exiting Throne of Want by choosing “Leave 
throne;’ during the ending cutscene (Throne of 
Want) 


There is no path. —+ Beyond the scope of light 
beyond the reach of Dark —+ _..what could possibly 


await us? —> And yet, we seek it, insatiably. + 
Such is our fate 


ALSANNA, 
THE SILENT 
ORACLE 

—DLC3 


A, |sanna is one of the fragments of Dark born 
AAstom Manus, and is the manifestation of 
her father’s fears. She sought the king of Eleum 
Loyce for comfort and ended up supporting him 


as an oracle, maintaining the seal on the Flames 
of Chaos beneath the city even after the citizens 


had fled and the king himself had been lost 
Unlike her sisters, Alsanna does not seek power 


contained for the safety of humankind in honor 


of her king's wishes. 


After approaching the entrance to Eleum Loyce 


You, approaching Eleum Loyce, — Turn back. — The 
old Chaos hungers still 


After ‘approaching the mist gate before Aava, the 
Kinge fet si 
“Go back — Aava is watching — Go back 

“After entering the mist gate & approaching Aava, 
the King’s Pet _ i 


Poor Aava, do you miss your king? —+ One without 
the sign has arrived. —+ Do be merciful, and end 


things swiftly. ao) 

‘After approaching the Eye of the Priestess 
“Tum away. —+ And never look back. — No one must 
ever find that which is sheltered in Eleum Loyce. 
“After acquiring the Eye of the Priestess & ap- 
proaching Aava, the King’s Pet 


This dead city has nothing to offer. —+ Go back. — 
Do not seek the old Chaos, nor its twisted flame. 


ink Aava could be bested... —» Who are you? 
“Talk—B after restoring all Loyce Knights 


“The frozen knights of Eleum Loyce. — You have 
restored their purpose. —+ Who are you, truly? 


“Talk—2nd time 
‘This land is barren, —+ Cursed, by the old Chaos. — 


It gave birth to atrocities, and the people fled in fear. 
—+ Until our lord, the Ivory King, came. 

“Talk—3rd time y ei 
My dear lord, a most true king. — It was with his 
magnificent soul that he built Eleum Loyce... > 

and contained the spread of Chaos. — But the 
Chaos would not be sated, and the King gave his 
own soul. 

Talk—4th time 
Inevitably, the King was drained of vigour, and 
plunged into the Chaos’ heart. —+ Eleum Loyce was 
frozen in time, its leader lost... —+ | remain here, to 
contain the Chaos, honouring my Lord’s wishes. —> 
Perhaps one day, he will return... —+ | will stay here, 
until | wither away... —» There is nothing here, save 
that accursed flame 


Talk—5th time 


| have but one wish. —+ That my dear Lord might be 
freed from that unspeakable Chaos. —+ | haven't the 
strength to help him myself, but perhaps one such 
as you... —* Though | am yet to know your name. 
stranger, will you lend me your strength? 


Choose “Yes” to either the 1st or 2nd query 


Kind visitor, | thank you. —+ Let me open the path to 
Chaos. — And please, do all you can... —* Many of 
Eleum Loyce’s faithful knights followed their Lord 
into the Chaos. — But not one of them returned. —> 
The King's dutiful subjects waited patiently for His 
homecoming. —+ But it was too long a wait to bear 
— The knights of Eleum Loyce await a new leader. 
— One who will guide them into Chaos 


Choose *“No” to either the 1st or 2nd query 


Then be gone. — There is nothing here, nothing at 
all 

“Talk—After choosing “No” to either the 1st or 2nd 
_query query 


Stranger. —+ Are you now prepared to plunge into 
Chaos? 


“Talk—1st time after defeating the Burnt Ivory King 


You've granted my one wish... —* Now, | have no 
fegrets. — | was born amidst the Dark. —+ Long ago, 
in the depths of the Abyss, my Father perished. —~ 
The Dark shattered into tiny pieces, one of which 
was me. — How frightened | was. A frail thing, born 
from but a splinter of Dark. —+ | felt that | might 
simply disappear. —+ | am, in fact, the incarnation of 
my Father's fears. — | sought an anchor, and | saw 
that the King of this land was strong. — | sought him 
only to sustain myself, to smother my fears... —+ 
Now, | realise that he may have known all along. 

1 was born of fear, and my Lord provided comfort. — 
And so here | remain, heiress to my Lord’s wishes, 
watching over Chaos... — ...until the end of time. 


Talk—2nd time after defeating the Burnt Ivory 
OLA SS used i 
The knights of Eleum Loyce were swallowed by the 
Chaos... — ,..where their souls still remain. — | pray 
for their deliverance... 


| sense a knight's joyous elation. — Kind visitor, 
please accept my gratitude. 
Talk—2nd time after giving her 5 Loyce Knight 
Souls 
My dear Lord has departed. —+ | am left only to fend 
off the Chaos, and pray with all my heart. — For my 
dear Lord, and his loyal knights. 
Talk— 1st time after giving her 15 Loyce Knight 
Souls 
| sense a knight's joyous elation. — Kind visitor, 
please accept my gratitude. 
Talk—2nd time after giving her 15 Loyce Knight 
Souls 
The beings born from shards of Dark... +1 am not 
the only one. —> Even Dark seeks solace, and more 
$0, souls. —+ Magnificent souls...like your own... —+ 
One day, you may encounter another. Another being, 
born of Dark 
Talk—1st time after giving her 35 Loyce Knight 
Souls 
| sense a knight's joyous elation. — Kind visitor, 
please accept my gratitude. 
Talk—2nd time after giving her 35 Loyce Knight 
Souls 
My Father, once human, succumbed to Dark... —> 
And later, set in motion its raging advance. —- The 
Dark wanders, guided by its thirst for souls. But 
perhaps... —+ ...man is no different. 
Talk—After giving her 50 Loyce Knight Souls 
Kind visitor. —+ | am not the only being born of Dark. 
— You will face hardship like no other. —> Take this. 
—+ My sisters are as a thick Dark, their lust for souls 
insatiable... —+ May you find the will to resist thei 
desires 
Talk—After exhausting all of her dialogue 
Go on, kind visitor. + May you reach your journey’s 
end, one day. — | sense a knight's joyous elation. — 
Close by, yes, very close. 
Upon being attacked—A 
What are you 
Upon being attacked—B 
What do you seek in murder? 


Upon dying 
Oh...my dear Lord 


he Ancient Dragon resides in the Dragon 

Shrine and grants visitors the ability to delve 
into dreams. Despite its imposing appearance 
and unquestionable power, however, this crea- 
ture may not be quite what it seems. 


Talk—1st time pels afakoet a nf 
The murk shifts and stirs. —> Yet another stands 
before us... —> Then so be it. —» For the curse of life, 
is the curse of want. —+ And so, you peer... —+ Into 
the fog, in hope of answers. 


en 
BELL KEEPERS ae) 
LOA yi 


‘he Bell Keepers are ancient dolls given life by 

the Princess of Alken and the Prince of Venn, 
ancient nations that collapsed long before the 
rise of Drangleic. They are charged with guarding 
the twin bells, which are symbols of their mas- 
ters’ forbidden love, for all eternity. 


zt 1 ihe ~~ 


BELL KEEPER 


Talk—1st time 


Undead! Undead! — Keep your hands off our bell, 
the great Bell of Alken! —+ The bell belongs! To the 
Princess, it do! —» Stay back, or we slice! Slice you 
to bits! Me and my chums, we shan't be miffed! — 
Stay back, or you're pieces! Tiniest pieces! Hah hah 
hah hah! 


Talk—2nd time 


A long. long, long time ago, the Princess, she made 
me, yes, just like so! —+ To guard this bell! For the 
Prince's honour! —> Stay away, foul Undead, or 
you'll be a goner! Hah hah hah hah! — Stay back! It 
belongs, to the Princess, it do! > Mwah hah hah, 
ooh hoo hoo! 


Talk—3rd time, or after choosing “No” to either 
the 1st or 2nd query 

Hah hah hah, ooh hoo hoo! — You wish to guard 
the bell, you do? —+ For the Prince, and the Princess, 
forever, for true? 

Choose “Yes to either the 1st or 2nd query 
Hah hah, heh! Here, for you! —+ When you're ‘round 
the bell, you'll be brought near! —+ When the bell is 
in trouble, the ring brings you here! — Slice ‘em to 
shreds, whoever they are! Wherever, whoever, be 
they near, be they far! —+ Slice ‘em to pieces! For the 
Princess! —+ Hah hah hah! Oh, ah, hoo... — Bwah 
hah hah hah! 


Choose “No” to either the 1st or 2nd query 
Gah hah hah hah hah! — Useless fool! Filthy 


Undead! — Be gone, right now, or it’s off with your 
head! Ah hah hah hah! 


Talk—After choosing “No” to either the 1st or 
2nd query 

You want to guard the bell, do you? — For the Prince 
and the Princess, forever, for true? 

Talk—After choosing “Yes” to either the 1st or 
2nd query 

Ah hah hah! The Princess made me! To guard the 
Bell of Alken! —+ In Alken! The bell! Of the princess! 
In Venn! The bell! Of the prince, yes! —+ Tear ‘em to 
shreds, tear ‘em to bits! Gather around, and ring the 
bell swift! — We've been ringing this bell forever, we 
have! Ah hah hah hah! 

Taik—After reaching rank +1 as a member of the 
BeliKeepersCovenant 

Gah hah! Hah hah hah! — That's it! Bravo! Tear ‘em 
to shreds! — Slice ‘em and dice ‘em, and bring me 
their heads! Ah hah hah! 

Talk—After reaching rank +2 as a member of the 
Bell Keepers Covenant LS ae ay 
Bravo, my friend, look how they've bled! — Keep 
slicin’ | And dicin’! Till they're ail little shreds, heh! 
aah habs Oh Book ArT Paes 
Talk—After reaching rank +3 as a member of the 
Bell Keepers Covenant | ae 
Hah! Haaaah! — You are the best! The absolute 
best! —+ Heh, hah hah hah! 


Upon being attacked & made hostile 

Bah! I'll slice youtoshredst 
Upon approaching him, after he has previously 
killed the player — piste ies 

The Undead is back! That silly Undead! 


Upon killing the player _ ie 
_Aggh hah hah hah hah, dee hee, hee... 
Upon being attacked—A 


‘Upon being aed Eee 
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EPP yes ee) 


Hah hah hah, gah hah hah, ooh... 


After reducing his health to 50% or lower 
Slice you to pieces, miniature pieces...arrgh! 


Spr ing 2 ie a i eee 
Yarghh hee hee hee hee! 


‘Talk—After reaching rank +3 as a member of the 
Bell Keepers Covenant 


Take these! Take ‘em! Take ‘em for you! —+ Hm- 
™gg.... Mwah hah hah hah! 


‘Talk—1st time 


Undead! Undead! — Keep your hands off our bell, 
the great Bell of Venn! —+ The bell belongs! To the 
Prince, it do! —+ Stay back, or we slice! Slice you to 
bits! Me and my chums, we shan't be miffed! — 
Stay back, or you're pieces! Tiniest pieces! Hah hah 
hah hah! 


Talk—2nd time 


A long, long, long time ago, the Prince, he made me, 
yes, just like so! —+ To guard this bell! Princess's hon- 
our! —+ Stay away, foul Undead, or you'll be a goner! 
Hah hah hah hah! — Stay back, it belongs to the 
Prince, yes it do! —-* Mwah hah hah, ooh hoo hoo! 


Hah hah hah, ooh hoo hoo! — You wish to guard 
the bell, you do? —+ For the Princess, and the Prince, 
forever, for true? 


‘Choose “Yes” to either the 1st or 2nd query 


Hah hah, heh! Here, for you! —- When you're ‘round 
the bell, you'll be brought near! —+ When the bell is 
in trouble, the ring brings you here! — Slice ‘em to 
shreds, whoever they are! Wherever, whoever, be 
they near, be they far! —+ Slice ‘em to pieces! For 
the Prince! —+ Hah hah hah! Oh, ah, hoo... —- Bwah 
hah hah hah! 


Talk—1st time on the path to the Shaded Woods 
(Majula) 


Upon being attacked & made hostile (Maj 
Drangleic Castle/Memory of Orro) zipiad 


Have you business with me? — The way yonder's 
all blocked up you see. By this god-awful statue. —> 
Heavens above. Who thought it a good idea to put it 
there! — Ohhhh, I'm in quite the pickle now. 


Taik—2nd time on the path to the Shaded Woods ~ 
(Majula) 


See that statue? Gives me the willies. Stare at it for 
long enough, it starts to look alive. —+ Ach, It just 
does nae seem quite right. There are no craftsmen 
round these parts. —+ Hey, you don’t think a real-life 
person was turned to stone, do you? 


Talk—1st time on the path to the Shaded Woods, 
after using a Fragrant Branch of Yore to unpetrify 
Rosabeth (Majula) BreV USA Spee aes 
What?! Clearing the way was your doing, was it? 
Haah, didn’t think you had it in yer pal. —> No no no. 
That's not like it sounds, you know! It was a pleasant 
surprise, that's all. +> Name's Benhart. Thanks to 
you, | can resume my journey. — If we share the 
same path, I'm sure that we are gonna meet again. 
— I'll repay my debt to you in battle. And | swear it 
by my sword. — The road ahead’s gonna be long, 
but I'm here to help. Gah hah! 


‘ont to the Shaded Woods, 


debts. And I'll see mine paid. — | swear it, by my 
ancient swords 
“Talk— 1st time (Drangleic Castie)_ 


Ho! Well met, friend. —+ Good to see you well. Yes, 


hehh hehh, very good indeed. 


Te (Drangleic Castle) 
| journeyed from the distant east to perfect my 
swordsmanship. —> Legend has it that powerful 
beings slumber in this land. —+ This sword, it's been 
in my family for generations. And only a real man can 
wield it true. — | may face any manner of man or 
beast, but none shall be a match for my sword. Heh 
heh heh heh 


people have a mad glint in their eyes. — The land 
itself is overrun by terrible beasts. —+ No better place 


Well, we meet again! What you doing here? — 
Who've thought we'd meet in a place like this. — 
Fate just won't let us stay apart, will she? Gah hah 
hah hah hah hah! 


Choose “No” to either the 1st or 2nd query 


Gah hah hah hah hah! — Useless fool! Filthy 
Undead! — Be gone, right now, or it’s off with your 
head! Ah hah hah hah! 


“Talk—After choosing “Yes” to either the 1st or 
2nd query 


Ah hah hah! The Prince made me! To guard the Bell 
of Venn! — In Venn! The bell! Of the fine prince! 

In Venn! The bell! Of the princess! — Tear ‘em to 
shreds, tear ‘ern to bits! Gather around, and ring the 
bell swift! —- We've been ringing this bell forever, we 
have! Ah hah hah hah! 


enhart is an itinerant swordsman from the 

land of Jugo who traveled to Drangleic in 
hopes of awakening the true power of his sword, 
which he believes to be the legendary blade born 
from the grandfather of sorcery. Jovial and good- 
humored but a bit dense, Benhart is a stalwart 
ally in battle and never misses an opportunity to 
fight alongside a friend. 


Talk—2nd time (Forest of Fallen Giants) 


See the old sword’s caught your attention? Well, 
you've a good eye, then. — Ah, it's been in my 
family for generations. — They say it is crafted with 
moonlight, and we all know what that means, it 
wards off evil. —- And | would nae trade her for all 
the riches in the world. — They say that no man has 
ever teased oot the sword’s true power. — But in 
the right hands... Heh heh heh heh heh heh 


Talk—3rd time (Forest of Fallen Giants) 


| see you've taken a liking to the sword. Well, | ap- 
plaud you, for you've a sharp eye. — But this is one 
sword pal that | will nae be giving up. — If you still 
insist on having it... —- Then you will have to pry it 
from my cold hands! Gah hah hah hah hah hah! 


Talk—4th time (Forest of Fallen Giants) 


I've a great debt to you. And I'll never forget it. — |, 
Benhart, swear by my honour, to aid you in your dark- 
est hour! So nae problem pal. 


_Talk—1st time (Memory of Orro) 8 
Oh! Look at you! Old friend! — | see yer travels 
weigh upon you yet. —+ Just remember, I'm always 
ready to help. 

Talk—2nd time (Memory of Orro) 

My homeland is in the far east. A kingdom of hon- 
ourable fighting men. — And this sword yet awaits 
a true man to wield it. —> | know how swords think, 
you see! Gah hah hah hah! 

Taik—After summoning him as a White Spirit & 
successfully defeating 3 bosses (Memory of Orro) 


Very well. |, Benhart, will be honoured to chop 
to pieces. 


es cositeeellah Mel Boel he has previously 
e player (Maju! rangleic Castle/t 
of Orro) stle/Memory 


You're a sorry waste of life 


Upon killing the player (Majula/Drangle: 
Memory of Orro) sie rst 


You knew this would happen 


Upon being attacked—A (Majula/Drang): 
Memory of Orro) @ Teer eetal 


“Ooph! 
Upon being attacked —B (Majula/Drang| 

bey ot ons) igleic Castle/ 
Enough with that! 


“Upon being attacked—C (Majula/Drang). 
inecnocy of Oro) gleic Castie/ 


What in bloody...! 


“After reducing his health to 50% or lower 
Drangleic Castle/Memory of Orro) 


Hey! How dare you! 
Mpon dying 24s: 
What's done. ..urgh. 


you 


(Majula/ 


. Is done 


BLACKSMITH 
LENIGRAST 


| bree is a blacksmith from Volgen who fol. 
lowed his daughter Chloanne to Drangleic out 
of paternal worry for her well-being. He initially 
set up shop in one of Majula’s many abandoned 
buildings, but appears to have misplaced the key 
and locked himself out. A family man through 
and through, Lenigrast gives the outward 
impression of being a grumpy curmudgeon, but 
genuinely cares for his daughter and resents 
what he views as her cavalier disregard for her 
own safety. 


“Talk—1st time, before unlocking the door to hi: 
workshop using Lenigrast’s Key : 


Who are you? — Oh, it doesn’t matter, just help me 
open this door. —+ | packed my tools in here, seeing 
it was vacant... —+ ...but now somebody’s gone and 
locked the door. 


“Talk—2nd time, before unlocking the door to his 
workshop using Lenigrast’s Key 

I'm a blacksmith. I'm nothing without my tools. + 
Bring me that key. Chop chop! 

Talk—After unlocking the door to his workshop 
_using Lenigrast's Key 

Ah, yes, very good. —+ Now | can get to work. — But 
f t me set up. Come again later 


After unlocking the door to his workshop 
using Lenigrast’s Key & resting at a Bonfire 
You, stand back. This is dangerous work. + The 
name's Lenigrast. Just a simple blacksmith. + 
And you are...hmph! Another useless traveller. + 
A man ought to labour with his feet planted firmly 
in the earth. —+ Not roam around like you flirtatious 
vagabonds. — Oh, what does it matter... Go on, 


show me what you've got. —+ Your equipment. Let 
me have a look. But do it quick 


“Talk—A 


We have outwitted death a good many times. — 
Huh huh, My dear friend, take these 


Hmph, I'd given you up lor dead. Almost had me 
worried, really... 
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ae te er 


you've got. Pits 


“How goes your journey? — Take these. They should 
help a bit 


/Menu—Choose Talk” 1st time 


Drat, you're worse than my reckless daughter. —+ 
Don't s spend youre whole life in transit, you hear? 


“Menu—Choose “Talk” 2nd time 


“You'l | need souls to repair and improve equipment 
—+ | know only of smithing, but souls have many 

other uses, as well. — Don’t waste your souls on 
useless trinkets. Think before you spend. 


“Menu—Choose “Talk” 3rd time 


“Equipment can be strengthened with rare orestone 
But such orestone won't come easily. + My girl 
knows her stones, but she’s always out prancing 
about. —+ Now, there's a time for travels, but you 
can’t wander the world forever. —+ Even you must 
have someone waiting back home: 


"Menu—Choose “Talk” after acquiring the Dull 
Ember _ Ime 


| see that you have an ember. Where ‘did you get it? 
— | hear that embers were once used in a special 
process to fortify weapons. — But the whole art 
was lost long ago. Blacksmiths can’t use embers any 
more. —+ Including myself, I'm afraid. Just keep it as 
a souvenir. 


"Menu—Choose “Talk” 1st time, after Chloanne 
has arrived i in Majula 


My witless daughter finally came home. — Just as 
oblivious as she’s always been. — Well, at least now 
ai can k keep an eye on her. 


“Men Choose “Talk” 2nd time, after Chioanne 
has. arrived in Majula — 


“Stones? Try asking my daughter — You might be 
_ surprised 


“Menu—Choose “Talk” ‘1st time, after Gi 
arrived in Majula 


Now, don't go near that scum near the pit. The 
scoundrel’s name is Gilligan, and he’s infamous in 
our home town, — Yes, everyone's heard of him, as 
he always manages to stir up trouble. 


Menu—Choose “Talk” 2nd time, Gilligan has” 
arrived in n Majula 


‘Gilligan can certainly be helpful att times, , but he's a 
real conniver when it comes to money. — Hah, there 
are even people out for his life. —» And you can bet 
he brought it on | himself 


Menu—Choose “Leave” ’ after purchasing some- | 
er 


Vil be around, if you make it back. 


Menu—Choose “Leave” without purchasing 
something | 


Hmph. Don't t waste my time 


“After leaving abruptly 
People these days 


Lies being attacked—A 
..| Watch it! 

sen: being attacked — 8 

What's that about?! 

After reducing his health to 50% | or lower 

The gall of it! iin 

Upon being attacked & made hostile 

Well, if that's what you want! 

Upon killing the player _ 

_Hmph, t the damned fool 


approaching him, after he has previously _ 
killed the player 


BLUE SENTINEL 
TARGRAY 


pee’ is a representative of the Blue Senti- 
nels, a multinational organization which pur 
ports to protect the innocent from evildoers but 
also wields considerable power in the economy 
of Volgen. Targray himself, while somewhat aloof 
and self-righteous, genuinely believes his calling 
to be a noble one, and earnestly offers his guid- 
ance to those whom he deems worthy of joining 
his cause. 


Talk—1st time 


Transient being. —> This is no piace for one such as 
you. —+ Be gone. You are not needed 

Talk—2nd time 

Transient being, nothing has changed. — You would 
never make a Knight of the Blue, and | have nothing 
more to say. + Be gone. You are not needed. 


Talk—After acquiring a Token of Fidelity 


Transient being. —> You have obtained proof, you 

are worthy of joining our Order. —* You may cail 
yourself one of us, and are free to plant your roots 
in this garden of the gods. —+ Be proud. |, Targray, do 
proclaim, from this day, you are a Knight of the Blue. 
—+ Rejoice, and bask in your new honour. 


Choose “Yes” to either the 1st or 2nd query 


You are no longer a mere vagabond. You are now 

@ guardian, a Knight of the Blue. —> Proud knight, 
take this. — Wear this ring, and shine light upon 
stone. —+ Then, you will hear the voices of the blue 
apostles. — Listen for their cries of help, and repel 
the malicious invaders. —+ This is the proud work 
of the Knights of the Blue, the way they elevate 
themselves to a higher plane. — I'll provide what 
you need. You may visit me at any time. 


Choose “No” to the 1st query 


Do my ears deceive me? —> Who would refuse 
such magnificence? —+ Gods, have mercy...on this 
halfwit. He knows not what he speaks. 
Talk—After choosing “No” to the 1st query 


You are a wandering transient. —+ Do you rescind 
your ways, and seek honour as an apostle of blue? 
Choose “No” to the 2nd query 

Ohh Gods...have mercy 


Talk—After choosing “Yes” to either the 1st or 

2nd query = 
Proud knight, you may come to me, Targray, for help. 
Menu—Choose “Talk” 1st time 


We Knights of the Blue must rely upon one another 
to achieve our greater goal. —+ Present your Token 
of Fidelity, + Take your Token of Fidelity, and stand 


there. — ...to test your strength against other 
knights. 
Menu—Choose “Talk” 2nd time 1% 


Proud knight, aim high in all things. — We | knights 
must protect the apostles of blue. —+ Never forget 
this fact, and by your honour, never eschew your 
raining. 


Menu—Choose “Talk” 3rd time 


There are others in this forsaken place who have 
only a lust for blood. —+ They conspire to ambush 
blue apostles on the road. —+ Knight of the Blue, pro- 
tect our aposties from these bloodthirsty brigands. 

—+ Take pride in your duty as a Blue Knight. —- Work 
hard, and pursue a higher plane. 


“Menu—Choose “Tall aching rank + 
a member of the Blue Sentinels Covenant 


Take these 


You should have stayed far away! At GREE en => 
Upon dying thai 0/2 P yurchasing some- 
“ooh. Pursue your work. Knight of the Blue 


‘Do your work, and | will lend you strength. 


After leaving abruptly 
Go, and be proud. 


Talk—After reaching rank +1 as a member of the 
Blue Sentinels Covenant 


You've achieved much, and approached a higher 
plane. — But our path is long and arduous. —> We 
must always seek further challenges. 


“Talk—After reaching rank +2 as a member of the 
Blue Sentinels Covenant 


Knight of the Blue, you have accomplished much. 
— You are closer still to a higher plane. —+ You will 
continue to lead the weak and misguided. —+ May 
you always stand proud 


Talk—After reaching rank +3 asa member of the _ 
Blue Sentinels Covenant 


We walk along an endless path — Along the way, 
we see glimpses of a higher plane. —> We challenge 
ourselves, until we breathe our last breath 


Upon being attacked & made hostile 

You are my greatest challenge. 

After reducing his health to 50% or lower _ 
This is the ultimate challenge. 
Upon killing the player : 
By my knight's honour. 


Upon approaching him, after he has previously 
killed the player mide aha! 


Weicome back, my greatest challenge 
Upon dying x 
Great Sentinel...lead me home. 


After the player is summoned as & dies as a Blue 
Sentinel Breiner, tle yr ent 


Brave knight...be proud. —+ May you achieve great 
things. 


Cz traveled to Drangleic from his homeland 
of Mirrah in search of a cure for the Undead 
Curse, but the curse’s gradual erosion of his 
memory left him with no recollection of his 
original reason for being there. After discovering 
what appeared to be an ancient relief map in 

an abandoned mansion in Majula, Cale became 
fascinated with cartography and set out on a 
journey to prove that the map he had found was 
in fact a depiction of the continent upon which 
Drangleic sat 


Talk—tet time (Forest of Fallen Giants) 
Oh, I'm sorry. | was just...daydreaming, | think. — 


My name is Cale. | am a traveller, like yourself. — I'm 
Navigating the continent to create a map. 


Talk—2nd time (Forest of Fallen Giants) a4 


Why cartography, you ask? —> Well...that's a good 
question... —+ When | first came to this forsaken 
land... — ...1t was...um...hmm...? — Err...a 
curse...? Err...something about a curse... —* Hah 
hah... How embarrasing, | seem to have lost my 
focus. —+ But | do know one thing for certain. | have 
always been very fond of maps. 


“Talk—3rd time (Forest of Fallen Giants) 


1 came to this land some time ago. — Drangleic, the 
lost kingdom... It sounded so romantic... — Have 
you seen Majula? There's a rather spacious mansion 
there. — |...\'ve made it my temporary home. A...As 
something of a squatter, I'm afraid. 
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e (Forest of Fallen Giants) 
Inside the mansion, | found a strange map. Like 
none I'd ever seen. —+ | believe that it's a map of 
Drangleic. —+ Now I'm travelling the land to prove it. 
— Yes, yes, that's it! That's why | came to the king- 
dom! — Wait...No, that wasn’t it... + Then what? | 
don't seem to recall... 


Upon killing the player (Forest of Fallen Giants/ 


Are you... all right? 


‘After reducing his health to 50% or lower (Forest 
“of Fallen Giants/Majula) See 


How could you! 


‘Talk—5th time (Forest of Fallen Giants) 


Upon dying (Forest of Fallen Giants/Majula) 


Were you looking for that map? —> Wonderful! Then 
you're fascinated by maps, just like me?! —+ Shame 
‘0n you, you should have told me before! — Here, 
take this! A key to the mansion! —> What a joy to 
meet a kindred spirit out here... 

‘Talk—6th time (Forest of Fallen Giants) 
Incredible really, isn’t it? Such a map, to be chiselled 
in stone... —> Oh, but one thing... — | would not 
venture deep into the mansion. — | can’t be certain, 
but... I've heard disturbing noises... —+ Something 
about it feels wrong... Just be careful, please. 
‘Talk—7th time (Forest of Fallen Giants) is rete 
I'll be back in Majula soon, —+ Perhaps we will meet 
again, and discuss maps at our leisure! 
‘Tatk—1st time (Majula) 

Oh! Hello again! —» You've made it. The map, | 
presume? — Of course, take a good look! 
‘Talk—2nd time (Majula) 

Did you see the flame on the map? — It wasn’t 
there when | came here before. —+ | don't know 
what explains it... 

‘Talk—3rd time (Majula) 

But there is something greatly comforting about that 
flame. — It seems to fulfil something very precious, 
deep within the soul... —+ Something...essential.. 
‘Talk—4th time (Majula) 


| would not venture far into that hole. — It was 
blocked by a wall, something built long ago. — But 
it was crumbling, and | finished the job. Now a foul 
sound echoes within... . 
Talk—After partially illuminating the map in the 
Majula mansion basement (Majula) 

Even more flames have appeared. — | don’t know 
what causes it 

Talk—After illuminating all points on map in the 
Majula mansion basement (Majula) 

It seems that all the flames have been lit. — It 
makes me feel...somehow... — Wait! What...am | 
doing here? —* Who are you again? 


Talk—After encountering Creighton the Wanderer 


Ah yes, there is something | wanted to tell you. 

— | was born in the land of Mirrah. — Mirrah is 

also the home of an infamous killer, a ‘knight’ in 
name alone, —+ He was locked in the dungeon for 
multiple murders. But shortly before his execution, 
he managed to escape. —+ And the other day... | 
saw a fellow with a striking likeness! And then! —> 
And then... Wait... —+ Well...1 think he looked rather 
similar... —+ N-no, it’s true! | saw just such a man, 

| swear! — | believe his name was...Cr...Cr...err 
Cray-something...! believe... —+ They shared...some 
resembiance, |...1 think... 


Talk—After illuminating all points on the map in 
_the Majuia mansion basement (Majula) 


rummond was a captain of Drangleic’s land 
forces during the Giant Lord's invasion, and 
oversaw the fort in the Forest of Fallen Giants 
A staunchly honorable and highly competent 
soldier, Captain Drummond followed in the foot- 


soldiers. And | don't take you for a mercenary. — 
Whoever you are, this is no battle to involve yourself 
in. —- Whether you are guided by bravery, or brash- 
ness, this is no place for you 


Tek 2nd time. idee 


1am Drummond, and the Lord has placed this fort 
in my hands. —* Whoever you are, | forgive your 
trespass. But leave this place immediately. — Just 
mention my name, and no man will challenge your 
exit. —+ And even if you don't, by now, my men have 
not the will to resist 
Talk—3rd time 

Soon, the Giants will descend upon this fort. — It 
is revenge, for the Kingdom's misguided barbarism 
—+ The venerable Lord built this kingdom to bring 
prosperity to His subjects. —+ What has transformed 
him so, | can not imagine 


Talk—4th time 

Long ago, the King crossed the seas, pillaged the 
land of Giants, and brought back a “prize” — It was 
then that the golems materialised. —> The Giants are 
no ordinary barbarians. A singular rage burns within 
their hearts. + My father, and his father, both fought 
the Giants on this very land. — The Giants have wills 
of steel, —+ They cannot find it within themselves 

To forgive the misdeeds of our lord. 

Talk—5th time 

Did you see him? That towering monster among 
them. — That is most certainly their King. — He 

will be a thing to topple, hah hah hah hah, even 

if | should die trying! + My blade may break, my 
arrows fall wide, but my will shall never be broken. 
—+ Those who live by the sword will die by it, and |, 
Drummond, won't go down without drawing mine! 


Fate brought us together for a reason. —+ Take these. 
And may they help you on your travels. 


Be gone with you, this fort will ‘soon fall. —» Be gone, 
before the Giants are entirely upon us. 


“Upon killing the player 

What a waste 

After reducing his health to 50% or lower 
Hmph! How very sporting! 

‘Upon dying 
“|..am...bested... 


a Wa 


CARHILLION 
OF THE FOLD 


larhillion is an accomplished sorcerer who 

departed the land of Melfia disillusioned with 
the empty ambitions and petty squabbles of its 
scholars, and made his way to Drangleic to hone 
his sorcery unhindered. He is focused and seri 
ous to a fault, but his vast knowledge and insa- 
tiable desire for truth make him both a powerful 
sorcerer and a highly competent teacher. 


“Talk—1st time with 8 or more intelligence (No- 
Man’s Wharf) ij 

Hmm...! sense power... — Very well. From this 
day, you shall be my new pupil. — | am Carhillion 
Carhillion of the Fold. Surely you've heard the name? 
—+ Now, now, do not be afraid. Let us explore the 
limits of sorcery. 

1st time with less than 8 intelligence (No- 


— lam 
Carhillion, and I’ve no interest in the magic-impaired 


Menu—Choose “Leave” after defeating the Flex- 
_ile Sentry (No-Man’s Wharf) 


Young pupil, may we meet again, in Majula 
Menu—Choose “Talk” 1st time (No-Man’s Wharf) 


The forces of magic, and souls, lie dormant in this 
land. — It is a fitting place to hone my sorceries 

—+ | suspect that | may even conjure up new spells 
here. —+ Sorcery is yet a mystery, even to me. Let us 
mature together, young pupil 

Mer hoose “Talk” 2nd time (No-Man’s Wharf) 


Use scrolls to unleash the power of sorceries. — 
But the power of each scroll is reliant on that of its 
owner, — The untrained cannot wield a scroll to 
its proper potential. + Never forget, young pupil 
There are no shortcuts to mastery. 


“Talk—1st time after defeating the Flexile Sentry, 
causing him to move to Majula (Majula) 


Oh, so you've finally decided to join us? — Let us 
resume our exploration of sorcery. 


Menu—Choose “Talk” 1st time, before encounter 
ing Rosabeth of Melfia (Majula) 


Sorcery and pyromancy thrive in Melfia. I've spent 
much time there, trying to perfect my art. — But 
staying was a mistake. The fools there had no inter 
est in truth. — Their ambitions were paltry, and their 
smiles cloying. | was sick to the back teeth of their 
petty squabbles. —+ There was nothing for me in that 
forsaken land. 


oro mya apache hal 
Argh! 


Talk—After defeating the Giant Lord 


Take these. | think you may just need them. — Don't 
ask me why. | just do. 


ounce hse ec taaroed 


Watch it! 


cine amabtanetm 


Stop that! 


“Upon being attacked & made hostile (Forest of 


Fallen Giants/Majula) 
I shan't die here! 


‘eed iE oayr ore a fon Shi) 


Upon being attacked—A 
Erg! 

Upon being attacked—B 
_How dare you! 
YU being attacked—C 

Enough with this madness! 

Upon being attacked & made hostile 
You dare to mock me! 


Ui ng him, after he has previously 
iene oer im, he has previously 


Shoo, go away! 


Are you determined to die? 


Menu—Choose “Talk” 2nd time, before encoun- 
tering Rosabeth of Melfia (Majula) 


On my trip here, | met a strange girl once or twice 
— After a time, | never saw her again. | wonder 
where she went off to. + We spoke only a few 
times, but... A fair lass, if a bit clumsy. — | hope that 
she is safe 


Menu—Choose “Talk” after defeating the Flexile 
Sentry (No-Man's Wharf) 


Young pupil, my new sorceries are taking form. | 
will soon leave this land. — Next, we shall meet in 
Majula. Do not neglect your studies. 


Menu—Choose “Talk” 1st time (Majula) 

| sense a dark power here. —+ Something akin to 
sorcery... Only more...primordial... + | wish to find 
Out more about it, but as we see, this place Is In 
fuins. — Just what happened here? 


168 Dark SouLs Tritocy ComreNDIUM Gus —————— 


The arrogance of the young! 


Menu—Choose “Talk” 2nd time (Majula) 


Sorcery was created long, long ago. — Some say 
it was originated by the great pale being... —+ But 
we've no way of knowing if such claims are true. — 
js sorceries were lost over the ages. — Before 
pyromancy, there were fire sorceries, but they are 
long forgotten 
“Menu—Choose » “Talk” after Rosabeth of Melfia 
has a arrived in Majula (Majula) 


“So, th the girl's been here too. — I'm glad to see her 
safe, whatever that’s worth. 


Menu—Choose “Talk” after attaining 30 Intel- 
Ah, here, a fitting gift for you. — Seek higher planes, 
_young F pupil. Set 

“Talk—A after meeting his ‘Intelligence require- 
ment (No-Man’s Wharf/Majula) 


ek eek my teachings? Very well, very well. 


Talk after meeting his Intelligence requirement 
(No-Man’s Wharf/Majula) 


Back already? Your diligence is commendable 


Talk—C after meeting his Intelligence requirement 
_(No-Man’s Wharf/Majula) _ ial 

Your visit is welcome. | trust you've kept up your 
studies. eM crake “a Ai 
Talk—D after meeting his Intelligence require- 
_ment (No-Mai ‘sWharf/Majula) tails 
“Oh, there there you are, Do you seek my te teachings? 


Menu —Choose “Leave” after purchasing some- 
thing (No-Man’s Wharf/Majula) au 


_Young pupil pupil, do Not take my teachings lightly. 


“Menu—Choose “Leave” (No-Man’s Whart/Maju ) 
One _One day, F my teachings will save you 


After “After leaving abruptly (No-Man’ 's Wharf/Majula : 
The path is yet long, young pupil 


“Upon being attacked & made hostile (No-Man's~ 
Wharf/Majula) 


Upon approaching him, after he has previously _ 
killed the player (No-Man's Wharf/Majula) 


“Upon k killing the player (No-Man’s Wharf/Majul 


Behold my true power. 


How very tragic. 


“Upon being atacked—A (No Man's WharMajl 


Stop that! 


Upon being attacked—B (No-Man’s Whart/Majula) 


Have you lost your head? 


Hftor reducing his health to 0% or lower (No- 
Man’s Wharf/Majula) 


Damn, you bloody fool! 


‘ellager once served King Vendrick as the 

Chancellor of Drangleic. Despite having 
since passed away, his ghost remains bound to 
Drangleic Castle in a state of confused amnesia, 
continuing to receive visitors seemingly without 
awareness of his kingdom’s fate (not to mention 
his own). 


Talk—1st time 


Who are you... —» And by whose permission do you 
Stand before me? — This castle is the domain of 
King Vendrick. Is your trespass intentional? — ... —* 
His Highness...Where has he gone? 


Talk—2nd time 


You are a guest of our castle. | am the Chancellor, 
Chancellor Wellager. —> Do you seek an audience 
with my Lord, King Vendrick? —+ Unfortunately, His 
Highness is absent. —+ My Lord, ..The King has... —> 
The Queen...Has taken him 


My Lord made magnificent findings on souls... An 
accomplishment for the ages... —+ He vanquished 
the Four Great Ones... And built this kingdom upon 
their souls. —+ Our King has watched over this land. 
Since ages long, long ago... —+ King Vendrick...We 
must fight back. Or the Giants v will take Drangle 


‘Talk—4th time fae 


The King had a dear Queen, a woman 1 of unparalleled 
beauty. —+ Long ago, the Queen came to us, alone, 
from a faraway land. —+ She warned our Lord of the 
looming threat across the seas...of the Giants. —+ 
The King crossed the ocean... And defeated the 
Giants, with the Queen at his side. 


Talk—5th time eth 


The King commandeered their power And created 
the Golems. —> With the Golems, the king created 

this castle. —+ To celebrate victory... And to show his 
love his , his gratitude to his Queen. 


Talk—6th time 


The Queen. ..brought peace... to this land, and to 
her King. —> A peace so deep...it was like... —+ The 
Dark 


“Talk—7th time 


Is this...some sort of a dream? —+ 
am |? What has happened to our castle... —+ Who 
are you... —+ And by whose permission do you stand 
before me? 


Talk—8th time 


Welcome, visitor... — + Our guests are treated with 
honour. This is the way of our castle. —+ Tell me if 
you should require anything. —-+ Come back if you 
_should require anything. = + Be safe on your travels. 


Gone so soon? —+ Be safe on your travels... —+ 
Where has His Royal Highness gone... — The King 
of Giants... How did you slay that behemoth? — 
incredible... Now, take these. 


his vulgar and ill-tempered man of mystery 

dons a suit of chainmail which, at first glance, 
resembles that of Mirrah’s order of knights. He 
openly bears a grudge against Mild-mannered 
Pate, but only seems to be telling half the story 
behind their falling out. A sinister individual by 
any measure, Creighton’s disposition is less remi- 
niscent of an honorable knight than a vicious, 
cold-blooded cutthroat 


Talk—1st time after opening his cell with the 
Undead Lockaway Key (Huntsman's Copse) 


Talk—3rd time (Huntsman’s Copse) 

You be careful of him. Pate, | think he said. — He 
wears this rather unusual ring. You know it when you 
see it. — I've seen his type before. He kills entirely 
for the pleasure of it. —» I'm sure | won't be his last 
victim. The man’s better off dead, | tell you. + He's a 
slick talker, so don’t let him fool you. 


Talk—4th time (Huntsman’s Copse) ak 


Pate, the man with the strange ring. Watch out tor 
the slimy rat. —+ And don’t you believe a word he 
says. — I'll find the common footpad, and put an end 
to his roguery. Heh heh. 


Talk—1st time e (Shaded Woods) _ 
Heh heh. Just wait, you dirty fat... 


“Talk—2nd time (Shaded Woods) _ 


Hm? Oh...oh! 1 remember you?! —> Don't you scare 
me like that 1 thought you were him. 


Talk—3rd time (Shaded Woods) 

That bastard with the ring lives in Brightstone Cove 
down the way. — I'm gonna find him and settle the 
score. Nobody insults me like that. 


Talk time (Shaded Woods) 


“For the good of the world, and for my own honour. 
—+ | won't let that bastard live another day. Heh 3 


heh Damn! You're tougher than you look! 


Talk—1st time, after assisting him kill to Mild— 
Mannered Pate (Brightstone Cove Tseldora) 


Serves you right...Hah hah hah! —* ...Hah hah. 


h hah hah! 
—2nd time, after assisting him to kill Mild— 
Mannered Pate (Brightstone veTseldora) 


| did it...Hah hah! —+ Thanks for your help. He was 
no pushover... —+ Here, take this, and go to my boit- 
hole down the way. —> What's there is yours. —> Just 
a small token of appreciation 


Talk—3rd time, after assisting him to kill Mild— 
_Mannered Pate (Brightstone CoveTseldora) 
You did me well. Sr 


Jalk— 1st time, without assisting him to kill Mild— 
Mannered | Pate (Brightstone Cove Tseldora) 


Serves $ you right...Hah hah hah! 


Talk—2nd time, without assisted him to kill 
_Mild—Mannered | Pate (Brightstone Cove Ts Cove Tseldora) 


Wait You weren't friends with that rat, were 
_you? — Then jog on You've no business with me. 


Talk—1st time, after the player has previously 
killed Mild—Mannered Pate (Brightstone Cove 
_Tseldora) 


Oh, you. What do you went? — That bastard’s run off 
_somewhere. 


Your ring! That's his ring! — You're not friends with 
the bastard, are you? —+ Hand that ring over to me. 
He's no friend of yours. You can do without it. —+ 

Think carefully before you an: 


Choose “Yes” to the query (Brightstone Cove 
Tseldora) 


You killed him, didn’t you? — Fair play. ‘As long as he 
got what he deserved. —+ Here, take this, and go to 
my bolt-hole down the way. —+ What's there is yours. 
—+ Just a smail token of appreciation. 


Talk— After choosing “Yes” to the query (Bright- 


stone Cove Tseldora) 
Who are you? — | thought you were that bastard vee ed 
for a moment. —+ You've set me free. Now | can You did me weil. 
find him. —+ The cheeky prick. He won't know what “No* 
hit him wacom 'No” to the query (Brightstone Cove 


“Talk—2nd time (Huntsman's Copse) 


1 am Creighton, of Mirrah. | travel from land to land 
to hone my blade. — I've heard this land was full 

of danger. | thought it would suit me perfectly. — 

| joined forces with a man on the way, but he was 
no more than a back-stabbing knave. —> He took the 
first chance he had to try and off me. — | decided to 
set a trap for him here, but then | got trapped myself. 
— | can’t believe that | was so dense. Thank the 


stars that you came along. 


| see how it is. You're another slimy toad! 
Talk—After assisting him to kill Mild—Mannered 
Pate (Brightstone Cove Tseldora) 

Here, these are for you. —* You did me well. Just 
take ‘em. 


Ooh, that'll leave a nasty scar! 


Talk—5th time 


Do you ever cry out for help? — The journey of an 
Undead is long and treacherous. — You'll face invad- 
ers from other worlds at every turn. — If you need 
help... Why not prociaim faith in the Blue Sentinels? 
—+ When you face danger, the pilgrims of the Blue 
Sentinels will come to your aid. —> Protection is 
yours, if you wish. You need only accept their kind 
embrace 


Choose “Yes” tothe Ist query 


That is a wise decision, —+ People are weak...but the 
Blue Sentinels watch over us in their benevolence. 


Tsk! Fine enough! Do you went some? Fine enough! 


Soaesaeo” 


| see. Then, you'll have to brave this treacherous 
journey on your own. — If you ever require help, 
come back any time. — | will stay here, and pray for 
your safety. 


Don't you ever give up! ayy 
Upon the player (Huntsman‘s Copse/Shad- a Seal Ey Be i es 
Mioodetvightoesne CoveTeaidoral You...need my help, do you? - 

Next time, you think before you pick a fight! Talk—B 

After his health to 50% or lower (Hunts- | will always be here...watching over you 

man's Woods/Brightstone Cove 7 = = 

Teeldora) aan arills Rio E TAGE Ge tate UR aed a 

Damn! This isn't right! Life is a journey...and every journey eventually leads 
to home. 

Upon dying (Huntsman’s Copse/Shaded Woods/ =a MLS GigE RS RIAD EAS —— 

Brightstone Cove Tseldora) Talk—After the player has died 100 times 


ike countless other Undead before him, Saul- 
came to Drangleic in search of a cure for 

the curse, but upon realizing the true complexity 
of his predicament and the heroic feats required 
to overcome it, he lost the will to go on and now 
spends his days moping in Majula. Destitute 
though he may be, Sauiden nonetheless offers 
sound advice to newcomers, and makes a genu- 
ine (if dispirited) effort to provide them with the 
support of the Way of Biue. 


Talk—1st time 


You're Undead...aren’t you. — You have that distinct 
Scent. The smell of irreversible fate. — This is 
Majula. — It is a kind of settlement... A place where 
life is almost normal. —+ And in Drangleic these days, 
there are very few places like that 


Talk—2nd time 


|am Saulden. And like you. ..I lost everything, and 
‘now I'm here. —+ You probably heard that it was 
Fepegened eg brews the curse here. —+ Well, that’s not 

atall.— e's nothing here, for you, me, or 
anybody. 


Talk—3rd time 


Do you know much about souls? —+ Even I'm not 
Certain, but... —+ I'm told that the soul is the es- 
‘sence of life itself. + Anything living, sentient or 
No, supposedly has one. —+ What we call the curse 
is traceable to the soul. + Do you see what that 
means? —+ To be alive...to walk this earth... That's 
the real curse right there. +> We Undead will never 
die. —+ And that's quite a predicament, really. 
Talk—4th time : 

There are four beings in this land with giant souls. 
— And wherever you go from here, you'll sooner or 
later come up against them. —+ Each has a powerful 
Soul, and a terrible curse... —+ If that frightens you, 


then you to just gi i 
tell orslverall just give up right now, Like | have. 


You have died many times, yes, | understand. — 
Here, these are for you. —+ May they help you on 
your travels. 


Talk—After the 1st threshold of NPCs have relo- 
cated to Majula 


Do you feel lonely here? — It suits me just fine, as 
I've nothing left anyway... — It will grow on you, this 
place... Give it some time. 


Talk—After the 2nd threshold of NPCs have 
relocated to Majula Bt 
Look at our new neighbours... — How they fret over 


all and sundry... Oh, those were better days. —+* Oh 
dear me, it really takes me back 


Telk—After the 3rd threshold of NPCs have relo- 
cated to Majula 


Quite a hive of activity we are, these days. — I'd 
forgotten how much comfort a little companionship 
can bring. —+ Once, I'd lost everything, but now... — 
1 am grateful. For what you have taught me. — It is 
very little, but please, take this. 


Do you see the way beyond the bonfire? That will 
take you to the Forest of the Giants. —+ There was 
once a great fort, but little of it remains. —> You may 
just find something there that will be of use on your 
journey. — But don’t venture too far inside, or you 
might not come back 


Menu —Choose “Talk” 2nd time S| 


Heide’s Tower of Flame lies beyond the far gate. 
In the cathedral, the apostles of blue gather. — But 
the road leading there is perilous. —+ The gate is 
rigged with some contraption... —> But how it works, 
| just don’t know... 


Menu—Choose “Talk” 3rd time 


Have you seen that pit? That gaping hole in the 
earth. — | don't know what it’s like down below, but 
| wouldn't suggest trying to find out. — Besides, 
you'll never make it down there, not without a ladder 
of some sort. 


Menu—Choose “Talk” 4th time 
The flame you see there is a bonfire. —+ They exist 
all across the land... beacons to we Undead. — If 


you are tired, try resting beside the flame. — The 
flame heals us. 


Menu—Choose “Talk” Sth time 


Menu—Choose “Talk” 6th time 

Did you notice any letters on the ground on the 
here? — These are messages that have jumped th 
fissures between worlds. — In Drangleic, the "ow: 
of time is convoluted. Things shift and waver twist 
and turn. —+ Poignant wishes, dashed dreams 

The messages convey our very inner thoughts —+ it 
your will to soldier on falters, try leaving a Message. 
Somebody out there is sure to listen. Me ee 


“Menu—Choose “Talk” 7th time 


You may notice symbols that appear upon the 
ground. —+ These are summon signatures...they call 
upon spirits from other worlds through the schisms 
in time. — If you fear Hollows, find summon signa. 
to call upon spirits to help you 
nu—Choose “Leave” 
May you find peace on your journey 

After leaving abruptly 

In a rush, are we? 

Talk—After leaving the Way of Blue Covenant 


You've no desire for protection? Very well. — Even 
so, | will pray for your safety 


Upon being attacked—A 
Ohgghh...ah! 

“Upon being attacked—B 
Really now, stop that! 

Upon being attacked—C 
“What on earth are you doing! 
Upon being attacked & made hostile 
“Have ‘you come unhinged? 

After reducing his health to 50% or lower 
What could possibly come of this?! 

Upon killing the player 

How did this happen 


Upon approaching him, after he has previously 
killed the player 
Still flirting with madness? 


Upon dying 


Finally, | will have peace... _ 


he reclusive Pardoner Cromwell is tasked 

with absolving the guilty of their sins. His 
grim countenance and eloquent, if patronizing, 
manner of speech lend him a dubiously enig- 
matic air. Nonetheless, his abilities are the only 
means of undoing transgressions against other 
characters, and the cost of his services depends 


Something seems to be bothering you. —* Yes, yes, 
1 can tell. It is written upon your face. You have 
doubts, about something you did. — | am Cromwell 
—+ Regret, anguish, disillusion, bewilderment. What 
wonderful gifts they are. —> Together, they are the 
essence of life. Don’t you agree? rae 
Talk—2ndtime 

But now, you are lost, bewildered by your own ac- 
tions. —+ You poor little thing. — Yes, yes how tiny 
and frail are we. —> But if your heart is yet sincere, 
your sins will be forgiven. —> Now is the chance. 
Demonstrate your sincerity tome. _ 


Long ago, a woman called a Fire Keeper watched 
over each bonfire. —+ She kept the flame lit, and 
guarded it from those who would extinguish it. 1 
wonder where the Fire Keepers went... 


|, Cromwell, will pardon your sins. _ 


170 Dark souts TriLocy Comrenpium Gs —————— 


“Now, now, w, confess your sins to me. 
Talk— p) 
“When you face doubt, you are welcome here. 
“Menu—Choose “Ask for pardon” 
You seek indulgence? Then tell me of your transgres- 
sion. 
‘Choose “Yes” to the query 

Your sin has been forgiven. —+ May your contrition 
be sincere and enduring 
“Choose “No” to the query 


“Then, you wish to stand and face your own sins? 
—» Such virtuous fortitude is rare, and | sincerely 
commend it 


“Menu—Choose “Talk” 


Anyone can be forgiven, as long as he is sincere 
—+ No matter how terrible the sin. — Surely, we all 
_deserve mercy, yes. 

_Menu—Choose “Talk” after attaining 35 Faith 
These are for you. —+ We all deserve mercy, every 
last one of us 

‘Menu—Choose “Leave” after being pardoned 
‘We must never forget our sins. 

“Menu—Choose “Leave” 

“Whenever you are ready. 

“After leaving abruptly 
_You will always find me here. 

Upon being attacked—A 
Ea 
“Upon being attacked—B 

Oh? 

“Upon being attacked—C 


“Youa are a cold beast. 


Upon approaching him, after he has previously 
_killed the player 

Be gone. TRE 
_Upon killing the player 
Forgive this poor soul 


Upon dying Goninon: 


his soft-spoken, wizardly old man appears 

frail and disabled at first glance, but travels 
with mysterious ease between several extremely 
treacherous, far-flung locales. Although he 
Speaks cryptically, Grandahl's interest in the 
Dark and the true nature of humans is plainly 
apparent; he is in fact the leader of the Pilgrims 
of Dark, a group of pioneers who seek to explore 
the fragmented ruins of the Abyss 
Talk—1st time, at 1st location (Black Gulch/Shad- 
ed Woods/Drangleic Castle) 
Abh, look how far this Undead has wandered. 
And a very fit Undead you are. — A bit too alive, but 
with a darkish shadow. Yet still unprepared. For a 
deeper Dark. —> And like every Undead, you have no 
future. —- Ooh, my, don’t mind me. I’m just talking 
amongst myself. — But if you find a need for a truer 
Dark, _Dark, then meet t again, we shall 


“Talk—2nd time at 1st location (Black Gulch/Shad- 
ed ingleic Castle) 


The Dark is still nascent within you. May ‘the Dark 
shine your way. 


Talk—1st time at 2nd location (Black Gulch/Shad- 
ed Woods/Drangleic Castle) 


Young Undead, don’t let this curse weigh upon you 
—+ We meet a second time. Perhaps you will yet 
traverse the Dark. —» Young Undead, if you truly seek 
the Dark, then we will surely meet again 


Talk—2nd time at 2nd location (Black Guich/ 
Shaded Woods/Drangleic Castle) 


May we meet again, somewhere, some time 


Talk—1st time at 3rd location (Black Gulch/Shad- 
ed Woods/Drangleic Castle) 


We meet again, young Undead. — You have the look 
of a true seeker. — | am Darkdiver Grandahl, seeker 
of Dark, giver of Dark. —+ If you seek true Dark, | 

will grant it to you. As much as you desire. —> Well, 
then... Is Dark what you wish for? 


Choose “Yes” to either the 1st or 2nd query (Black 
Gulch/Shaded Woods/Drangleic Castle) 


There you are, you are now a Pilgrim of Dark. — The 
Dark Chasm beckons you. —+ Those drawn to the 
Dark are destined to seek it 


Choose “No” to the 1st query (Black Gulch/Shad- 
ed Woods/Drangleic Castle) e 


Hmm... Perhaps | was wrong. — No, no, just ignore 
me. —> Young Undead, may the Dark shine your way. 


Talk—After choosing “No” to the 1st query (Black 
Gulch/Shaded Woods/Drangleic Castle) 


We meet again, young Undead. — Do you wish to 
be guided by Dark? 


Choose “No” to the 2nd query (Black Gulch/ 
Shaded Woods/Drangleic Castle) 


Then choose your own path 


Talk—After choosing “Yes” to the 1st query, 
1st time (Black Gulch/Shaded Woods/Drangleic 
Castle) 


Finally, you are here, young Undead. —+ Now, open 
the depths of darkness. —+ Young Undead, the Dark 
awaits you 


Talk—After choosing “Yes” to the 1st query, 
2nd time (Black Gulch/Shaded Woods/Drangleic 
Castle) 


Young Undead, what do you desire? 


Talk—After reaching rank +1 as a member of the 
Pilgrims of Dark Covenant (Black Gulch/Shaded 
Woods/Drangleic Castle) 


Young Undead, the Dark beset upon you runs deeper 
than | had imagined. —+ Let us see just how much 
Dark you can endure. —+ You have seen Dark that 
has existed from times long past. —+ What once was 
a great void of darkness became but fragments. — 
But slowly, the scattered fragments grew, absorbing 
all things. — It is we who will be pilgrims to these 
sacred sites. 


Talk— After reaching rank +2 as a member of the 


Pilgrims of Dark Covenant (Black Gulch/Shaded 
Woods/Drangleic Castle) 


| knew that you were special. — You are a true 
Pilgrim of Dark. —+ There is more Dark within you 
than even you know. —+ Dark is the mother of all. All 
things were born from it. 


Talk—After reaching rank +3 as a member of the 
Pilgrims of Dark Covenant (Black Gulch/Shaded 
Woods/Drangleic Castle) 


Young Undead, you've discovered the truest Dark 
within you. — A deep, deep Dark it is. > The Dark 
that we must all face. —+ We need the Abyss, more 
now than ever. 


Menu— Choose “Give Humany Effigy” (Black 
GulctvShaded Woods/Drangleic Castle) 


The mouth to the Dark Chasm is not normally open. 
— If you seek the Dark, young Undead, you must 
offer a human effigy. 


Menu—Choose “Talk” after offering him a Human 
Effigy (Black GulchyShaded Woods/Drangleic 
le) 


The embrace of the Dark is gentle. Let it absorb your 
sorrows, forever. 


Menu—Choose “Talk” after defeating the 
eedranins (Black Guich/Shaded Woods/Drangleic 
le) 


| bequeath these to you. Take ther on your pilgrim- 
age. 


Menu—Choose “Leave” (Black Guich/Shaded 
Woods/Drangleic Castle) 


May the Dark shine your way. 


After leaving abruptly (Black Gulch/Shaded 
Woods/Drangleic Castle) — 


As you wish, yes, as you wish. 


Upon being attacked & made hostile (Black Gulch/ 
Shaded Woods/Drangleic Castle) 


Young Undead, do you expect me to just keel over? 


Upon killing the player (Black Guich/Shaded 
Woods/Drangleic Castle) fan mah 


The Dark within you is faded and pale 
(Black Gulch/Shaded Woods/Drangleic Castle) 
The Dark...how could you. 


‘hese unseen avian sisters make their nest 

in Things Betwixt, high in the branches of a 
great tree away from the dangers prowling be- 
low. They are fascinated by objects with smooth 
and silky characteristics, and will cheerfully trade 
a variety of unique and useful treasure for such 
items. 


‘After approaching their nest i Ae 
You, you, give us smooth. — Yes, you, give us silky! 
After dropping tradable item bifintis 

Yah, yah. So nice, so smooth. —+ Yah, yah. Silky 
smooth 


After dropping non—tradable item 
You, you, not like that. —+ No, you, not at all. 


ELANA, 
THE SQUALID 
QUEEN 
—DLC1 


lana is one of the shards of Manus, Father of 

the Abyss. She is the incarnation of Manus" 
wrath, and resides in the ruined city of Shulva 
amassing Souls in preparation for her day of 


vengeance. 


“After entering the mist to initiate her bossfight for 


Sehe: tet Gene: 2h 
Huh! You were not deserving of the mire. 


Choose “Yes” to the 3rd query (Black Gulch’ 
Shaded Woods/Drangleic Castle) 


“After entering the mist to initiate her bossfight for 
_the 2nd time 


“Choose “No” Wo the Srd query (Black Gulch! 
_Shaded Woods/Drangleic Castle) 


Yes, very well, as you wish. 


CHAPTER 3 


You... forever you wu shall rot. 


After entering the mist to initiate her bossfight & 
she has previously Killed the player 


What brazen insolence! 
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ces. 


‘elkin originally hails from the land of Melia, 

where his studies of sorcery and pyromancy 
led him to frustrating dead ends before he dis- 
covered the forbidden art of hexes. Felkin’s natu- 
ral affinity with this Dark art, in turn, drew him to 
Drangleic, where he quietly hones his abilities in 
isolation. Despite his introverted personality and 
rudimentary social skills, Felkin feels a strong 
sense of solidarity with others who are in tune 
with the Dark, and readily shares his techniques 
with those who earn his trust. 


Talk—1st time with lower than either/or 8 intel- 
ligence & faith 


| don't know who you are...But leave me be. — The 
frailty...of the weak... Disrupts the Dark 


Talk—2nd time with lower than either/or 8 intel- 
ligence & faith 


Leave me alone. — | am interested in one thing. 
Dark. You haven't the gift 


Talk—With both 8 or more Intelligence & Faith — 


The Dark stirs... + | see... The Dark has sparked 
within you... + My name is Felkin. — | will trade 
with you. What do you need? 


Talk—With both 8 or more Intelligence & Faith—A 


You are...always welcome...yes...? 


‘Talk—With both 8 or more Intelligence & Faith—B 


The Dark...watches over you 


Menu—Choose “Talk” 1st time 


This land...lies closest to the Dark Th-that is “that 


is why | came here. — This kingdom...collapsed long 
ago. — All that are left... Are either Undead or Hol- 
low... —+ Save a few misfits like myself...hah hah 


Menu—Choose “Talk” 2nd time 


| wewent...| went...1 went to a great school. ..in 

the south... But neither sorcery nor pyromancy 
appealed...!... > |-l learned nothing...nothing at 

all... Lit was there that | happened upon the Dark. 

— It drew me in... The nebulous Dark... —+ Soon, | 
was drawn to this land, where Dark runs deeper than 
anywhere else. 


Menu—Choose “Talk” 3rd time 


Upon being attacked— A 
Upon being attacked—B 
‘What are you doing? 


“Stop p this. 
_Upon being attacked & ‘made hostile 
You've let Dark 
Upon approaching him, af after he! has | previously 
killed the player 


I cannot...let you have this 


Upon killing the player LSPA A Dae age 
One day... | will share your fate 


After reducing his. health to 50% | or lower 


take control. 


“Ahhh ahh ..my...my... Dark — 
Upon dying 
Look...the Dark. 


| see it...1 see it... 


GRAVE WARDEN 
AGDAYNE 


Fa oethby is a member of the Fenito race and 
rves as the head Grave Warden of the Un- 
dead Crypt. As his appearance suggests, he is a 
stoic and businesslike individual, but not without 
a slight sense of dry humor. Agdayne and the 
other Grave Wardens bear humans no particular 
ill will, but will not hesitate to expunge visitors to 
the ny who fail to show due reverence 

After appro ing his location for the 1st time 
without an ignited torch 


Halt. —- Human. Do not produce | light — Light, and 
all those who bear it, are unwelcome in this place. 


After approaching his location for the 1st time 
with an ignited torch 


Human. Put that light out. 


After bringing an ignited torch within closer prox- 
_imity to | to him, | after the initial ni 


| warned you. — You offend the dead “And now, you 
will join them. 


Hexes originated in...ancient times. > They were 
once...a form of sorcery. But the practice was lost 
then later rediscovered. + Those devoted to hexes 
are a lonely lot... But nevertheless...they give their 
lives to their art. + Such is the fate. ..of we practitio- 
ners of Dark. 


Menu—Choose “Talk” 4th time 


What drew me to the Dark...1...1...1 do not know, 
—+ Hexes ar...are more than mere tools to me... 
| feel affinity...and warmth... Something universal, 
Nostalgia...even... >» Those who discover Dark. 
realise this... And...they never come back 


Menu—Choose “Talk” after attaining 20 Faith 


These...are for you... —> Together, into the Dark... 


Menu—Choose “Leave” after purchasing some- 


Come again...as you like... +» The Dark 
within you... 


.Is always 


Menu—Choose “Leave” without purchasing 
something 


After leaving abruptly 


Till we meet again. 


Talk—1st time 


1 am Agdayne. Guardian of the crypt —+ Countless 
dead rest here in peace. Cradied by the comfort of 
dark. — Light only agitates. We have no need for it 
here. 


lam a Fenito. We weave death, and watch over the 
dead. — This task was granted to me by the one 
who gave us the first death. —-+ Countless souls rest 
here. Some of them from ages long ago. —+ Some 
were rich, others poor. Some wise, some dull, but 
now, they are all just dead. 


Talk—3rdtime meee PAS 


Did you come for him? The one ‘called ' Vendrick — 
You will find him deeper inside. —+ Many castle 
servants and the like have come to fetch their lord. 
— But they rest here now, put to death by the King’s 
own guards. — Perhaps he’s not in the mood for 
company. 


Talk—4th time 


In the past, humans were one with the dark. bend The 
former King of Light...He feared humans. Feared 
that they would usher in an age of dark. —-+ How 
queer, you humans. How you go on, never separat- 
ing truth from fiction 
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_ IMPRISONED 


“Upon dying _ 
{ph..-Ah, 


Talk—Sth time 


This place is welcome to all, provided due reverence 
is shown. — Death is equitable, accepting. We will 
all, one day, be welcomed by her embrace. — Tei} 
me what you desire. Show me reverence, and | will 
lend you my hand 


Talk—6th time 

What do you require, human? 

Menu—Choose “Leave” after purchasing some- 
thing 

Farewell, human 

Menu—Choose “Leave” 

Crude human, do as you please 

Menu —After abruptly leaving 


Going so soon? — We will meet again, eventually 


_Upon being attacked—A 


Hmph 


_Upon being attacked—B 


What are you doing 
Upon being attacked—C 
Are you mad, human? 


“Upon being attacked & made hostile 


Crude human, know your place! 


Upon approaching him, after he has previously 
killed the player 


The insolent will be punished 

Upon killing the player 

Now, where shall we bury this one? 

After reducing his health to 50% or lower 
The impunity 


_Upon dying 


Hah hah 
Menu—Choose “Talk” after acquiring King’s Ring 


You fool 


You've met the King, have you? — Life is never easy. 
never fair. Even more so, on this path you've chosen 
—+» May you find your peace one day. — Take these 

with you. You may need them, as proof of your visit 

here. 


MILFANITO 


he Milfanito are an ancient race created by 
the Great Dead One to soothe those bound 
by death and Dark. They share something of 
a hive mind, with each individual serving as a 
component of the whole: anything a single Mil 
fanito experiences is experienced by all Milfanito 
through their shared consciousness. These pure, 
innocent maidens reside in the Shrine of Amana 
and know nothing of the outside world 
Talk 
Ah... Ahh 
“Upon being attacked — AL 
Oh! 


Upon being attacked —B 


Ah...Ahh 


“Upon being attacked & made hostile 


Ahbh...Ahbh 


“After approaching her while she is hostile, after 
pee player leaves & returns, dies, or rests at 4a 
nfire 


Abh...Ahbh. 


_ KING 
_VENDRICK 
~—DLC1 


rendrick is the king of Drangleic, although he 
7 bette never assumed the true throne. 
With the help of his brother Aldia, Vendrick 
sought a cure for the Undead Curse, but their 
efforts ended in failure and led to Aldia’s banish 
ment from the kingdom. Vendrick sealed himself 
in the Undead Crypt and gradually went Hollow, 
leaving his wife, Nashandra, to rule the crumbling 
kingdom alone. 


“Talk— Ist time 


“Seeker of fire, coveter of the throne. —+ | am Ven- 
drick, ruler of Drangleic. 

Talk—2nd time 

As flame rises, so does it fade. Such is the way of 
things. —> Do you intend to link the fire? —+ Then you 
must first take the throne. — Prove your worth. Find 
the ancient crowns. — Seek adversity, and they will 
_be yours. = And your wishes, granted. 


“Talk—3rd time — 


Seeker of fire, deliverer of crowns. —> What do you 
see in the flames? — Find the crowns, and your own 
answers. —+ The crowns hold the strength of lords 
from times long past. —+ Seek adversity. — As befits 
you, seeker of fire, coveter of the throne. 


“Talk—4th time 


lam no king. | am more fit to be a jester... —> | was 

unaware of my own blindness. —> We are feeble ves- 
sels, with feebler souls. + We would cast aside the 
prop of life, only to face greater hardship. —+ Are you 
another such fool, or something more? 


“Talk—Sth time 


| fail to see your design, young moth — But | see 
_very little, these days. 


“Talk— 1st time, after acquiring one of three Lost R 
Crowns 


Seeker of fire, © conqueror of Dark. _ 1, too, sought 
fire, once. —+ With fire, they say, a true king can 
harness the curse. — A lie. But | knew no better 
— Seeker of fire, you know not the depth of Dark 
within you. — It grows deeper still, the more flame 
_you cove! Covet. — Flame, oh, flame 


“Talk—2ndt time, after acquiring one of th three Lost 
Crowns 


1am king of this wretched, unravelled kingdom. — | 
subdued the Giants, and claimed their strength. —+ 
So that | might step closer to fire 


Talk—3rd time, after acquiring one of three Lost 
Crowns 


Drangleic will fall, the fire will fade, and the souls of 
old will reemerge. —+ With Dark unshackled, a curse 
will be upon us... —* And men will take their true 
shape... 


Talk—1st time, after acquiring two of three Lost 
Crowns 


Seeker of fire, | see you’ ve ve subdued another foul 
creature. —+ One of the Father of the Abyss’ spawn, 
that confounded quintessence of humanity. — 

The Abyss once had form, but then dissipated. — 
And yet, traces of its existence endured. —+ Each 
fragment, thirsting for power, spread Dark, with no 
telent. —» My dear Shandra... was one such frag- 


ment... —+ A feeble, tiny thing that thirsted for power 
more than any other... — Driven by insatiable lust 
for a worthy vessel 


Talk—2nd time, after ‘acquiring two of three Lost 
Crowns 


Fire came to be, and with it, Disparity. + Heat and 
cold, life and death, Light and Dark. 


Talk—3rd time, after acquiring two of three Lost 
Crowns 


Dark was seen as a curse. —» Shadow is not cast, 
but born of fire. + And, the brighter the flame, the 
deeper the shadow. — Inherit fire, and harness the 
Dark. —+ Such is the calling of a true leader 


Talk—1st time, after acquiring all three Lost 
Crowns 


One day, fire will fade, and Dark will become a 

curse. —+ Men will be free from death, left to wander 
eternally. —> Dark will again be ours, and in our true 
shape... —+ We can bury the false legends of yore. 
Only... —+ Is this our only choice? — Seeker of fire, 
coveter of the throne. —+ Seek strength. — The rest 
will follow. 


Upon being attacked 
Foolish 


LADDERSMITH 
GILLIGAN 


illigan is a traveling salesman from Volgen 

whose primary merchandise is ladders, plac- 
ing him in a somewhat unique niche with little if 
any competition. He presents himself as friendly 
and likeable, but this is largely a ploy to lure 
unsuspecting Customers into making exorbitant 
purchases. Gilligan's shady business practices 
have earned him his fair share of enemies, some 
of whom wish to see him dead. 


Talk—1st time (Earthen Peak) 


Shush, you eejit, stay quiet! — ...I'm on the run, 
don't give me away! — ... You're a fugitive too, eh? 
—» ... Yes, why else would you be here... — ... It's 
got death written all over it 


Talk—2nd time (Earthen Peak) 


You want to climb down here? — ...| can lend you 
a ladder... — ...But em...ha...how much can you 
offer me? — ...Why, you! I’m trying to help you, 
you know... —* ...Have you no gratitude? Downright 
rude, really! — ...But I've...I've...I've got a soft heart 
So... —> ...I'l let you off, this once. 


Choose “Yes” to either the Ist or 2nd query 
(Earthen Peak) 

All right, it'll be just a moment... 
Choose “No” to either the 1st or 2nd query, or 
with insufficient souls (Earthen Peak) 

Hell, of course it's not free! 


Talk—After choosing “No” to the Ast < query 
(Earthen Peak) 


What? You don't have a choice, do you! —> ...Then, 
let's have it! Show me your finest 


After: choosing “Yes” to either the 1st or 2nd _ 
query (Earthen Peak) 


Ahhh...Go on ahead, | won't offer this deal twice 


“Talk—After having set up the ladder (Earthen 
Peak) resi 


Oh, what is it? What do you r need now? 


Menu—Choose “Leave” after purchasing some- 
_thing (Earthen Peak) 


_Menu—Choose “Talk” 2nd time (Earthen P Peak) 


There's something | heard from the other prison- 
ers... —» ... That creature, she was human, once, 
you know... —+ ...Hmm, In fact, she was wed to the 
Prince of that nearby castle... >... But her husband, 
hmm, he had feelings for another... —> ... The Prin- 
cess was desperate, and sought eternal beauty 
— ...Hoping that it would restore the Prince’s, ah, 
affection, ha you see what | mean 


Menu—Choose “Talk” 3rd time (Earthen Peak) 


Before long, the Princess’ ire transformed her into 
@ monster... —+ ...Now listen here. When do you 
think this all happened? — ...Long ago, when this 
very land was called something else... > ...We say 
Drangleic now, but... + ... Countless kingdoms have 
risen and fallen on this very spot... —+ ...And this 
won't be the last. ..oh no. 


_Menu—Choose “Talk” 4th time (Earthen Peak) 


That damned hag just can't let her old flame go. 
= She's going to get us all burned 


“Menu—Choose “Talk” 5th time (Earthen Peak) 


Gods almighty... 
dump 


Talk—1st time, after defeating Mytha the Baneful _ 
_Queen (Majula) 


Wait, you found your way © Out, too! Hah! — The 
name's Gilligan. Don’t make me say it twice! Heh 
heh. —+ All nght, what do you want? —+ | have every- 
thing you need! Heh heh heh 


Talk—A (Majula) 

An! Back already? Ha. OF ME 
Talk—B (Majula) 

All right, what'd you forget this time? 
Talk—C (Majula) 

Hey, what've you been up to tol : 

Talk—D (Majula) 

Come to see auld Gilligan, have you? Hah! 
Menu—Choose “Talk” 1st time (Majula) _ 


Ohhh, | should've listened to the warnings. This 
place is flippin’ mental. —+ Huh? No, | wasn’t born 
here. I'm from a wee bit... I'm from a wee bit out 
west, that’s all. —-* What? No, | wasn't born here. I'm 
from Voigen. —+ I've seen some rough times. | think 
I'll settle down for a while. 


Menu—Choose ° “Talk” 2nd time (Maj sla) 


You wouldn't believe the shenanigans that happen in 
my business. —> | thought at least here in the middle 
of nowhere | could stay clear of, you know, my auld 
pals. —+ Oh, don’t ask me what happened! Have you 
No discretion, me auld chum? 


Menu—Choose “Talk” 3rd time (Majula) 


That gaping hole? Hell, search me. — It’s where the 
people round here toss all their rubbish. —+ Corpses 
of you know what... Whatever they‘d rather be rid of. 
—+ Oh, and, and those human statues. Who are they 
supposed to be? — Anybody, | suppose. Probably 
just some auld pagan custom. —+ What's it like at the 
bottom of the hole? Why in the hell would | know! 
Hah! 


Menu—Choose “Talk” 4th time (Majula) 


Oh, yes, somebody told me that the grave of a...of a 
saint lies below here. —+ Not built by the King, no no. 
It dates back to a time long before him. —+ The tomb 
connects to that hole. —+ And there's. ..there’s. 
there's something about some...some Rat King 
down there. — Hell, if the old rat is as rich as they 
Say, Maybe | should go and pay visit! 


I'm not going to die in this 


No mate, these deals, they won't last forever 


“Menu—Choose * Leave” (Earthen Peak) 


Fine, then, all the best 
After leaving abruptly (Ea 


“Menu—Choose “Talk” Ist time (Earthen Peak) 


Psst, have you heard? —+ ...You know why they're 
extracting that poison, do you? — ...Well, apparently 
there's this monster lady, right... — ...And the 
poison, well, does wonders for her body... —+ ...You 
know, health and beauty, and that sort of stuff... 
...And | thought only human women were so petty! 


You want to go down that awful hole? You must have 
lost your marbles! Heh heh! — Fine, sure, fine, I'm 
happy to be of service. — You need a ladder, then, 
sure enough. — But you'll. ..you'll have to show 
_some generosity. 

“After exiting the menu after choosing “Set up 
Ladder” (Majula) 


Well! Fine, i it's not my business, anyway. 


‘Talk—After exiting the menu after choosing “Set 

_up Ladder” (Majula) } 
What, you're heading down after all? —+ Well, that’s 
fine, but if you want my help, you'll need to make 
_me an offer. 


my tum. 
‘Menu—Choose “Set up Ladder” & choose to pay 
_"3500" (Majula) 

Avery reasonable offer! —> Just you wait! Hm-hm! 
Menu—Choose “Set up Ladder” & choose to pay 
"12000" (Majula) 

Well! Realty! A very generous offer indeed, espe- 
cially from you! — | get such a warm feeling inside 
when | get the chance to help others! 


“Ate choosing « peymant &he he ished et. 


Hey, this ladder’s not for sale! — Th...the only things 
I sell are miniatures. | mean, if that tickles yer fancy. 
you can buy as many as you like! 
‘Menu—Choose “Talk” after spending 12000 souls 
‘on a ladder (Majula) 

Here you are my friend, you can have these, eh! It's 
a little bonus, you know, for your big purchase. — Ah 
come on, don't look so glum! I'm trying to be nice 
here! —+ You're hopeless, | tell you... 
‘Menu—Choose “Leave” after purchasing some- 
thing (Majula) 

Cheers for that! Hah hah! 
‘Menu—Choose “Leave” without purchasing 
something (Majula) 

‘What? Don’t waste my time. 

After leaving abruptly (Majula) 

Oi! Where're you off to now! 

Upon being attacked (Earthen Peak/Majula) 

Hey! That hurts! 

Upon being attacked & made hostile (Earthen 
Peak/Majula) 


You ungrateful little git! 
Upon killing the player (Earthen Peak/Majula) 
It's your own damn fault. 


erm hema hiked 
killed the player Peak/Majula) 
Why, you...!"ll tear you limb from limb! 


After reducing his health to 50% or lower 
(Earthen Peak/Majula) 


You vicious little! I'll not go down that easy! 


Menu—Choose “Talk” 2nd time (Heide's sTower 
of Flame) a 
Why did | come here? Weil... + Do | need any other 
reason, than to spread the gospel of miracles? — 

My preceptor always said this art should be shared 
with the world. + And such is my only wish, 
Menu—Choose “Talk” 3rd time (Heide’s Tower of 
Flame) plies Ibias Sho 
Sometimes | fight the urge to pack up and go back 
home. — It is, well...| must do this. —* And being 

out here all alone only makes this a more fitting test 
of my fortitude. has Bs 
Menu—Choose “Talk” 4th time (Heide's Tower of 
Flame) 3 


1 expected this cathedral to be bustling, but there's 
hardly a soul to be found here. — Without any 
goings-on, I'll have to move soon. —* To a place | 
could gull the... + Sorry, help the gullible by teach- 
ing the good word... Hah hah. 


Telk— 1st time after talking in Heide's Tower of _ 
Flame (Majula) 


Oh, helio there... An honour to see you again. —+ 
This room is not as it seems. There are two, not 
one, pathways leading out. — And only this lovely 
thing reveals the other path. — And this, you lovely 
thing... Only runs on miracles! — Shall | provide you 
with one? 


“Menu—Choose “Talk” 1st time (Majula) 3s 


To cast miracles, you must have strong faith in the 
gods. — Miracles began as tales told by gods. 
We preserve their will with lore, pray to their great- 
ness, and are blessed in return. — You must nourish 


your faith. 


Choose “Talk” 3rd time (Majula) 
What is the First Flame? —+> Well, it’s... + Hmm, 
you're not ready to comprehend it, I'm afraid! — You 
require more faith! And more miracles. Many more 
miracles! 


Menu—Choose “Talk” 4th time (Majula) 


You've had quite a journey, | can see... —* You must 
have a glorious number of souls by now... —* What a 
wonderful feeling that must be... Heh heh. 


Upon dying(Earthen Peak/Majula) 


a token effort to conceal her brazenly simplistic 
scams. 


Menu—Choose “Change the path” (Majula) 


Menu—Choose “Leave” after purchasing some- 
May the power of miracles be with you. —+ Offer 
your souls to the gods. 

Menu—Choose “Leave” without purchasing 
something (Heide’s Tower of Flame/Majula) 
No need for miracles? —+ The gods frown upon such 
soul scrimpers! 

Talk—After attaining 30 Faith (Heide’s Tower of 
Flame/Majula) 


Mejuia) attacked —B (Heide's Tower of Flame/ 
What are you doing! 

U — ide’s 

Moa attacked —C (Heide's Tower of Flames 


Please, stop this! 


“Upon killing the player (Heide’s T 
Majula) 's Tower of Flame/ 


Hah hah hah! 


Upon approaching her after she has previ 
killed the player (Heide's Tower of Flame/Majul) 


Back again, are you? 
Upon dying (Heide’s Tower of Flame/Majula) 
Have faith... 


LONESOME 
GAVLAN 


G avian is a traveling merchant specializing in 
an assortment of rare and unusual items. He 
is a member of the Gyrm race, but unlike most 
others of his kind, he does not distrust humans 
to the extent of immediate hostility. Though 

his command of the human language could be 
charitably described as “basic,” Gavilan is no 
man’s fool; he is both a savvy businessman and 
a formidable warrior, with a penchant for setting 
up shop in particularly dangerous or inaccessible 
locations 


Talk—1st time (No-Man’s Wharf) 

Who you? — | Gavian. — Gavian wheel? Gavian 
deal. — Gavian want soul. Many many soul. Gah 
hah! 

Talk—A (No-Man’s Wharf/Harvest Valley) 
_What? You want? 
ti B (No-Man's Wharf/Harvest Valley) 

Umm You want? Want what? 

—1st time after exhausting his dialogue in the 
‘Man's Wharf (Harvest Valley) 
m Gavian know you. 

Talk—1st time after exhausting his dialogue in the 
Harvest Valley (Doors of Pharros) 
al with Gavian? 


Talk—A (No-Man's Wharf/Harvest Valley/Doors 
of Pharros) 


Oh Gavian, know you What you want? 
Talk—B (No-Man’s Wharf/Harvest Valley/Doors of 


avian, Meet you again. 


You deserve to have these. For your faith has truly a 
deepened. — Go on, and seek greater miracles. 
With your faith, you deserve no less! 


After leaving abruptly (Heide’s Tower of Flame/ 
Majula) 


Oh? Done so soon? 
Upon attacked & made hostile (Heide’s 
‘Tower of ) 


Hyahh! I’ve no choice, now! 


you from these parts? —+ My name is Licia. | 
C to spread the art of miracles, a practice 
which | am a disciple. —* | can see that you are 
well suited to comprehend their wondrous power. — 
But the cost of it? That's for your heart to decide. 


After invading her with the Crushed 
(Majula) inbee 


Curses... Puzzled me out, have you? —+ At least now 
| can finish you off, guilt-free! Hah hah! 


"Menu—Choose “Talk” (No-Man’s Whart/Harvest 
Valley/Doors of Pharros) 


What you want? — With Gavilan, you wheel? You 
deal! Gah hah! —> Gavian wheel? Gavian deal. — 
Gavilan want soul. Many many soul. Gah hah! — 
What you want? — With Gavian, you wheel? You 
deal! Gah hah! 


Choose “Talk” after spending 16000 souls 


With Gavian, you deal. Much, much deal. — These, 
_you take, ah For you. _ 

Menu—Choose “Leave” after purchasing some- 
thing (No-Man’s Wharf/Harvest Valley/Doors of 
Pharros) i 


Talk (Heide’s Tower of Flame/Majula) 


Just speak up if you're in need of miracles. — That's 
why I'm here, after all. 


“Many deal... many thanks! Gah hah! 
Menu—Choose “Leave” (No-Man‘s Wharf/Harvest 
Valley/Doors of Pharros) 


You? Go home? 


Upon being attacked—A 
(Heide’s Tower of Flame/ 


After leaving abruptly (No-Man’s Whart/Harvest 
) betbecets i s 


Argh... Aargh! 


Valley/Doors of Pharros) | 
Umm... 
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“Upon being attacked & made hostile (No-Man’s 
_Whart/Harvest Valley/Doors of Pharros) 


“Umm You strong. 

“Upon 1 approaching him, after he has previously 
killed the player (No-Man’s Wharf/Hervest Valley/ 
_Doors of Pharros) 

“You die! i. 
“Upon being attacked (No-Man Whart/Harvest _ 
_Valley/Doors of P of Pharros) 


“Umm? 


ucatiel is a knight from the land of Mirrah 

who, like many other Undead before her, set 
out for Drangleic in desperate search of a cure 
for the curse. She also seeks her brother Asiatiel, 
who embarked on the same journey some time 
prior but was never heard from again. Lucatiel 
is acutely aware of her deteriorating conscious- 
ness, and finds herself increasingly overcome by 
despair at the prospect of going Hollow. 


“Talk—1st time (No-Man’s Wharf) 

What is it? — | don’t know you, and you don’t know 
me. — Things are better that way. 

“Talk—2nd time (No-Man's Wharf) 


Phew... — Heh heh. You are an odd one. — 
Normally, people keep a safe distance when they 
see this mask. But you... —+ | am called Lucatiel 

—+ From the land of Mirrah, to the far east. across 
the mountains. —+ They say Drangleic brims with 
powerful souls. —* And so | came to claim my share. 
— + But what a strange place. ..Even the rumours did 
not prepare me. fr: 
Talk—3rd time (No-Man’s Wharf) 
You are an odd one, indeed. !'ve always made a point 
of avoiding people. —+ While you've made a point of 
engaging me. —+| can see that you are mid-journey. 
If you require assistance, | will help you. —+ | come 
from Mirrah, a land of knights. My sword is always 
ready. —+ Don't hesitate to call upon me. Whatever 
happens, | won't be missed 


Talk—1st time, after exhausting her dialogue in 
_the No-Mé No-Man‘ ‘s Wharf f (Lost Bastille) 


“I thought t thought that might be you. You haven’ t changed _ 

a bit, have you? Heh heh. — The longer | am here, 
the more madness | discover. —> A wretched place, 
indeed, but not without traces of its former glory. —+ 
What could have caused such degradation? 


Ah, yes, i have not thanked you for h humouring me 
the other day. — This is for you. — Of course, I've 
_fo idea what it is Heh heh. 


time (Lost Bastille) 


“Our land of Mirrah is surrounded by enemies, and 
constantly at war. —+ There is only one way up in 
Mirrah. Join the Order, and prove yourself in battle. 
— My family had little fortune, and no name. | had to 
carve out a piece of the world for myself... — ...with 
two things. My sword, and my loyalty to my Lo Lord. 


Talk—4th time (Lost Bastille) 


| was raised to wield a sword from birth. — = Life was 
hard, but | never gave it a second thought. —+ | had 
swift success on the battlefield, and quickly attained 
respectable stature. —+ And then |... —* And then | 
came here...to... 

“Talk—Sth tin time (Lost Bastille) 


“Have yor you heard of the Undead? These poor of souls 
affected by the curse. —+ An Undead gradually loses 
his humanity, until his wits degrade completely. —> 
Finally, he turns Hollow, and preys upon others. —+ 
And a Hollow can never be human again. — One 
can skirt this wicked fate only with the help of the 
souls found here. + Assuming, of course, that the 
legends are true. > | can only hope. ..that they are. 


Talk—6th time (Lost Bastille) 


I'm sorry...to burden you with talk of my fate =! 
suppose I've grown weary these days, 


Talk—1st time, after exhausting her dialogue i in 
the Lost Bastille (Earthen Peak) 


Still on the road, are you? —+ Sorry to have burdened _ 
you so. —+ This is for you, by way of an apology. 


Talk—2nd time (Earthen Peak) 


I've found my thoughts growing hazy. —+- My memo- 
ties are fading, oldest first. + The curse is doing its 
work upon me. —+ | am frightened... Terribly so... > 
If everything should fade... What will be! left of me. 


Talk—3rd time (Earthen Peak) 


| had an older brother. We learned to fence together. 
—+ He became the most decorated swordsman in 
all of Mirrah, —+ | never even compared to him. —> 
In fact, | never beat him, not once. —+ But then, one 
day...he was gone, lost without a trace. —+ Now I’m 
certain. That he was taken, by the curse. 


Talk—4th time (Earthen Peak) 


If only someone would hear my tale... —» My brother 
must have come here, too. —+ Soon, | may forget 
even about him. 


Talk—1st time, after exhausting her dialogue in i 
Earthen Peak (Black Gulch) 


Oh... You... —+ My thoughts...are very. scattered... 
Talk—2nd time (Black Gulch) 


What is this curse? — The question rings in my 
mind, but | haven't the focus to answer it 


Talk—3rd time (Black Gulch) 


Loss frightens me no end. Loss of memory, loss 

of self. —+ If | were told that by killing you, | would 
be freed of this curse... —> Then | would draw my 
sword without hesitation. —> | don't want to die, | 
want to exist. —+ | would sacrifice anything, anything 
at all for this. — It shames me, but it is the truth. 


Talk—4th time (BlackGulch) 


Sometimes, | fee! obsessed... with this insignificant 
thing called “self” —+ But even so, | am compelled to 
preserve it. —+ Am | wrong to feel so? Surely you'd 
do the same, in my shoes? — ... + Maybe we're all 
cursed... —+ From the moment we're born 


Talk— 1st time, after exhausting her dialogue in _ 
the Black Gulch (Aldia’s Keep) 


Who are you... —+ Oh...No, forgive me. 
you... Yes, of course. 


Talk—2nd time (Aldia’s Keep) 


How goes your journey? — | know not what you 
seek in this faraway land... — But | pray for your 
safety. 


Talk—3rd time (Aldia’s Keep) 


My name is Lucatiel. —+ | beg of you, ‘remember my 
name. —+ For | may not myself 


Talk—After summoning her as aWhite Spirit & ; 
successfully defeating 3 bosses without her dying 
(Aldia’s Keep) aay 


Please take these. _ Consider this thanks, for keep- 
_ing me sane 


Upon being attacked—A (No-Man's Whart/Lost 
Bastille/Earthen Peak/Black GultctvAldia's Keep) 


I know 


if you really insist 
Upon dying (No-Man’s Wharf/Lost 

en Peak/Black Gultch/Aldia’s Keep) 
“Oh my dear brother... 


MAGEROLD 
OF LANAFIR 


fn eccentric merchant from the land of 

Lanafir, Magerold travels the world in search 
of trinkets for their aesthetic rather than practical 
or economical value. His cheerful, easygoing de- 
meanor contrasts sharply against his fascination 
with dragons and the dangerous nature of his 
trade, inviting some suspicion of his true nature 
and intentions. 


Talk—1st time _ 


What? Who're you? —. Who, me? rm Magerold, 
who else? —> What? Have a look at my wares. 
Talk—A era 


What? You again ? 

Talk—B PETTERS es: 
You've quite un unusual t taste, don't you? 

Tek-C oh 
Well? Where’ ve you been? 

‘Talk—D F Fas 
Finally decided to come and visit? ii 
Menu—Choose “Talk” Isttime 


I'm mainly a treasure hunter, you see. I'm m only a 
merchant on the side. — | roam about, looking for 
a find, following my instincts. —+ | don’t care what a 
thing is worth. What matters is whether it grabs me. 
—+ Do | enjoy what | do? Well...that’s a good ques- 
tion. —+ But | suppose | must, |...I've been doing it 
for ages 


_Menu—Choose “Talk” 2nd time 


There's: good iron in these parts. An old ing even 
used it to build a castle. — But the thing was too 
heavy, and it slowly sank into the ground. — Fires 
spouted from the earth, and...and the place turned 
into this. — At least, that’s what I'm told. Not a 
bad story, eh? —+ So, what'll it be? Anything for you 
today? 


Hey, You know | that. odd | fellow? With the hulking blue 
sword. —> He talks really highly of it, but | got a feet- 

ing it’s a fake. — | didn’t want to disappoint him, so | 
just sort of talked around it. —+ Let me just say, there 
are | lots of * “legendary swords” out there. 


Eek! 


“Upon being attacked —| B (No-Man's Whart/Lost- 
Bastille/Earthen | Peak/Black Gultch/Aldia’s Keep) E 


What's become of you! 


Upon being attacked—C (No-Man’s Wharf/Lost_ 
Bastille/Earthen Peak/Black Gultch/Aldia’s Keep) 


That will be quite enough! 


Upon being attacked & made hostile (No-Man’s 
Wharf/Lost Bastille/Earthen Peak/Black Gultch/ 
Aldia'’sKeep) 


If this is your wish, so be it. 


“Have you heard of the shrine o on n the eastern edge 
of Drangleic? —+ Built to honour the dragons, they 

say. — If only | knew how to get there, I'd go and I'd 
ri it for goodies. 


“Talk—After 2 acquiring the Petrified & Ego eis 

What is that? A petrified egg? — From the shrine? 
Fantastic... —+ Might...might you give it to me? — 
I'm fascinated by it...'m begging you 

Choose “Yes” to either the 1st or 2nd query 

How very kind of you. —+ This thing is amazing... 
Could it be a dragon egg? — | feel invigorated... Just 
by holding it. 


After reducing her health to 50% or lower (No- 
Man's Whart/Lost Bastille/Earthen Peak/Black 
Gultch/Aldia’s Keep) 


| won't die in this foul place! 


Upon killing the player (No-Man'sWhart/Lost 
“BastillerEarthen Peak/Black Gultch/Aldia’s Keep) 


Hmph... How sickening... 
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_Choose “No” to either the 1st or 2nd query j 
Oh no, no, no, no, no, don’t say that. Give a bloke a 
chance. .— I'm begging you. | realty should have that! 
“Talk —After choosing “No” to either the 1st or 

_2nd query 3 
Oh, change your mind? —+ Donating your stone egg 
after all? 


Upon being attacked—B de 
Upon being attacked—C 


‘What... ~ what. what the devill 


Ohh, just...just s stay away, will you? 


‘Menu—Choose “Talk” after spending 10,000 
souls or more 


| think we have similar taste. Really | do. —+ Here, 


5 Bes and his mate Najka are artificial beings 
created through magic by an ancient force 
that still holds sway over their lands. Najka has 
fallen under the influence of this mysterious 
power and become hostile to Tark, but their 
many battles always end in stalemates. Tark now 
resides alone in the Shaded Woods, awaiting the 
arrival of an arbiter who can help him resolve his 
marital issues. 


Talk— 1st time, with the Ring of Whispers 
equipped 


Human, are we? — This is no place for you. Be 
gone. 1 ST ss ae eR 
Talk—2nd time, with the Ring of Whispers 
equipped 


Are you not afraid of me? —+ Humans rarely come 
here. —+ Those who do turn back when they see me 
Or make an attempt on my life. —+ But you, heh 

are different 


Talk—3rd time, with the Ring of Whispers 
equipped 


We once had a master. He created us long, long ago. 
— But he was born with a fatal flaw. — He resented 
those who had what he lacked, and became fully 
mired in hatred. — Eventually, he drove himself 
mad. — It was at the peak of this madness that he 
conjured up we strange creatures. 


Talk—4th time, with the Ring of Whispers 
equipped 


Our master was a tragically lonely soul — Eventu- 
ally, his solitude eroded his very reason. — In the 
end, he never understood... — ...what it was that 
he truly lacked. 


Talk—Sth time, with the Ring ofWhispers 
equipped 


Nobody knows when we were born. — Or where 
our master has gone. — The only ones who even 
Speak a human tongue are myself and my better half. 
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“Talk—6th time, with the Ring of Whispers 
equipped 


await you at the end of your travels. 


ca human... Sev 
Upon dying, while the player has the Ring of 
_Whispers equipped 


Twish to ask a favour of you I want you to kill my 
betrothed. — Once, | always found her at my side 
But as time went on, things went awry. — She 
became violent, raging uncontrollably. + Eventually 
she came after me. —> And we've been locked in 
combat ever since. 


Talk—7th time, with the Ring of Whispers 
equipped 
We seem to be at a standstill. The wounds we 
exchange are never lethal. — | was born of my 
master's madness. Perhaps this is some curse. —! 
will be sure to assist you in return. — The past is a 
distant fog... —* My name was Tark... That is all that 
| remember. 


“Talk—1st time, with the Ring of Whispers 
equipped, after defeating Scorpioness Najka 


“You've defeated my better half. — This is my thanks. 
Take it. 


“Talk—2nd time, with the Ring of Whispers 
equipped, after defeating : Scorpioness Najka 


Long ago, there was a being with powers similar to ri 


ours. — The creature took the form of a spider, —> 
But | don’t know where it disappeared to. —+ Perhaps 
it was seduced by madness. 


Talk—1st time, with the Ring ofWhispers _ 
equipped, after defeating The Duke's Dear Freja 


“What skill. You've defeated my master. — But our 


master never dies, only changes form, so that he 
may seethe for all eternity. 


Talk—2nd time, with the Ring of Whispers 


“equipped, after defeating The Duke's Dear Freja 


| have no gods to pray to. —+ But still | pray that your 
journey will be safe. — Brave human, you have yet 
to face your greatest perils. — Take these. May joy 
Upon being attacked, with the Ring of Whispers 
equipped—A hs 


_Hrgkt! 

Upon being attacked, with the Ring of Whispers 
equipped—Bo ae. ite 
‘What are you doing! 

“Upon being attacked, with the Ring of Whispers 
equipped — —Cc 

How dare you! 

Upon being attacked & made hostile, with the | 
Ring of Whispers equipped : 

_Have you been enslaved by madness? 
After reducing his health to 50% or lower, with 
the Ring of Whispers equipped 

You wretched human! 


“Upon approaching him, with the Ring of Whispers 
equipped, after he has previously killed the player 


The mad will never be forgiven 


Upon killing the player, with the Ring of Whispers | 


Manin is an armorer from the trade city 
of Volgen who moved his business to 
Drangleic in order to escape his homeland’s 
fierce competition and interference from groups 
like the Blue Sentinels. Initially somewhat meek 
and timid, Maughlin gradually gains confidence 
as his business grows, but loses sight of some- 
thing important in the Process. 


GN: -—_ 


Talk—1st time 


Err, oh, hello there! —- W-welcome. to my 
+-I'm Maughiin, and | sell armour. — Oh. <¢ 
Please, do have a look at my wares. — | 
use the business... If you'd be so kind 


Talk—A 


Well, thank you, for coming back! Do take a look at 
my wares 


Talk—B 
Oh, hello again. |-| hope you find something of use 


ening —Choose “Leave” after purchasing some- 


Thanks very much. And, do please come again 
Menu—Choose “Leave” 


shop 
ry, | 
Ould really 


Well, |, | do hope | see you again 
After leaving abruptly 

Oh, is something wrong? 
Menu—Choose “Talk” 1st time 


| came from the west, from Volgen. —+ Have you 
been there? It's a lively place, vibrant with trade 
—+ Very competitive, of course. And y-you have to 
grease the wheels to get anywhere. — But | didn’t 
have the funding for that, so | left home in hopes 
of striking gold. — It's been years since then, and 
I've... well I've made very little headway... hah 
hah —+ | don’t even know why I'm still here... + 
Everything's all run-down and dying... It’s t-terrible 
for business, really 


Menu—Choose “Talk” 2nd time 


A group calling themselves the Blue Sentinels have 
gained much power in Volgen. — You can’t even run 
a shop without their blessing. —+ They claim to be 

working for the greater good, oh...but it's absolute 
hogwash 


Menu—Choose “Talk” 3rd time 


Hmm... — Oh, by the gods 
here? 


Talk—1st time, after spending 1000 souls 


Why the hell am | 


Oh, | was hoping that you would come. — I've 
stocked some new things, and | thought you might 
be interested. —> They've been selling rathe: 
and | may step up operations soon. — I'm. 
surprising even myself, to be honest 


Menu—Choose “Talk” 1st time, after previously 
spending 1000 souls 


Did | mention before that I'm not from these parts? 
— + | was on a journey... And somehow ended up 
here... —+ The desolation here was disenchanting at 
first. But over time, things started to turn my way. 
Yeah, |-I've got a good few regulars now. — They're 
all strangely desperate, and quite willing to pay a 
premium. — Sadly, some of them never come back 
But | try not to think about it 


Menu—Choose “Talk” 2nd time, after previously 
spending 1000 souls 


Have you seen that warrior lugging that giant blue 
sword about? — I'm no expert, but that appears 
be a fine specimen. —+ The monstrous thing has 
8 peculiar design, quite unlike anything found in 
Voigen. — If you should speak to him, would you 
ask him if he won't sell it? — I'd have to take an 
look, but I'm confident | could offer quite a price 
Menu—Choose “Talk” 3rd time, after previously 
spending 1000 souls 

| considered returning to my homeland, but I've 
decided to stay a while longer. — I've started to turn 
a handsome profit now, and | can’t bear to give it 
up. Heh. 


“Talk—After previously spending 1000 souls—A 


her 


Forget to buy something? Go ahead, take your time. 
_Talk—After previously spending 1000 souls—B 


I'm glad to see you safe. Take...take a look at my 


wares. 


Menu—Choose “Leave” after previously spend- 
ing 1000 souls & purchasing something 


Thanks very much. Do come again! 
Menu—Choose “Leave” without purchasing 


_something, after previously spending 1000 souls 


Always open for business 


“Aor leaving abruptly & previously spending 
_1000 sou Is 


“Finished already? 


“Talk—After passing 2nd Souls—spending 
threshold | 


Um, sorry, have we met? Oh sorry, it’s just I've 
been awfully busy lately. —+ Care to look over my 
wares? Please, be my guest. — | upgraded my stock 
recently. Although it may be a bit out of your reach 


“Talk—After previously spending 15000 souls—A 
“Looking for armour? Everything | offer is quite 
dependable. 

“Talk—After previously spending 15000 souls—B 


You need armour? Go ahead, see what Im offering 


“Menu—Choose “Talk” after previously spending 
_15000 souls 


a7 'm rich, I'm rich... Mwa hah hah! — | don't need to 
go home anymore! —+ Home...home...? Where 
where is home...? 


“Menu- —Choose “Leave” after previously spend- 
ing 15000 souls & purchasing something 


Thanks for the purchase. Do come again 


“Menu—Choose “Leave” without purchasing 
something, after previously spending 15000 souls 


Are you sure? Well... may sell out while you're 
away, 
After leaving abruptly & previously spending 
_15000 souls 


“Now, have some patience! 


"“Menu—Choose “Talk” after acquiring the Biue- 
moon Greatsword 


That sword that you've got May |, um, have a look 
at it? —+ Hmm, it’s...yeah...it’s interesting, it’s 

—+ Oh, no, I'm afrai...sorry, I'm afraid this is a fake 
It’s not worth much at all. — The original must be 
somewhere, | would imagine 


"Menu—Choose “Talk” after previously spending 
_15000, but currently holding 0 souls 


In a spot of bother are we? — Here, take this My 
_compliments. 


“Upon being attacked — Ae. 


“Upon being attacked—8 
Who...what the?! 


_Upon being attacked & made hostile 
_C-curses upon you! Enough of this! 
“After: _After reducing his health to 50% or lower 


¥you won't get me! 


Il did it.. 


“Upon approaching him, after he has previously 
killed the player 


Asal Neves ae 
Upon dying 
(sigh of death) 


Ment is one of only a few remaining 
natives of Drangleic. Having lived through 
the war against the Giants, she has taken to car 
fying all of her possessions with her everywhere 
she goes and tends not to stay in one place for 
very long. Despite her haggard appearance and 
bluntness of speech, Melentia has a kind, good- 
humored side to her personality and even offers 
discounts to those who treat nek well. 


Ta —1st time (Forest of Fa in Giants) 


Buy something, anything... —+ Come, now. help 
an old woman... And buy something... + Keh heh 
heh 


Menu—Choose “Talk” 1st time (Forest of Fallen 
Giants) 


My name is Melentia. > You a stranger to this land? 
— All we get is strangers these days. Everybody's 
gone and run off! —+ Drangleic’s been a pile o' 
rubble since the war fought long, long ago. —- When 
the Giants crossed the sea 


Menu—Choose “Talk” 2nd time (Forest of Fallen 
Giants) 


Seemed like the battles would never end. — Poor 
folk like myself had nary a place to sleep. — That's 
why | keep all me things right with me. — You may 
travel light, but methinks you bear a burden of your 
own, 


Menu—Choose “Talk” 3rd time (Forest of Fallen ; 
Giants) 

They say these trees grew from the remains of the 
Giants. —+ From each carcass sprouted new life, 
growing into what you see now. — But you know 
what they also say. Don’t believe what an old hag 
says! 

Menu—Choose “Talk” 4th time (Forest of Fallen 
Giants) 

It's high time that | pick up and move. —+ I've a 
bargain for you, next time we meet, my love. 


Talk (Majula) 


Oh, you again. —+ Go on...it’s on the cheap for you. 
— Keh heh heh 


Menu—Choose “Talk” 1st time (Majula) 


Everyone's so stingy around here. —+ Everyone's so 
stingy everywhere! — You're my only customer. 
Don't make me beg, now, buy something! 


Menu—Choose “Talk” 2nd time (Majula) 


We call this place Majula. —+ Not too special, if you 
ask me. — It's just the place... where everyone 
seems to end up. 


Menu—Choose “Talk” after spending 10000 souls 
(Forest of Fallen Giants/Majula) 


Take these, if you want them. Keh heh heh. 
Talk—A (Majula/Forest of Fallen Giants) 
Buy something, anything. 

Talk—B (Majula/Forest of Fallen Giants) 
Don't abandon a poor old woman. i 
Talk—C (Majula/Forest of Fallen Giants) 

| knew you'd be back ? 
Talk—D (Majula/Forest of Fallen Giants) _ 

You again? Keh heh heh. Pasay 
Menu—Choose “Leave” after purchasing some- 
thing (Majula/Forest of Fallen Giants) 
Thank you kindly. Keh heh heh... : 


Menu—Choose “Leave” after purchasing some- 7 
thing (Majula/Forest of Fallen Giants) 


_Lowly times, these are 


After leaving abruptly (Majula/Forest of Fallen 
Giants) 


_Keh heh heh. 


“Upon being ‘attacked (Forest of Fallen Giants) 
Majula) 


Keh heh heh 


_of Fallen Giants/Majula) 
_That's not very nice, is it? 


Upon b being attacked & made hostile (Forest of 
_Fallen Giants/Majula) ace A BS 


You've no respect! Die, you rotten | lout! 


Upon killing the player (Forest of Fallen Giants! _ 
Majula) so bhisre seh i; 


Cruel, cruel world, this is... Keh heh heh 5 


Upon approaching her after she has previously 
killed the player (Forest of Fallen Giants/Majula) _ 


I'll have your guts for garters! Seon PRES eee ses 
After reducing her health to 50% or lower (Forest 


MILD-MANNERED 
PATE 


P= is a self-prociaimed wandering treasure 
hunter who takes great pains to present him- 
self as amicable and well-meaning. He appears 
to have had some sort of misunderstanding with 
Creighton of Mirrah, though he pointedly omits 
several important details from his explanation of 
their spat. Despite his outwardly earnest efforts 
to provide warnings about dangerous traps, one 
cannot help but approach the unassuming Pate 
with a certain measure of caution. 


Talk—1st time (Forest of Fallen Giants) 


Hello there. Travelling all alone in these treacherous 
times? —+ Well, | hope you have a very good reason. 
—+ Oh, hogwash, who am | to judge? Hah... —» My 
name is Pate. —+ | journey hither and thither... On 
8 sort of treasure hunt, you might call it. —> Be 
careful out there. There's talk of unsavoury bandits 
who prey upon travellers like yourself. 


Talk—2nd time (Forest of Fallen Giants) 


Oh yes, you be cautious if you go any farther. 
There's treasure in there, for certain, but the en- 
trance locks from behind. — | saw the same design 
earlier, and it’s the same contraption, I'm sure. —* | 
was with this warrior, you see, and he insisted that 
he go inside first. + The rather brusque fellow tned 
to swipe the loot for himself, but it trapped him 
inside. — | still have the gent's ring. | do hope he 
wasn't harmed, 


Talk—3rd time (Forest of Fallen Giants) 


I'll leave this one to you. I'm worried about what 
might be inside. 


Talk—1st time after the gate trap has been acti- 
vated (Forest of Fallen Giants) 


Well, | see you managed to escape. — | hope. that 
brave warrior didn’t come a cropper either. —- Be 
careful out there. There's talk of unsavoury bandits 
who prey upon travellers like yourself. 


Talk—1st time after the gate trap has been acti- 
vated (Forest of Fallen Giants) 


Oh, but you should take this. — It allows Undead to 
call out for help to one another, across the fissures 
between worlds. — With luck, somebody will lend 
you a hand, 


Talk—1st time, after the gate trap has been 
activated, before talking to him (Forest of Fallen 
Giants) 


Well, that was 6 dose call Heh heh, =! wanted to 
warn you of the trap down the way, but you walked 
right past me. —+ My name is Pate. — | journey 
hither and thither. ..On a sort of. treasure hunt, 
you might call it. + Be careful out there. There's talk 
of unsavoury bandits who prey upon travellers like 
yourself. 


“Talk—2nd time, after the gate trap has been 
activated, before talking to him (Forest of Fallen 
Giants) 


Good to see you safe 


‘Talk— Ist time (Earthen | Peak) 


Well, we meet again. — There's treasure this way... 
But I've a bad feeling about it. —+ | don’t quite have 
the guts myself! Hah hah. 


Talk— 1st time after acquiring the Great Heavy 
Soul Arrow sorcery (Earthen Peak) 
Well, good to see that you survived. —+ Perhaps 
you're more rugged than | thought. — In any case, 
the treasure is yours. Since you went ahead, and 
took the leap. 
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‘Talk—2nd time after the Great Heavy 
‘Soul Arrow sorcery 

| prefer a more cautious approach. It's hard to know 
who to even trust these days. — For instance, I've 
heard that a man is out for my life. + Now, what 
misunderstanding could have ever led to that? — 
The poor bloke must have quite an imagination. 
Heh. 


After 
& defeating The Last without him dying 
(Earthen Peak) 


him as a White Spirit 


We went through a lot together. Take these, as a 
token of our friendship. he a they were 
meant for you... Heh heh.. 

the Great Heavy 


Taik—3rd time efter eoquir 
‘Soul Arrow sorcery (Earthen 


We knew you w were 8 coming... — And stopped 
singing 
Talk—2nd 1 time ree 


You be careful, too, my friend. For trust can be a 
nee 

After approaching him & 
they are fighting (Brightstone Cove? serthong 


He swung at me! Please, lend me a hand! 


Respite aha sssiation i in killing Creigh- 
ton (Brightstone Cove } oe 


What misunderstanding could we caused this? — 
Well. Thank you. | owe you my life. — My little pied- 
-terre lies beyond here. —+ You'll find some of my 
treasures there. Help yourself to those that suit you. 
— Here, use this key. 


Talk—2nd time, after es in killing 
Creighton (Brightstone Cove 


Be ci cautious on your 
“Talk—Without having assisted him in killing 
Creighton (Brightstone Cove Tseldora) _ Z 
What was he thinking? — | haven't done a thing 


After opening his trapped chest (Brightstone Cove 
Tseldora) 


Ooh, that'll leave a nice scar! 


yisrthes being attacked—A (Forest of Fallen Giants/ 
Earthen Peak/Brightstone CoveTseldora) _ 


Eek! 
Upon being attacked—B (Forest of Fallen Giants/ _ 
Earthen Peak/Brightstone Cove Tseldora) 


What the devil's...! 


Upon being sttacked—C (Forest of Fallen Gienta/ 
then Peak/Brightstone Cove Tseldora) - 


We are Milfanito. +» We are here to sing to those 
bound by death and [ Dark. 


We will sing here, forever, 2 as we always have, from 
long, long ago. —* We know nothing of the world 
outside. —> And why should we? For we will never 
leave 


Talk—4th ‘time | 


Do you seek King Vendrick? — But what isa aking, 
after all? ++ We know nothing of the world outside. 
— For we will never leave here 


Talk—Sth time 
When we sing, ‘the little o ones s dance — The little 


ones grant comfort to those who bear death and 
Dark = This | is what we were taught. 


“Talk—6th time sae 


Is there anything wrong? ed Perhaps this will help. 
— This is all that we can do. 


“Talk—After unlocking the Imprisoned Milfanito'’s _ 
cell with the Key tothe Embedded 
We hear a song in the distance. — You rescued a 


Milfanito who was taken from us. — Take this... We 
Milfanito thank you 


“Talk—After defeating the Demon of Song 
You quelled that cursed singing. — They may ‘be of 


‘Now, ‘stop that! 


“Upon being attacked & made hostile (Forest of 
Fallen Giants/Earthen Peak/Brightstone Cove 
Tseldora) 

Oh, | can scrimmage, my friend. 

After reducing his health to 50% or lower (Forest 
of Fallen Giants/Earthen Peak/Brightstone Cove 
_Tseldora) 


‘Not too shabby. Heh heh. 
Upon killing the player (Forest of Fallen Giants/ 
Earthen Peak/Brightstone Cove Tseldora) 


“Heh heh heh 


lle the payer Poret of ote Sebeataten 
Peak/Brightstone Cove Tseldora) 


You again? Oh, heavens. 


Upon dyii (Forest of Fallen GientsEarthen Peal 
Brightstone Cove Cove Tseldora) 


vets Milfanito are an ancient race created by 
the Great Dead One to soothe those bound 
by death and Dark. They share something of 

@ hive mind, with each individual serving as a 
component of the whole: anything a single Mil- 
fanito experiences is experienced by all Milfanito 
through their shared consciousness. These pure, 
innocent maidens reside in the Shrine of Amana 
and know nothing of the outside world. 


What did we ever do. 


‘After approaching her while she is 
San leaves & returns, dies, or rests at a 
re 


Are you never satisfied... Aren't you ever satisfied... 


_Talk—1sttime 
Who are you... —+ And what do you want from us? 
Talk—2nd time | 


Milfanito, that is what we are called. My ni name? 
—+ Do you mean our name? — We know nothing of 
_the outside world 


‘We sing eternally for those ‘who 
within themselves. —> We have been here forever. 
—- We know nothing of the outside world, and we 
do not need to. 


Bonfire 


“Talk—4th time 


The little ones were born from the Great Dead One 
—+ And the Great Dead One taught us song. — We 
have sung ever since. To comfort those bound by 
death and Dark. — This is what we were taught 


Talk—5th time 


Do you seek comfort, too? —+ You poor thing... + 
Take this, at the very least. — This is all that we 
can do 


“Talk—After unlocking the Imprisoned Milfanito’s 
cell with the Key to the Embedded 


‘We hear a song in the distance. — You rescued a 
Milfanito who was taken from us. — Take this... We 
Milfanito thank you 


Talk—After defeating the Demon of Song, giving 


the player a Divine Blessing 


You silenced that cursed singing. — Please accept 
these as a thank-you 


Upon being attacked—A 

Oh! 

Upon being attacked—B 

Ah! 

Upon being attacked—C 

We never 

Upon being attacked & made hostile 
What 


After approaching her while she is hostile, after 
the player leaves & returns, dies, or rests at a 


will you do to us? 


Why are you here? 


MILIBETH 


Nee serves as a caretaker for the three 
retired Fire Keepers who make their home 
in Things Betwixt. She has seen more than her 
share of hapless visitors bound for Drangleic 

in search of a cure for the curse, and prefers 

to mind her own business rather than join her 
elderly charges in taunting the Undead who end 
up at their doorstep. 


“Talk—1st time 


This is a limbo. A link between Drangleic and the 
outer world, — Fair traveller, | know that you must 
have a story. + Why else would you visit such a 
place? —+ This lost, decayed kingdom. 


Talk—2nd time 


My name is Milibeth. + The old women were once 
Fire Keepers. — | am here to look after them. — It 
is what my mother did, and her mother before her 
and so on. 


Talk—3rd time 


The old women were keepers of the fire. — But 
now, the fire shows signs of fading... —-* And the 
kingdom, is beset by Hollows 


Talk— 4th ‘time 

The old women are sisters. | am told there was 
fourth. — They have looked like that for as long as | 
have known them. — Long ago, Fire Keepers were 
commonplace. — But now they are lost, scattered 
to the winds 


“Talk—After lighting all of the sconces 


You have proven yourself to the forest. —+ We have 
little to offer, except perhaps these. —> May they 
bring fortune to your journey, in some small way. 
_Upon being attacked—A 

You brute! 


_Upon | being attacked— B 
_Stop this at once! _ 
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‘Upon being attacked —C 
What are you...! 


“Upon being attacked & made hostile 


“Leave at once! 


Upon attacking & making either Strowen, Griant 
or Morrel hostile 


What are you doing! 


ashandra is one of the fragments of Manus, 
Father of the Abyss, and is a manifesta- 
tion of her father’s desire. Her thirst for power 
transcends that of her sisters, and she assumed 
a human form in order to ingratiate herself with 
King Vendrick of Drangleic, all the while plotting 
to usurp the First Flame. Vendrick was aware 
of her true nature, but failed to either stop her 
or claim the throne himself; she now rules 
Drangleic alone, awating the arrival of an Undead 
pawn who can bring her plans to fruition 


Talk—1st time (Drangleic Castle) 


You have fought admirably on your journey, cursed 
Undead. — | am Nashandra, Queen of Drangleic. + 
A true monarch carries the weight of their souls. + 
The last king of this land, King Vendrick, as he was 
called... —+ He found the strength to rule his people, 
and when the Undead were born, cursed... —+ He 
found more strength, to face them. — But in the 
end, he never took the true throne 


Talk—2nd time (Drangleic Castle) 
Visit Vendrick. > We have no need for two rulers 


Talk—After encountering the hollowed King 
Vendrick 


Drangleic is no longer. 
Talk—After acquiring the King’s Ring 


Brave Undead, seek the throne. — Follow the sym- 
bol of the monarch, and do what must be done 


“Talk—After encountering the Ancient Dragon 


Brave Undead, what did that dragon tell you? 
That thing is a prop, a false deity. Don’t be fooled 
my Undead. 


Talk—After acquiring the Ashen Mist Heart 


Seek the forest, you, where those wretched Giants 
slumber. 


After defeating the Throne Defender & Throne 
eer during the cutscene initiating her boss 
ight 


Brave Undead, you have proven yourself to me. + 
Now, be one, with the Dark, 


_ OLD FIRE KEEPERS 
penne ee 


hese three retired Fire Keeper sisters reside in 

an isolated hovel in Things Betwixt with their 
attendant Milibeth. As their home lies directly 
upon the path to Drangleic from the outside lands, 
they inevitably find themselves greeting every 
Undead who journeys to the crumbling kingdom 
in search of a cure for the curse. Wise and cynical 
with age, the Fire Keepers are not above enjoying 
4n irreverent laugh at their quests’ expense. 


During the cutscene after opening to door to their 
abode 


Heh heh heh... What seems to be the ruckus? —> 
Ooh, my! Your face. —» The face of the curse. — It’s 
an Undead. + An Undead has come to play. Heh 
heh... —+ They all end up here, all the ones like you 

+ You spoke to that kind old dear. —+ Didn't you? 
Heh heh... — You're finished. —+ You'll go Hollow. —» 
Yes, you will become one of them. —+ Hollows prey 
upon men, feast upon the 
of the cursed. Heh heh heh 
What is your name? 


souls. —+ This is the fate 
—+ Hah hah hah... — 


During the cutscene after the player enters their 
name 


At least you know your own name. — Here's your 
reward for sharing. —+ It’s a Human Effigy. — Take a 
closer look... —+ Who do you think it’s supposed to 
be? — Think back, deep into your past. —s Yes, it’s an 
effigy of you 


During the cutscene after the player finalizes their 
true self 


All people come here for the same reason. — To 
break the curse. —+ You're no different, | should 
think? —+ Hmm... doesn't stand a chance. —» Well 
you never know! —» Hah hah hah... —» Go through 
the door and trot along to the kingdom. Go along 
ugh the door, and trot away to the kingdom —+ 
But remember, hold on to your souls. —> They're ail 
that keep you from going Hollow. —+ Oh, I'll fool you 
no longer... —+ You'll lose your souls...All of them. 


Over and over again 


OLD FIRE KEEPER 
GRIANT 


Talk—1st time 


Hah hah hah 


Talk—2nd time 


Upon being attacked 

Heh heh 

Upon being attacked & made hostile 
Hah hah hah 


Upon being made hostile, approaching them 
anew 


Hah hah hah 


Upon dying 
Hah hah hah 


OLD FIRE KEEPER 
MORREL 


Talk—1st time 
Hah hah hah 
Talk—2nd time 


Upon being attacked 

Heh heh ’ 
Upon being attacked & made hostile 
Hah hah hah. 


Upon dying eae 
Hah hah hah 


OLD FIRE KEEPER 
STROWEN 


Taik—1st time 


You must go, on a journey without rest. —> Well... 
suppose, if you find yourself at an impasse... —> 
But if your will is yet unbroken, then you may return 
here. — To start again, with a clean slate... —» Hah 
hah hah 


Talk—2nd time 
Now, go along, go along... Heh heh 


Talk—After the player has leveled up their charac- 
ter in Majula 


Still determined as ever, | see... Heh heh 
you wish to start all over again? 


— Do 


asta: Cpe “Talk” after acquiring the King’s 
ing 


Still holding up, are you? —* Go on, take these. Heh 
heh 


Menu—Choose “Reallocate points” without hav- 
ing acquired a Soul Vessel 


Oh, but you don’t have what's needed. —+ Well, that 
won't do at all! —+ Go along, then. Old hags don't 
bargain, dearie... Heh heh 


Menu—Choose “Leave” after using a Soul Vessel 
_through “Reallocate points” 


Now, go along. —+ On a journey without rest. Heh 
heh. 


Menu—Choose “Leave” without using a Soul 
Vessel 


No, of course not. —+ Now, go along then 
heh 


Upon being attacked—A 

Hah hah 

Upon being attacked—B 

Be nice. 

Upon being attacked—C 

Tisn't easy being old. 

Upon being attacked & made hostile 
A touch under the weather, are we? 


After approaching her while she is hostile, after 
the player leaves & returns, dies, or rests at a 
Bonfire 


Hah hah hah 
Upon dying 
Hah hah hah 


Heh 


he Rat King presides over a subterranean 
network of burrows and warrens wherein 
dwell his subjects, an unseen kingdom of rats. 
Although he has good reasons for distrusting 
humans, the Rat King is a just and honorable 
monarch, and will accept even a human into 
his service if the candidate can provide proof of 
worthiness. 


Talk—tsttime as 


Leave this place, human. —> We have no time for thy 
kind. —+ Humans bring nothing but filth. 


Is that a Rat Tail, human? — Thou'st one of mine rat 
burrows conquered. This will not go unnoticed. —+ 
Rejoice, for the right to serve me is now thine. — 
Since thou'rt human still... > Permit me ask. Wilt 
thou thy human soul surrender, and pledge thyself 
to me? — Swearest thou by the sweet-tempered 
sludge that laps at our bosoms? 


Sludge that laps at ourbosoms? 
Sew ine NOEL W Shear ths tet oF ane query 


Thou hast the eyes of one who perceiveth true beau- 
ty. —+ Human, thou mayest serve. — Take this ring. 
tt was forged by a human who was once among us. 
—+ The ring draws to thee those who would defile 
our burrow. —> Wear the ring whenever thou'rt near. 
— And destroy those who would dare provoke our 
ire. —+ | will grant unto thee all thou should so desire. 
—+ | prithee serve with a true rat's honour. 


Choose “No” to either the 1st or 2nd query 


Of course. Humans are all alike. —+ Get thee gone. 
We will tolerate thy stench no longer. 


Choose “No” to the 2nd query 
Then we need consort no longer. — Speak thy mind, 
servant. 


Choose “No” to the 3rd query, after previously 
leaving the Rat King Covenant 


Traitors will not be forgiven. Get thee gone. 
Menu—Choose “Leave” after purchasing some- 


My servant, destroy my enemies 


Whatis thy purpose? 


“Menu—Choose “Give equipment” & providi 
her with any one piece of equipment, on i 
to the Shaded Woods barbies 
Thank you so much! I'm very happy for thi 
— After | change into this, I'm heading for Nahe 
— I'm not sure where | might find Milord. But 
perhaps Majula is my best chance 


Talk—After giving her any one piece of equip- 
ment to wear on the path to the Shaded Woods 
I'm going back to Majula. — | hope we can meet 
again! 

Talk—Before providing her a piece of equi : 
to wear on the path to the Shaded Woone ene 


Er...could you spare me something to wear? Just 
put it here, and I'll change into it later. 


“Upon being attacked—B 
Enough of thy baseness. 


Upon being atacked—C 
I've had quite enough 


“Upon being attacked & made hostile 
| will destroy thee, filthy human! 


Upon killing the player 
Disgusting creature. 


Talk—After choosing “No” to either the 1st or 
2nd query 


Upon approaching him, after he has previously jiously 
killed the player 


Thou return'st? — | am not unkind. Shouldst thou for 
bear thy ways, audience shall be thine. —+ Swearest 
thou to serve me true? 


Menu—Choose “Talk” 1st time after choosing 


“Yes” to either the 1st or 2nd query 


My servant, tell me the way of things. — There has 


been much honour in thy service, despite the human 
blood coursing thy veins. — | am merciful, and trust 
in thee as | would any rat. 

Menu—Choose “Talk” 2nd time after choosing 
“Yes” to either the 1st or 2nd query 

The insolent fools line up to trample upon our bur 
rows. —+ My servant, dispatch these invaders, and 
thy reward will be handsome indeed. 


Menu—Choose “Talk” 3rd time after choosing 
“Yes” to either the 1st or 2nd query 


Knowest thee of the Lockstones? Those odd contrap- 


tions fashioned by human hand long ago. — Thou 
art human, and thence able. — | know thy kind, base 
plotters and schemers all. Put these contraptions to 
thy employ ‘gainst thy foe. 

After gaining rank +1 as a member of the 
King Covenant 


| am aware of thine accomplishments, and they are 


not few. —+ Long ago, | struck an accord with a hu- 
man chieftain. — ‘Twas agreed, Humans would rule 
the lands lapped by the sun's rays, and rats, all that 
was below. — But humans are liars all, schemers 
and cheats. —+ Thou art from a different cloth cut. Do 
Not disappoint me. 


Talk—After gaining rank +2 as a member of the 
Rat King Covenant 


Thy deeds are known to me. Still, there is ever more 


work to be done. —+ Humans are creatures of greed 
The time came they broke their word, and hunted us 
down. —+ | had their word the underworld was ours 
to rule, untouched as it is, by the rays of the sun. — 
The more humans coveted, the more blinded they 
became as to what truly mattered, — And that is 
why | pity the fools called humans. — My servant, 
human scent lingers upon thee yet. — Rid thyself of 
it, if thou canst. 


Talk—After gaining rank +3 as a member of the 
Covenent 


Rat King 


My servant, well met indeed. — ‘Twould seem 
some sunlight-poisoned creatures are worthy of 
great honour. — Thou'st permitted me to dream. 
One day, rats and humans may yet live and die 
together, in peace. 


Talk—After leaving the Rat King Covenant 


Thou art a fool to show thy face here! 


osabeth is a young woman from Melfia who 
‘egards Carhillion of the Fold as her teacher, 
although his description of his interactions 
with her suggests a considerably more distant 
acquaintanceship between them. Rosabeth 
is fascinated by sorcery and so set out after 
Carhillion from Melfia in hopes of learning the art 
from him, but discovered herself to be far less 
competent at sorcery than pyromancy. She is 
rather clumsy in general, but has a good heart 
and is dedicated to her studies. 


Talk—1st time, after using a Fragrant Branch of 
Yore to unpetrify her, on the path to the Shaded 
Woods (Majula) 

Cough! Cough cough! — Th-th... Thank...thank 
you... —» Cough cough! — I’ve been...petrified.. 
hard to...speak... —» Cough! Oww... — Give me... 
moment, please! 


Talk—2nd time, on the path to the Shaded Woods | 
(Majula) 


I'm fine, | think. Hrgg! —+ No no no, I'm fine! Really, | 
am! — Um, my name is Rosabeth. — Thank you so 
much for rescuing me. Phew. 


Talk—3rd time, on the path to the Shaded Woods 
Waa NE yes es eis Ci hy Gt died 
Oh, you're that traveller! —+ | still haven't thanked 


you! — Well, I'm quite a hand at pyromancy. — So, 
perhaps... You could consider this my thanks? 


Menu—Choose “Talk” 1st time, on the 

Shaded Woods ss 
| have my very own teacher. — His name is Carhil- 
lion of the Fold, a famed sorcerer in Melfia, our 
home town. — | was fascinated by sorcery! And 

so...! Well, he’s so unique, you see... — When he 
set out for Drangleic, | couldn't let him go alone. 
But we were separated... quite early on, I’m afraid 


Menu—Choose “Talk” 2nd time, on the path to 
the Shaded Woods 


I'm rather unskilled... Milord probably ditched me 
— But oddly, I’m a fast learner when it comes to 
pyromancy. —+ What we're fascinated by, and we're 
skilled at, are not always the same thing. + Why 
can't | just focus on what | truly enjoy? — Ooh, dear. 
| shouldn't be so choosy! — It's hardly my place 


Talk—1st time, after giving her any one piece of 
equipment to wear on the path to the Shaded 
Woods, causing her to arrive in Majula 

Oh! There you are! — I’m here in Majula thanks 

entirely to you. — You even were kind enough to 
clothe me. Thank you so very much, — The only 
thing | can offer is pyromancy, but if that might help 
you, come to me 
Talk—A 


Yes! How may | help you? 


Talk-D 


‘re welll 
Ik” 1st time after Carhillion 
has arrived in Majula 

| finally tracked down my teacher. — But I've decided 
to keep at it alone. — | need to see what | can 
achieve by myself 


Menu—Choose “Talk” 2nd time after Carhillion 
has arrived in Majula 
Master Carhillion and | are from Melfia, to the 
south. A land lush with sorcery and pyromancy. 
—+ Master Carhillion polished his art at one of our 
renowned magic academies. — But he argued that 
the academies were terrible places to learn magic 
—» This quite angered Master Glocken, my previous 
teacher 
Menu—Choose “Talk” 3rd time after Carhillion 
has arrived in Majula 
Once, Master Carhillion spoke excitedly of this land. 
— He made talk of the remnants...of some great 
power, and the deep abyss that surrounds it. —! 
tried to ask more... But he didn’t seem to hear. — 
I'll never be good enough, will | 


Talk—4th time, on the path to the Shaded Woods 
(Majula) 


Menu—Choose “Talk” 4th time after Carhillion 


| was attacked, and turned to stone...! think... 
| owe you my life! If you had not come... — | feel 
shameful...wearing these rags... 


Talk—Sth time, on the path to the Shaded Woods 
(Majula) 


Why comest thou aly teal — Thy treason will 
Not go unpunished. — Be gone. | will upon 
thee no longer. 4 


Choose “Yes” to the 3rd query, after previously 
Covenant 


leaving the Rat King 
My servant, do not disappoint me. 


Um...| hate to burden you further, as you've already 
saved my life... — But...just look at me, my clothes 
are in tatters. —+ Do you have any clothing that you 
could spare? — I'll take anything, whatever you don’t 
Need. I’m not particular when it comes to apparel. + 
Anything at all will do. —+ Just put it on the ground, 
and I'll change into it later. 


hasarrivedinMajula peels, 
I'm always here, so come and see me when you're 
in town! 


After leaving abruptly ; “s iets ae : 


It was a perilous trek across the mountains. —! 
faced the most frightful things... + The number of 
times i} nearly died! Tee hee! SSN ae oenuane 
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“Upon being attacked—A 
“Please, stop this! 
Upon being attacked—B 
C-calm...calm yourself! 
“Upon being attacked & made hostile 


How could you 


oT 
“Upon killing the player 

“Good ess, are you alright? 

“Upon ‘approaching her, after she has previously 
killed the player 


| won't let you do this.. : 
Upon dying 
Ooooh! 


aviaan is a former court sorcerer whose 

past is shrouded in many terrible rumors 
He became possessed by a malevolent entity 
born from a failed experiment and, after becom- 
ing aware of the consequences, sealed himself 
inside Aldia’s Keep in order to prevent the demon 
within him from roaming free. Naviaan wishes 
merely to be left alone and allowed to wither 
away, while the demon takes pleasure in the 
snuffing of lives and awaits one willing to do so 
on its behalf 


Talk—1st time, while the player is human 


P-please, just stay away. —* No, please, don’t come 
near me. Nothing good will come of it. 


Talk—2nd time, while the player is human 


Just leave me alone, please. — Leave this place, and 
leave me be, as I'd not see any harm befall you 


“Talk—3rd time, while the player is human 
Please, just leave me alone. 


“Talk—Ath time, while the player is human 


| haven't said anything strange, have |? — | have 
absolutely no intention of leaving here. —+ Do not 
attempt to help me. Just let me sit here, and wither 
quietly away 


tormented by memories? Burdened by guilt? ++ Now 
the question, Are you ready for more? If you are, 
then we ought to talk 


‘2nd time, while the player is hollow 


This? This contains my power. — Long ago...this 
naive vessel of mine set about devising new spells. 
— The fool dreamt of bringing new forms of magic 
into the world. — But instead, he created me. 
Mostly by chance, but he did a fine job, | must say. 
—> What he sought was strength. And so, | decided 
to demonstrate. —+ While my vessel slept, I'd find 
my mark, and hunt him down. — But my vessel did 
Not approve. And so while | slept, he sealed the both 
of us away. 


is it that you go about defining good and evil? — I’m 
Only using what the Gods gave me. How can that be 
SO wrong? —+ So, what say you to a spot of murder 
on my behalf? — If you don't, I'll leave this place, 
and take more lives. Many more. — | couldn't give 2 
fig either way. So, what's your choice? 


Choose “Yes” to the 1st query 


Yes, | see, how very kind of you. —+ | want you to 
kill a merchant named Gilligan. A greedy, foul man. 
He won't be missed, | assure you. — Hmm... yes 
Bring me a Ladder Miniature as proof. He's the 


only person who'd have such an odd knick-knack 
Heh heh 


Talk—After choosing “Yes” to the 1 
ne ing lo the 1st query, 1st 


| want you to kill a merchant named Gilligan — And j 
don't forget that Ladder Miniature. Heh heh 


Choose “No” to the 1st query 


Yes, yes, of course. Forget that | asked. —+ That's 
what “good people” do, am | right? —+ Your feeble 
mind can't begin to comprehend me. Not that you've 
ever tried! Heh heh 


Talk—After choosing “Yes” to the 1st query, 1st 
time after acquiring the Ladder Miniature 


Heh heh heh... Fine work. — This is my thanks. Take 
it. — Now, let's discuss our next mark 


Talk—After choosing “Yes” to the 1st query, 2nd 
time after acquiring the Ladder Miniature 


| want you to kill one more. —» Your target will be 
Cale, the man who's drafting that map. — While | 
was trapped in here, he touched me, that maniac, 
like | was some rare specimen. —+ He wore a 
Strange helm. Bring it back as proof. 


Choose “Yes” to the 2nd query 


! want you to kill Cale, the cartographer. —+ Bring his 
helm as proof. 


Talk—After choosing “Yes” to the 2nd query, 1st 
time after acquiring Cale’s Helm 


Yes, | knew | could count on you. — Perhaps this will 
slake my thirst. 


Talk—After choosing “Yes” to the 2nd query, 2nd 
time after acquiring Cale’s Helm 

| want you to kill one more. —» You target is Felkin, 
the hexer. —+ As proof, bring me that peculiar sceptre 
of his. —++ What do you say? 


Choose “Yes” to the 3rd query 


Yes, very good. —+ But he will be formidable. Be 
cautious. 


Talk—After choosing “Yes” to the 3rd query 


| want you to kill Felkin. That's Felkin, the hexer. 
He has that sceptre. Bring it to me as proof. 


Talk—1st time after choosing “Yes” to the 3rd 
query & acquiring the Sunset Staff 


That coward’s death meant nothing. | want you to kill 
someone of import 


Talk—2nd time after choosing “Yes” to the 3rd 
query & acquiring the Sunset Staff 


Now, let's discuss something of importance. — You 
could kill a dozen like that, and it wouldn't matter. | 
want you to kill someone of import. —+ | want you 

to kill the girl in Majula known as the Muse. —+ They 
say that she is the last Fire Keeper. But they say a lot 
of things... —+ That she’s a gentle shepherd, lighting 
the way for you cursed fools. Nonsense. —- Once 
she is dead, | will have no regrets, and | will be con- 
tent to remain here. — The girl will have a peculiar 
feather. Bring it to me. —+ Now, go along. Heh heh. 


Choose “No” to the 4th query tae Bee} 
Having second thoughts? — It’s your choice. — Ah 

hah hah, now you're getting nervous, hmm? ! 
Choose “Yes” to the 4th query 
“Your mark is the girl in Majula known as the muse. 


— Your mark is that strange girl in Majula. —- And 
don't forget that feather. Heh heh heh. 


“Talk—After choosing “Yes” to the 4th query, 1st 
time after acquiring the Aged Feathen..6°s tics 
Yes, that's the feather. > Good, oh that is very good! 
— Your reward, take it. Heh heh heh... 


Talk—After fulfilling all queries ae 


What do you require? —+ You've been good to me. 
Go on, tell me what you need. 


Menu—Choose “Talk” 1st time after fulfi 
queries sal Hit sit 
These are for you. —+ Don't mind the specks of 

blood... Heh heh heh. 


ing all 
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Menu—Choose “Talk” 2nd time after fulfilling all 
queries 


Now | am at peace. — | will sit here, and watch the 
world turn. Heh heh. 

Talk—1st time, after put ing the lever to free 
Naviaan, while the player is hollow 


Hmgh... —+ | hope you appreciate the ramifications. 
— Well, no matter. What's done is done. —» Besides, 
I've found myself a new mark... Gah hah hah. 


“Talk—2nd time, after pulling the lever to free 
Naviaan, while the player is hollow 


I'll spend some time travelling the lands... —> Slowly 
tracking my new mark 


By the very gods... What have you done... —+ You've 
really done it... You'll never escape him 
Menu—Choose “Leave” after purchasing some- _ 
thing 

Find what you wanted? Hah hah hah hah... 
Menu—Choose “Leave” without purchasing 
something 


“Well, as you wish, Heh heh. 
After leaving abruptly 
Oh, no? ba 
Upon being attacked, while the player is hollow— 


Hm m. Mek 
Be being attacked, while the player is hollow— 


Yes, | see. 
Upon being attacked, while the player is hollow—_ 


‘Do you jest? aT 
pon being attacked, while the player is human— 
Please, stop that! #£!1)/ itr fuse ineemaenr RR 
“is being attacked, while the player is human— 


What are you doing?! 


Upon being attacked, while the player is human—_ 


Eeg! 

After reducing his health to 50% or lower 
Heh heh heh, ah hah hah hah! a 
“Upon being attacked & made hostile 
You are most intriguing. ‘Heh heh.. inal 
Upon killing the player, while they are hollow 
Hmm, ooh... Hah hah hah hah! Not bad at all. 
Upon approaching him, after he has previously 
killed the player while they were | hollow 
Let's get right to it, shall we? 

_Upon dying 
Death...aargh...could be worse... 


hanalotte tends the Far Fire in Majula, where 

she greets Undead newly arrived in Drangleic 
and guides them along the path to the true 
throne. She is a gentle soul, but possesses 
considerable power which she uses to provide 
Undead visitors with several crucial services. As 
might be expected from one with such unusual 
abilities, Shanalotte harbors more than a few 
secrets, not the least of which is her right eye. 


Y mae BTS = H 

Are you...the next monarch? — Or... Merely a pawn 
of fate? — Bearer of the curse... — | will remain 

by your side. Till this frail hope shatters... — Take 
this with you. May it ease your journey. — Go on, 
and see the King. —+ He who made ic what 
it once was; he who peered at the essence of the 
‘soul. — King Vendrick. 


Talk—2nd time (Majula) 


Bearer of the curse, seek misery. — For misery will 
lead you to greater, stronger souls. — You will never 
meet the King with a soul so frail and pallid. 


‘Talk—3rd time (Majula) 
Seek those whose names are unutterable, the four 
endowed with immense souls. — Their souls will 


‘serve as beacons. —> Once you have found them, re- 
turn here to me. — So that hope will not fade away. 


Talk—4th time (Majula) 

Bearer of the curse... —+ Seek souls. Larger, more 
powerful souls. + Seek the King, that is the only 
‘way. — Lest this land swallow you whole... As it has 
so many others. 


Talk—After approaching Drangleic Castle (Majula) 


Bearer of the curse. | will always be at your side. 
Until hope has fully withered... 


Menu—Choose “Talk” 1st time 


Over the hill and past the forest is the King’s castle 
—+ Where a man peered straight into the essence of 
the soul, —+ But what ever came of it... 


Menu—Choose “Talk” 2nd time 


Those who come to Drangleic seeking salvation 
soon lose hope, and turn Hollow. — It happens to 
them all, sooner or later. > That blue knight at the 
base of the tower... His spirit is already broken. — 
Although he does offer sound advice. —+ Perhaps he 
is a foreshadowing of your own future? 

“Talk” 3rd time 


That tiny thing inside the ruins... — An ancient being 
that will mock your very existence. — She imparts 
sound wisdom. —+ Provided you find her on a good 
Menu—Choose “Talk” 4th time mek 
The sign you bear will drain your very souls... —* And 
without souls, you will turn Hollow. — Stay strong, 

do not lose hope. —+ Even when you have precious 
little time. 

Menu—Choose “Talk” 5th time Hf 
For when the Undead dies, it is never truly dead, but 
only one step closer to Hollowing. —+ Not all Undead 
are Hollows, but all Hollows were once Undead. 
Menu—Choose “Talk” 6th time 


If you find an Estus Shard, bring it to me. — So that | 
may ease your burden. 


Tatk—After defeating one of four Old One bosses 


You have acquired the soul of an Olid One. — That is 
more than most Undead can say. 


Talk—After defeating two of four Old One bosses 


Talk—After acquiring the King’s Ring (Undead _ 
Crypt) 


This ring is the symbol of the King. — Use it to gain 

. through the King’s Gate... — ...and venture 
to the far east... —+ Bearer of the curse, if you are to 
be the next monarch, — Then, one day, you will walk 
those grounds... —+ ...without really knowing why. 


Talk (Dragon Aerie) Saas Peubts 
Bearer of the curse. —+ Long have | awaited one such 
as you, one who might shatter the shackles of fate 
—+ One who can set me free. — Bearer of the curse, 
it was my own manifestation that led you here. — 
The ancient dragon has watched over the world 
for aeons past. — Take this. > Do not resist. The 


My journey is already complete. —+ My name is 
Shanalotte. —> The dragon gave me this name, for 
| was born with none. — | was born of dragons, 
contrived by men. —+ By ones who would cozen fate 
herself... They are the ones who created me. — 
But they failed. — | did not come out as intended. 
—+ Fate would not be bested, and men were cursed 
once again. —+ If you proceed, Nashandra will come 
after you. —+ Knowing that you will take the throne, 
and link the fire. ++ She covets the First Flame, and 
the Great Soul. —+ Put Nashandra to rest 


During the ending cutscene, after choosing “Pro- 
ceed to throne” rie 

You, who link the fire, you, who bear the curse... —* 
Once the fire is linked, souls will flourish anew, and 
all of this will play out again, — It is your choice 

to embrace, or renounce this... + Great Sovereign, 
take your throne. —+ What lies ahead, only you can 
see. — What are you...? —+ If that is your wish... 


Mart is an eccentric and somewhat antiso- 
cial blacksmith who operates his forge ina 
converted cell of the Lost Bastille. A man of few 
words whose curt, infrequent musings betray an 
intense obsession with fire, McDuff prefers to 
focus on his craft and typically takes little notice 
of visitors; however, appealing to his pyromania 
is a surefire way to pique his interest in doing 
business. 


Talk—1st time Bs 
Meh heh heh... —* Oh why can't they all be this 
easy?.. Meh heh heh 
Talk. time 


Hmph! Hmm! We've got a wild one here! — Shape 
up! Shape up, | say! 


The soul and the curse are one and the same. —+ 
Your soul has grown stronger still. — | only hope it 
brings you what you wish. — Proceed, bearer of the 
curse. — It is the only choice left to you. 


Talk—After defeating three of four Old One 
bosses 


You are blessed with a myriad of souls. —+ Bearer of 
the curse, make your way to the castle. 
Talk—After acquiring an Estus Shard 


\s that 2 shard you've found? — Here, let me see 
it. So that | may help you. — To see light, to see 
hope... —> However faint it might be... 


Talk—1st time (Drangleic Castle) 


Your soul is still frail and pallid... + If you proceed 

alate vengrae We pe srore terrible than mere 
or death. — But | will not stop you, if that is if 

heart's desire. oes 


Talk—2nd time (Drangleic Castle) 


This castle is isolated. + But nonetheless, you must 
forge on. — To bring an end to your journey...and 
mine. 


Talk—3rd time _ Z S 


Ob-hoh hoh hoh! That's it, yes, that's the way! — 
Dear flame. ..how brightly you burn! Meh heh heh... 


1 ought to fetch anew ember... — Flame, dear 
flame. Sl seta ei Nteee 22) 2 ted div is 
Menu—Choose “Talk” after acquiring the Dull 
Ember 


Flame flame... smell flame upon you. — I'm McDuff 
the blacksmith; all | want is a little flame. —+ So, hand 
that ember to me. — Right now, you imbecile. 
_Choose “Yes” to the query 

Oh-hoh! What a marvelous ember! — You've got 
stones, | pray. + Give me stones, and I'll fortify your 
gear. 

Choose "No" to the query 


_What?! — Hmph! Oh, do it yourself, then! 
Menu—Choose “Leave” after purchasing some- 
thing 

_Flame, dear flame... 


“Menu—Choose “Leave” without 

‘ ne ut purchasing 
_Be gone 

Menu—Choose “Talk” A, after choosing “Yes” 
imequery r choosing “Yes* to 


Flame, dear flame : OAR I give you m 
y all, and 
waver and falter. + Meh heh heh a 


Menu—Choose “Talk” B, after choosing “Yes” 
ie Huary ing “Yes” to 


From the start of time, flame allowed man to flour. 
ish. —+ And even now, he devises new fiery arts. 
But...His reason makes him doubt flame. — And so 
we waver...and falter 


‘Menu—Choose “Talk” C, after choosing “Yes” 
the query ing “Yes” to 


The power of flame, power of the gods... In the end, 
it is all beyond our reach. + And so, flame allures 
us, and we attempt to harness its power. — Flame, 
dear flame : 


Menu—Choose “Talk” after acquiring the “Smi 
for Life” acheivement i ‘Daal 


If you walk with flame, then | salute you. + Take 
these. 


Upon being attacked—A 

Stop right there 

‘Upon being attacked—B 

Enough with you ; 

‘Upon being attacked—C 

“You fool 

_Upon being attacked & made hostile 

You've offended the flames! 

_After reducing his health to 50% or lower 

You scared yet? : 

“Upon killing the player 

Ah, what a waste! ey aL ih 

Upon approaching him, after he has previously 
_killed the player _ 


You bloody fool. 


STONE TRADER 


CHLOANNE 


hloanne is a traveling purveyor of rare ores 
used for upgrading weapons and armor 
Her father, Blacksmith Lenigrast, worries for her 
safety as she wanders the land gathering her 
wares from all manner of dangerous places, but 
she cheerfully continues her endeavors oblivious 
to her father’s consternation. 


Tall st time (Harvest Valley) 
Are you a traveller? —+ | am Stone Trader Chloanne, 
an orestone trader. —+ | travel about collecting rare 
stones, which | sell to make my living. — | never 
planned to visit this gods-forsaken place. — But 

I don’t know... | just sort of ended up here. | 
must've just wandered in...Heh,.. —+ But, now that 
I'm here, I've been scouting around for rare bits 

—+ Oh, don’t look at me like that! —+ Many of these 
stones are quite useful. For instance, certain stones 
are used in smithing. —* Ahh, now your ears prick 
up! Heh. — I've extras, if you can pay. This is my 
trade, after all! 


Menu— 


lessly wandering about. of 
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Choose “Talk” 2nd time (Harvest Valley) 
These stones may look all the same. but to the 
trained eye, each is unique. —+ Some of them are 
used to smith weapons and armour, and some 
unique stones provide special benefits. —+ Some of 
them are extremely rare, and should be used with 
great thrift. —» None of the differences are easily 
spotted, but I've learned quite a lot, really! Heh. 
‘Menu—Choose “Talk” 3rd time (Harvest Valley) _ 


“Drangleic — How is it that | ended up here? — It's 
funny... | can’t seem to remember. 


“Menu—Choose “Talk” 4th time (Harvest Valley) a 
I've searched every nook and cranny here. | suppose 
it’s time to move on. —+ Perhaps we'll meet again, if 
we live that long! Heh 


Menu—Choose “Leave” after exhausting her 
dialogue (Harvest Valley) 


| suppose it’s about time | moved shop 


“Felk—1st time, after exhausting her dialogue in 
the Harvest Valley (Majula) . 
Oh, fancy meeting you here. — Speak up if you need 
anything at all. Alright? 

Menu—Choose “Talk” 1st time (Majula) 


These stones may look all the same. but to the 
trained eye, each is unique. —+ Some of them are 
used to smith weapons and armour, and some 
unique stones provide special benefits. —+ Some of 
them are extremely rare, and should be used with 
great thrift. + None of the differences are easily 
spotted, but I've learned quite a lot, really! Heh. 


Menu—Choose “Talk” 2nd time (Majula) t 


You know how they call this place Drangleic, right? 
—+ Well, in the old lore, in stories and the like, they 
said it had another name... —> What was it? Well 

I don’t know, it’s just something | heard. — Since 
long, long ago, many kingdoms have risen and fallen 
‘on this very spot. —+ Each like a great flame, that 
turns to soot. —+ Maybe that’s why people don't 
remember much about the past 


Choose “Talk” 3rd time (Majula) = 
You see that blacksmith over there? —+ Is he one of 
those...Hollows? He seems to keep eyeing me up. 

—+ He sort of looks like my father. He’s a blacksmith, 
too, you see. —+ The poor man’s such a worrywort 

— But...he wouldn't follow me out here, would he? _ 
Menu—Choose “Talk” 4th time (Majula) 

1 was born in a land to the west, Volgen. Famous for 
its merchants. —+ There were great, bustling cities 

—+ But for me, they were suffocating. —* And so | set 


out, in search of stones in faraway lands. —> There 
are dangers, for certain, but | much prefer to live this 


way. — But...for the life of me, | can't remember 
how | ended up here... — It’s as if...l were drawn to 
the place... or lured in...Oh, | don't know 


Menu—Choose “Talk” after spending 20,000 
_souls 


Oh, | know! Take these. —> We can all do with a little 
help, can’t we? | know | always can! Heh heh 


Talk—A (Harvest Valley/Majula) 


I'll provide whatever service you need. For a fair j 
price, of course! 


Talk—B (Harvest Valley/Majula) 
What? Do you need something? 
Talk—C(HarvestValley/Majula) 
Well, I've only one thing to provide, and we both 


Valley) kite 

Esauve been tno awey. What would you lke? 
Menu—Choose “Leave” after purchasing some- 
thing (Harvest Valley/Majula) 

Visit me again, whenever you please. bee a 8 
iMenu= Choose “Leave” (Harvest Valley/Majuta) 
No interest? Suit yourself. 

After leaving abruptly (Harvest Valley/Majula) 

Oi! Mind your manners! 

Upon being attacked —A (Harvest Valley/Majula) 
What?! 

Upon being attacked—B (Harvest Valley/Majula) 
What on earth?! 


‘Upon being attacked—C (Harvest Valley/Majula) 


"Menu—Choose “Talk” 4th time 


Stop that! 
Upon being attacked & made hostile (Harvest 
Valley/Majula) 


Fine, if that’s the way it is. 


STRAID 
OF OLAPHIS 


traid is a former court sorcerer of the fallen 

kingdom of Olaphis. He was imprisoned by 
his king, who feared his immense power and 
came to view him as a threat. Straid was turned 
to stone while attempting to escape his cell and 
has remained so ever since the collapse of his 
kingdom, but accepts his new reality in stride 
after being restored to flesh. A wise, brilliant and 
incomparably adept sorcerer, Straid’s booming 
voice and authoritative manner lend him a fear 
some air, and he only shares his highly-advanced 
spells with those in whom he sees sufficient 
potential 


Talk—1st time, after using a Fragrant Branch of 
Yore to unpetrify him ER Ap 
Still a bit stiff, I'm afraid. Heh heh heh... | must 
thank you, young traveller. —> | am Straid. A wander 
ing sorcerer of sorts. > I've been a guest for a very 
long time. But | don’t think that anybody will miss 
me! 

Talk—2nd time with lower than 3 Intelligence 
Cursed one, you lack intelligence. —+ Weak, so ter 
ribly weak... —+ Heh heh heh. 


Talk—2nd time with lower than 3 Faith 4 
Cursed one, you lack faith. > You are weak, very 
weak... —> Heh heh heh 

Talk—1st time with both 3 Intelligence & Faith 


Hm-hmm... —+ Very good, very good indeed. —+ 
Cursed one, weak you may be, but |, Straid, will 
teach you my spells isnt "a 
_Talk—2nd time with both 3 Intelligence & Faith 
Souls! | need souls! You cursed fool! —+ If you seek 
my strength, bring me souls! — Bigger, stronger 
souls! Heh heh. 
Talk—After acquiring anew bossSoul-A 
Well! This is a most peculiar soul. —+ Very good, very 
good indeed. —> Unusual souls produce unusual 
spells. Heh heh heh. 


“Talk—Afer acquiring a new boss Soul—D 
Well! This is a most charming soul. — Very good, 


very good indeed. —+ My power is yours! Let it serve 
your desires! Heh heh heh. 


“Talk—After acquiring a new boss Soul—C 


Well! This is a most twisted soul. —+ Very good, very 
indeed. —+ Prepare to peer straight into the 
heart of magic. Heh heh heh. 


“Menu—Choose “Talk” tsttime 
So, how long was | sat petrified... > Long enough 
for the old kingdom to have crumbled, | see. —* Why 
didn't anyone wake me sooner?! Heh heh. 

_Menu—Choose “Talk” 2nd time 
Drangleic... I've never heard the name. —+ Is that 
what they call this place now? — Very good. Hah 
hah... Very good indeed 


— Of course, you came of your own free will. Heh 
heh... —+ The people feared the cursed ones like a 
plague. —+ Some people would rather keep dreadful 
things out of sight, out of mind. — In the end they 
Swept them up and corralled them here. — So very 
typical of meek minds, don’t you think? 


Once people becarne aware of their own frailty... —» 
They seized anybody they found undesirable, cursed 
Of no, and impounded them here. —> Whoever posed 
even the slightest threat, was removed. All so that 
they could sleep better at night. + They even turned 
the great Straid into a stone! Hah hah! 


Menu—Choose “Talk” 5th time 


Many kingdoms rose and fell on this tract of earth; 
mine was by no means the first. —* Anything that 
has @ beginning also has an end. No flame, however 
brilliant, does not one day splutter and fade. —» But 
then, frorn the ashes, the flame reignites, and a new 
kingdom is born, sporting a new face. — It is all a 
curse! Heh heh heh! —+ And it is your cursed flesh 
that will inherit the flame. Heh heh 
Menu—Choose “Talk” 6th time 
Pyromancy was created by the ancient witch of fire. 
—+ She harnessed the power of flame, and melded 
it into pyromancy. — The witch led her daughters. 
into war against the Old Ones. — But legends are 


legends. —+ What are you prepared to believe? Heh 
heh 


Menu—Choose “Talk” giving the player the Black _ 


Cursed one, take these. — Put them on, and please, 3 
stop being so weak. Heh heh 

Menu—Choose “Leave” after purchasing some- 

thing Bee ersten -e 
Feeble cursed one! — Do you really think you can 
manage the glories that are my spells? 
Menu—Choose “Leave” Sel 
Feeble cursed one! —+ Let's hope the magnificence 
of my spells does not deter you! Heh heh! 


Don't just walk off, cursed one. Heh heh. i 
Upon being attacked—A Tata 

Heh heh heh ts 

Upon being attacked—B 
How testy, little cursed one! 5 
Upon being attacked—C 
You dare challenge me? Heh heh. 
Upon being attacked & made hostile 

"Weak, so terribly weak... 

After reducing his health to 50% or lower _ 

Ooh, you're tough, cursed one! Heh heh. i 


killed the player s 

‘Come back for more, little cursed one? Heh heh. 
Upon dying 

Very good, very good indeed. 


haiquoir is an ancient being who has lived long 

enough to witness history as it was written. 
One would never know this merely from looking 
at her, however, as her outward appearance is 
that of an ordinary calico cat. Shaiquoir is capable 
of speech but usually only reveals this fact to 
Undead visitors, from whom she derives great 
amusement. She freely shares her knowledge 
in casual conversation (with a generous dose of 
playful sarcasm), but only offers her trove of valu- 
able treasures for a price. 


~---—~----  ¢ 


Oh. uch 
time remaining. — Just about ready to fall apart, I'd 
‘say. —* Not exactly the time to be chatting with cat! 
— Well, suit yourself. + Oh, yes, you may call me 
Shaiquoir. Enchanté. —+ So, what did you want, any- 
way? —+ Ooh, you smell wonderful. Hee hee hee... 


‘Talk—2nd time 


Oh...Who were you again? — Hoh hoh... Oh, I'm 
not serious. —+ You do have a rather pleasant scent. 
—+ The type I'm quite fond of. Hee hee hee... 


See 
Tatk—After unlocking the Shrine of Winter 

Well, you've grown quite a bit, haven't you? — Your 
‘scent is lovelier than it's ever been. Hee hee hee.. 

—+ Why not trot along to the castle? —+ And meet 

the King. —+ Long ago, He smelied just like you. —+ 
Not so much anymore, though. —+ He's quite rancid 
by now. — But we cats love that. It's an acquired 
taste! 


‘Talk—After encountering Nashandra in Drangleic 
Castle 


Ch, it’s you. —- What're you doing here? —> Have you 
lost your way? Hee hee hee... — | believe you're in 
‘search of the King. —+ Well, he’s keeping company 
with the dead. 


Talk—After acquiring the King’s Ring 


You'll find a great creature far to the east. + A 
colossal thing, with the strength to match its size. 
—+ Or something playing the part at least. > Open 
the door, and venture inside, and you'll soon smell 
even lovelier. 


Tatk—After acquiring the Ashen Mist Heart 


Trespassing into their dreams? —+ Of the ones who 
‘crossed the sea, lavishing ruin upon the land? — 
‘How they savour their visions... Of glorious deeds in 


Talk—After acquiring the Giant's Kinship 


It seems that we must now part. — Why now? | 
don't see how it should matter. —+ Just because, 
because I'm a cat. Hee hee... —-+ Honourable 
Sovereign, take your throne. —+ And do great things, 
if it please 


Talk—After acquiring a Token of Spite 


Hoh hoh! What's happened to you? — You have that 
glint in your eyes. —+ And the scent...of one with 
quite the catalogue of sins... —+ Oh, don’t fee! bad. 
I'm sure your mother's still proud... Hee hee! 


Menu—Choose “Talk” 1st time after unlocking the 
Shrine of Winter 


Once, people tried to round up the Undead and hide 
them away from the worid. —> They thought that 
imprisoning the Undead would solve the problem. — 
They created a towering bastille to contain them, but 
in the end, it did no good. — The Lost Sinner lives 
deep within the bastille. —> The fool. Trying to light 
the First Flame... 


Menu—Choose “Talk” 2nd time unlocking 
the Shrine of Winter ae 


Why do people try so hard to be beautiful? —- We 
cats are born beautiful, of course. Hee hee... 
The human ego...how many ugly iron castles has it 
erected? —+ And they don't even see the folly of their 
ways. — But that’s what makes watching humankind 
ety Ao tells neg beafeana 

d g ago. —+ A vainglorious liar who ended up 
hurling himself into the flames. + Now he’s chor 
ous Earth, if I'm not mistaken. 


Tae AE AAAS Le I cal ote URES SS Daler SOD by 
‘Menu—Choose “Talk” 3rd time after 
the Shrine of Winter ares 


You've seen that gaping hole here? — Well, there's 
Nasty little vermin down there. —+ Although who you 
seek is even further below. —> And has been down 
there for a very, very long time. — He's plumb Rot- 
ten by now, I’m sure! Hee hee hee... 


Menu—Choose “Talk” 4th time after uniocki 
the Shrine of Winter r 


Men develop the most peculiar fascinations. + 

Sometimes their fascinations seem to take control. 
— Till there's very little man lett. Hee hee hee... 
Oh, it’s like that awful traitor long ago. — He coveted 
what he did not have, and it drove him mad. — What 
8 curious conundrum. Hee hee hee... > The Writh- 
ing Ruin keeps searching as we speak. —> Searchi 

for its heart's desire. sed 


Menu—Choose “Talk” 1st time 


This place is already dead. — Everything will crumble 
and waste away, so that something new may be 
born. —+ Isn't it wonderful? Hee hee hee... 


This place is fascinati 
most peculiar visitors. like yourself, — It's 
enough to keep even a cat amused! 


Are you going to see the Old Ones? — Those four 
who have grown so incredibly ancient. — They must 
have sprouted quite a thick coat of moss by now, —> 
For heaven's sake, no-one even knows their names 
anymore! — Imagine that! Hee hee hee hee! — 
Yes...nothing like yourself. —+ For you...have a most 
pleasant scent, that grows nicer with each passing 


Have you made friends with the man by the sea? 

— He's lost everything, absolutely everything. Hee 
hee... — The only thing he's good for now... Isa 
few tidbits on covenants. —> Covenants are a type of, 
well, contract, you might say. —* You give something, 
to gain something. That's the way humans like it, 
fright? —+ It might be just the thing you need. But 
what does a cat know? Hee hee hee 


“Menu—Choose “Talk” Sth time : 
Did you see that oddly-formed rock behind here? — 
Long ago, they called it Victor's Stone, as | recall. + 
If you wish to face greater challenges, speak to the 
rock. —+ Although you'd just as well not. Hee hee 
hee... 

Menu—Choose “Leave” after purchasing some- 
thing 

Satisfied? — I'll be around, if you ever come back. 
Menu—Choose “Leave” without purchasing 
zomething rest 
Nothing suited you, | presume? — Weil, that's 
dismaying Hee hee hee. 

After leaving abruptly 

Oh my, haste makes waste. Hee hee hee. 


Upon being attacked—A 
Oh what now? Hmph! 


ae ae 


Ooh, keep trying 
Upon being attacked—C 


Ga is a diminutive bundle of abject cruelty, 
and serves as irrefutable proof of the old 
adage that “big things come in small packages.” 
From his headquarters in the Undead Purgatory, 
he leads the Brotherhood of Blood, a sanguine 
cult of sadists and murderers whose only desire 
is to slaughter other Undead. 


“Talk—1st time, without having acquired a Token 
frp ate ing acq 


What is it? — Oh, you trot along home. This place 
won't be any fun, not for you. 


Talk—1st time, after acquiring aToken of Spite _ 


Ooh, weicome, welcome. — Do you have a lust for 
blood? 


Talk—2nd time, after acquiring a Token of Spite, 
or 


You've done well to find me. + Do you seek blood? 


Choose “No” to the 1st que /, aft 
aiciimne ie query, after talking the 


Well, that's no fun. .. + Go back home. This is no 
place for you. 
Choose “Yes” to the 2nd query 


Then you will need blood, ah, lots of it. Undead 
blood, like your own. —* But it’s not as easy as you 
think! Nah hah hah... —» Well, what'dya say? Join the 
Brotherhood of Blood? 


Choose “Yes” to the 3rd query 


Hmm... — Well, that can hardly be the whole s: 
—> | want to hear what you really think. — You 
want more than just a little blood. — You want to 
be drenched in blood, mired in its foul stench. Am | 
right? Am 1? —> Oh, just say that I'm right! Nah hah 
hah 


Choose “Yes” to the 4th query 

Ah hah hah! | knew it, | knew it! Ah hah hah! — Ah 
hah hah...Fantastic! You're the best! —+ Now you 
are a servant of Nahr Alma. — This Crest of Blood is 
yours. — There! Another servant of blood is born! 
You will serve well, | just know you will! Heh heh 
Choose “No” to either the 2nd, 3rd, 4th, or 5th 
query 

But if you seek Undead blood. ..! welcome you 


Talk—After joining the Brotherhood of Blood 
Covenant _ 


tory 


Well, how are we? —+ Whatever you need, I've got 
it for you 


“Talk—1st time after leaving the Brotherhood of 
_Blood covenant _ 


Wait, you have left the Brotherhood of Blood. + Oh 
well. Some peopie just don't have it in them. — Bye- 
bye. Don't loiter for long. You're not wanted here 


Talk—2nd time after leaving the Brotherhood of 
Blood covenant 

I've no use for you any more. — Trot along home. 
hm? Heh heh 


Choose “Yes” to the 5th query 


Hmm... Not that | really care, but 
some results next time! 


“Talk—After reaching rank +1 as a member of the 
Brotherhood of Blood Covenant 


Huh, wow, you are something. — But don't stop 
now, — You can be much nastier than this! 


“Talk—After reaching rank +2 as a member of the 
_Brotherhood of Blood Covenant 


Oh, you're incredible, you really are. —- Those who 
seek blood are driven by a thirst. — You have it, too 
and that’s what makes you so good 


Talk—After reaching rank +3 as a member of the 
Brotherhood of Blood Covenant 
1 can't ask for anything more. —+ Many Undead are 
obsessed with blood, but you're beyond the pale. > 
You're absolutely despicable! —+ Go, and seek all the 
blood that you desire. The rest is up to you. 


Menu—Choose “Talk” 1st time after joining the 
Brotherhood of Blood Covenant 


Do you know anything about Tokens of Spite? Well, 
you can fight other blood servants with ‘em. — I'll 
feward you if you win. With red orbs. —+ You know, 
a Cracked Red Eye Orb. Use them to visit other 
worlds, and seek more blood. — Tell me if you need 
anything else. — I’m very generous. Anything to get 
you covered in blood. 


Menu—Choose “Talk” 2nd time after joining the 
Brotherhood of Blood Covenant 

Have you heard of the Blue Sentinels? — They're 

a thorn in our sides, to say the least. — Their men 
are obsessed with hunting down blood servants. — 
Ah, who cares? It’s just another chance to spill more 
blood. — Doesn't that excite you, hm? Heh heh 
Menu—Choose “Talk” after reaching rank +3 as @ 
member of the Brotherhood of Blood Covenant 

| have to say, you were bloody good. Take these, for 
all your trouble. + But see you don't stain them all 
red. Heh heh... 


— Let's see 


Choose “Yes” to the 1st query 


Yes, of course, why else would you be here? —* Do 
_you give yourself to Nahr Alma? 
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Menu—Choose “Leave” after purchasing some- 
thing ae CUD STi fa habe Wooo 
Come back soon. 


“Menu hoose “Leave” without purchasing 
ing 
“Fine, either way. 
“After leaving abruptly 
“Thirsting for blood? 
“Upon being attacked—A 
That hurts. 
“Upon being attacked—B 
What are you thinking? 
“Upon 1 being attacked—C 
Trying to spill my blood? 
‘Upon being attacked & made hostile 
“Well, whose blood will spill first? 
“After reducing his health to 50% or lower 
“Ooph! Agh! Hah 
“Upon killing the player 
Oh, it’s even on my shoes! 


“Upon approaching him, after he has previously 
killed the player 


“You are a sad, sad fool 
“Upon dying 


‘Argggh...ah hah hah... 


n life, Vengarl was a mercenary from the 

kingdom of Forossa. He was slain in battle, 
but mysteriously reawoke to find himself a 
disembodied head. His head can be found in the 
Shaded Woods, where he has quietly reflected 
upon his former life ever since the beginning of 
his current one; his body, meanwhile, has wan- 
dered to Brightstone Cove, and stalks the lowest 
levels of the late Duke's residence there 


“Talk—1st time | 
Leave me be. — | like it quiet. Leave me be. 


What business have you here, traveller? — You 
may call me Vengarl. If | deserve a name, in this 
sorry state. — ‘Tis rare to flap these gums. This is 
pleasant. 


Long ago, VV was hired to defend the kingdom —! 
femember a long, brutal fight. and then... Somebody 
killed me. Or so | thought... — | came to, and found 
myself like this. —+ | don't know what explains it, but 
it's not so bad, really. —-+ And now | watch the days 
go by, and gaze at the night sky, thinking of the finer 
things, far removed from war. — I'd grown weary of 
battle, but did not realise it until now. 


Ath time 


| know not what brings you on this journey, nor will 

| deign to ask. —+ You may bear a great burden, but 
don't we all? | prefer to stay my distance. — But! 
want to warn you of something. My body. — | see 
visions; my body, headless, raging without me. — 
My body, wielding my sword, a sword forged only to 
kill. ++ My body will show no mercy. If you see the 
wretched thing, stay far away. 


1 learn new things every day. Things never learned 
in battle. + And, thanks to you, I've recalled the joy 
of conversation. — If | can help you, if you require 
Something, do speak up. 


Menu—Choose “ falk” Ist time 


I cannot lie. Sometimes | wonder what's become 

of the kingdom. — | was a hired hand, yes, but we 
soldiers stared death in the eye together. — And for 
His Highness... am afraid... + But, perhaps it is for 
_the best. We knew not what we fought for. 


Menu—Choose “Talk” 2nd time 


Talk— 2nd time (Shaded Woods) 


| was born in Forossa. It's a land in the distant east 
—+ When | was born, we were already mired in pro- 
longed conflict with our neighbours. —> Eventually, 
our kingdom fell, and our people scattered. — I've 
been a selisword ever since. — All | ever knew was 
war, and | can imagine no other way to live. +> What 
2 fool | was. 


Menu—Choose “Talk” 3rd time 


| am grateful for these peaceful days. > But such 
contentment lies only in the here and now. —* Why 
must life be so confounding 


Menu —Choose “Talk” after exhausting his 
dialogue 


Thank you, for lending an ear to my ramblings. —> 
Here, take these. | have no use for them. > Go 
along, and resume your journey. 


Menu—Choose “Talk” after defeating Vengarl’s 
body 


Ah, it was you, who vanquished my body. — It is my 
body, you see, and | can sense what happens to it. 
— | do not mourn for it. Good riddance! — If you 
wish for help, summon me. | am rusty in battle, but 
will fight by your side 


Menu—Choose “Leave” after purchasing some- 
thing 


Farewell. May we meet again, one day soon 


Menu—Choose “Leave” without purchasing 
something 


Farewell. | will retire to my silence. i 
After leaving abruptly 

Safe travels, then 

Talk—A 

Back again? Well, this is a pleasant surprise. 
Upon being attacked—A 

Hrgoah! 

Upon being attacked—B 

How dare you! 

Upon being attacked—C 

A murderer now, are you? 

Upon being attacked & made hostile 
You fiend! i 
After reducing his health to 50% or lower 
As you wish 


After approaching him while he is hostile, after 
the player leaves & returns, dies, or rests at a 
Bonfire 


There you are...! 
Upon dying 
Life goes on... 


i) iaare is a practitioner of an ancient art 
enabling her to create powerful weapons 
and equipment using Wondrous Souls. Though 
‘one could be forgiven for confusing her with 
an enemy at first glance, she is a gentle being 
who bears no ill will toward humans and will 
graciously offer her assistance to whomever 
rescues her from the predicament in which she 
is alae’ found. 


opening the door she is 
behind with the Fang Key (Shaded Woods) 


Thank you for helping me. How awkward...that | fell 
for such a trap. — | am Ornifex. — | owe you some 
form of thanks, but have nothing for you at the mo- 
ment. — If it would not trouble you, could you visit 
my abode just down the way? 


Thank you, kind traveller. —+ | believe that | can be of 
assistance if you would visit me at my home. 


Talk—1st time (Brightstone CoveTseldora) 


Oh, we meet again, kind traveller. — This is my 
workshop. —+ In your tongue, | believe | would be 
called a blacksmith. — | create all manner of equip- 
Ment, using an ancient technique unique to my. 
people. —> Normally | only cater to a very select 
few... —» But | have a debt to you. | will craft one 
thing of your choice. —+ My wares are far from 
ordinary. — | am certain that they will please you. —> 
| require no payment this time. But you must bring 
me a Wondrous Soul. — My technique absolutely 
requires it. | trust you will understand. 


Talk—2nd time, before trading a Wondrous Soul 
(Brightstone Cove Tseldora) 


Hello there. — If you provide a Wondrous Soul, | will 
create one thing of your choice. —+ | require no pay- 
ment this time. It is my way of saying thanks. 


Menu—Choose “Leave” 
Come again, if it please you. 
Menu—Choose “Talk” 1st time 


The nature of an item is greatly influenced by the 
soul that was used to create it. — They can be tricky 
to use, but when wielded properly, are extremely 
powerful. — This is what | meant by unique. These 
weres are not for use by ordinary folk 


Talk—A 

What do you desire? 

Talk—B 

Do you have a Wondrous Soul ? 

Talk—C 

Hello there. Do you have a Wondrous Soul? 
Talk-D 

Helio there. What can | do for you? fi 


Menu—Choose “Leave” after purchasing some- 
thing 


Come back again if you find another soul. 
After leaving abruptly 

Be sate. 

Menu—Choose “Talk” 2nd time 

It's hard to believe now, but this land \ was once 2 
flourishing kingdom. — Its king, Vendrick, came 

close to unlocking the essence of the soul. —- What 


@ dazzling soul he surely had... — Imagine what | 
might create with such a powerful soul 


Menu—Choose “Talk” 3rd time 

It is said that our technique originates from a strange 
being that inhabited this land. — A pale beast that 
lived long, long ago. We don't even know what 
exactly it was. — If you find a Wondrous Soul, bring 
_it by for me to have a look 

“Menu—Choose “Talk” 4th time 


Do you find me strange? Skee hee. — You humans. 
are always this way. The way you giare at any 
unfamiliar creature. + That mix of curiosity, fear, and 
_fevulsion — Oh, weil. It hardly concerns me. 


“Upon being attacked—A 
“Skwaal 

_Upon » being : attacked—B 

What are you...! erro aro AICS OE! 
“Upon being attacked—C 
Stop this! 


“Oh. as as 
‘Upon killing the — 

‘Whatabothe. 

“Upon approaching her, after she has. previously _ 
_killed the player 


“Upon dying | 
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CHAPTER 4 
LOTHRIC 


The world of Lothric is the most mysterious and fragile 
of those depicted in the Dark Souls games—a land so old 
that even the most eternal Lords are long forgotten. All of 
Lothric is mapped on the pages that follow, and all clues 
spoken aloud by its inhabitants are recorded. 


Pe 


both the seat and sacrificial altar of the Lords of Cinder. The First Flame is en- 


Sere atop a cliff adjoining the High Wall of Lothric, Firelink Shrine serves as 


Shrined here and, owing to the facility's central role in the Linking of the Fire, travel- 
ers and merchants from across the land tend to gather beneath its roof in search of 


a safe haven or a profitable place to set up shop. 


Surrounding the shrine proper is the Cemetary of Ash—a burial ground in name 
only, for its true purpose is to provide Unkindled acolytes as fuel for the First Flame 
Those interred here serve as something of a security measure to ensure that even 
should the Lords of Cinder abandon their thrones, expendable replacements will 


never be in short supply. When the link of Fire is threatened, Unkindled “volunteers” 
are roused from their graves and sent off to gather the requisite Embers from the 


wayward Lords—by force, should diplomacy fail. 
Ree anette 


ayy er oot 


FIRELINK SHRINE - F3 


CO, 


NM ry) ae 


x 


ti, . 


Nestling 


ludex Gundyr — 


Yuria of Londor 


Hawkwood the Deserter 


17 


Se gig 
Wi; 


Fire Keeper 
Shrine Handmaid 


FIRELINK SHRINE - F2 


Sirris of the Sunless Realm 


FIRELINK SHRINE - Fl 
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Andre of Astora 


Cemetery of Ash 


1 Ashen Estus Fiask 

2 Coiled Sword 

3 Broken Straight Sword 
4 East-West Shield 

5 


Uchigatana, Master's Anire, 
Master's Gloves 


6 Seed of a Giant Tree 
7 Fire Keeper Soul 


5 8 Fire Keeper Robe, 
s Fire Keeper Gloves, 
Fire Keeper Skirt 


9 Estus Ring 
10 Estus Shard 


11 Covetous Silver 
Serpent Ring 


Skull Ring 
Hawkwood's Shield 
Sunset Shield 

15 Sunless Talisman 


16 Mome's Great Hammer, 
Moaning Shield 
Darkdrift, Billed Mask, 
Black Dress, 

Black Gauntlets, 

Black Leggings 


ee 
ne 
BGR 


Donal 
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SNe towering curtain wall comprises the outermost 
defenses of Lothric. Its upper battlements and labyrin- 
thine interior passageways are fraught with dangers, some 
conspicuous and others lying in wait unseen. Safe traversal 
‘of the High Wall's many obstacles and ambushes requires a 
steady hand, a keen eye and, above all, a reliable map. 


eed 
a —__ S 


a 


TOWER - F4 


ce} Tower on the Wall 


1 Longbow 12 
2 Binoculars 13 
pe 7 
4 Ch e 15 
5 Deepinfused Battle Axe _ 16 
6 Lothric Knight Sword 7 
7 Mail Breaker 18 
8 Broadsword 19 
9 Silver Eagle Kite Shield 20 
10 Astora Straight Sword 21 
11 Estus Shard 22 


Greirat of the Undead Settlement 


High Wall of Lothric 


From Firelink Shrine 
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Important Items 


Cell Key 

Rapier 

Ring of Sacrifice 
Lucerne 

Small Lothric Banner 
Basin of Vows 

Way of Biue 

Soul of the Dancer 
Soul of Boreal Valley Vordt 
Blue Tearstone Ring 
Red Eye Orb 


Emma, High Priestess of Lothric Castle 


_ To Lothric Castle] | 


16.17.18 


Dancer of the Boreal Valley 


TOWER - F3 


TOWER JAIL CELL 


Vordt of 
the Boreal 
Valley 


To Undead Settlement 


DRAGON TOWER - F2 
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Yoel! of Londor 


Foot of the High Wall 


‘Cage Madman 


Hollow Manservant (with cage) 
GIANT ARCHER TOWER = FI, F2, F4 & FS 


Giant Archer 


‘To Road of Sacrifices 


1 ~. 
2b 
ae 
4 
5 
¢ Mirrah Trousers 
7. Fire Clutch 
ies uch Fea 16 Chioranthy Ring 
9 Hand Axe 17; Cossus. 
18 Bloodbite Ri 

10 Icithyll Straight Sword 

(Boreal Outrder Knight) to came acen et 
11 Young White Branch Whip 

(Giant Archer) 20 Warrior of Sunlight 
12 Large Club 
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ISOLATED TOWER - FI 


A small Undead community at the base of the High Wall. 

lost of its inhabitants were simple laborers, though its 
undertakers practiced the somewhat more skilled profession 
of disposing of “corpses” that could not actually die. Already 
plagued by various curses, the settlement’s population dwindled 
yet further in the wake of the Evangelists’ arrival, which led to 
many residents being sent down the Road of Sacrifices and fed 
to Aldritch. 


ARROW ~ COVERED 
GRAVEYARD 


Curse-rotted Greatwood 


Irina of Carim 


Important Items (cont.) 


SEWER DU 


CHAPTER 4 


21 
22 
23 | 
24 € 


pte Branch x3 + 


reed Club 


d Bone Shard 


ooden Shield 


28 Wargod 
29 Loinciott 


30 Red Hilted Halberd 


32 Saint's Talisman 


35 Corny 


37 Sunset Heim. 
Sunset Gaun' 


Sunset Armor. 


Sunset Leggings 


Holy Knight Hodrick 


Pit of Hollows 


Prt OF HOLLOWS 
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; 
See 


| SS ROAD OF SACRIFICES <> 


+ Bad route connecting the Undead Settlement to the Cathedral of the Deep sf 
earned this name as the Evangelists indoctrinated local populations, sending ~ 
living sacrifices to the Cathedral to be devoured by Aldritch. Although disused since 
Aldritch's departure for Anor Londo, dangers still abound along this lonely road 


From Farron Keep 


Pn oti sf 
eae en te ate eee ee TT ll 


[To Farron Keep] 


i 


woe fi 
1 


CRUCIFIXION WOODS 


ie 1 Brigand Axe 14 Fallen Kn 
ay (E) 2. Butcher Knife i AG 
; lien Kr 

3 Brigand Hood, Fellon 


Brigand Armor, 


Brigand Gauntiets, 15 Great Club 


Brigand Trousers 16 Exile Gre rd 
4 Brigand Twindaggers 17 Great ng 
5 More's Ring 18 
6 Braille Divine 
Tome of Carim 19 , 
7 Blue Sentinels oltsy 
8 Twin Dragon Greatshield Conjui 
9 Heretic's Staff Conjure 
Anri of Astora ——~"_ 10 Estus Shard 20 Sellsword Heim, Seliswor 
oe 11. Grass Crest Shield anon Se et 
Horace the Hushed ——~ ord Tre 
12 Sage Ring 21 lord Twins 
13. Sorcerer Hood, 22 Farron Cos! 
Crucifixion Woods Halfway Fortress Sorcerer Robe — 
SEER SE TOGES £4 Sorcerer Gloves, 23 Ring of Sacrifice 
Sorcerer Trousers 24 Golden Falcon Shield 


25 Soul of a Crystal S 


26 Herald Helrr 
Herald Armor, Herald 
Gloves, Herald Tr 


27 Great Magic Weapon 


Road of Sacrifices 


Y SCHOOL - F2 


Crystal Sage 


From Undead Settlement} 


oO) 
Orbeck of Vinheim YU a 
oO 
; 


To Cathedral of the Deep 
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Deacons of the Deep 


1 Paladin's Ashes 

2 Crest Shield 

3 Spider Shield 

4 Notched Whip 

5 Estus Shard 

6 Astora Greatsword 

7 Executioner's Greatsword 
8 Young White Branch x2 

9 Undead Bone Shard 

10 Curse Ward Greatshield 


—— Deacons of the Deep 


Saint-tree Belivine 
Poisonbite Ring 
Lloyd's Sword Ring 
Seek Guidance 

Deep Braille Divine Tome 
Aldrich's Sapphire 
Barbed Straight Sword, 
Spiked Shield 

Maiden Hood, Maiden 
Robe, Maiden Gloves, 
Maiden Skirt 


20 
21 


23 
24 
25 


27 


Saint Bident 28 
Drang Gauntlets 29 
Drang Shoes 

Drang Armor 30 
Drang Hammers 

Deep Ring 31 
Arbalest 


Red Sign Soapstone 


Heim of Thorns, Armor 
of Thorns, Gauntlets of 


Thorns, Leggings of Thorns 


he stronghold and sometime resting place of Saint 

Aldritch. Although its master is no longer present, this 
imposing structure is still guarded by his servants: the 
Cathedral Knights and the Deacons of the Deep. Apart from 
the management, a motley assortment of other creatures 
make their home here including Rosaria, the Goddess of 
Rebirth, and a rather unfriendly giant 


MS CATHEDRAL INTERIORS ~ F2 


Cathedral of the Deep 


[From Road of Sacrit 


—— Cleansing Chapel 


Slave Knight Gael 


ATHEDRAL 
UN DING 


Rosaria's Fingers 
Smail Doll, Soul of the 
Deacons of the Deep 


Archdeacon White Crown, 
Archdeacon Holy Garb, 
Archdeacon Skirt 


Black Eye Orb 
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CATHEDRAL INTERIORS - F4 


CATHEDRAL SURROUNDINGS - F4 


CATHEDRAL INTERIORS = F2 


196 DARK SOULS TRILOGY COMPENDIUM 


~~ FARRON KEEP —= 


From Road of Sacrifices 
idden deep within a rotting forest and surrounded by a 
poisonous swamp, Farron Keep was the citadel of the 

Abyss Watchers before their collapse and subsequent resur 

rection as Lords of Cinder. Concealed beneath the inner 


Farron Keep 


From Road of Sacrific 


FARRON 
? PERIMETER 


ep 


W \. 


. 
Old 


Ragged Mask 
agged Mas! 


on Flesh 
Estus Shard 


Parma 


age's Coal 
Greatsword 

Sunlight Talisman 
Nameless Knight Heim. 
Nameless Knight Armor, 
Nameless Knight Gauntlets 
Nameless Knight Leggings 


DILAPIDATED BRIDGE - Fl & F3 


9 Heysel Pick, Xanthous Crown 


10 Golden Scroll, Antiquated Dress, 
Antquated Gloves, Antiquated Skirt 


11 Undead Bone Shard 
12. Watchdogs of Farron 
13 Orearnchaser's Ashes 
14 Pharis’s Hat 

18. Buck Bow of Pharis 

16 Sage's Scroll 

17 Crown of Dusk 

18 Young White Branch x2 

19. Lingering Dragoncrest Ring 

20 Greataxe 

21 Soul of a Stray Demon 

22 Dragon Crest Shield 

23 Lightning Spear 

24 Atonement 


25 Cinders of a Lord, 
Soul of the Blood of the Wolf 


26 Havel’s Helm, Havel's Armor, 
Havel's Gauntlets, Havel’s Leggings 


27 Twinkling Dragon Head Stone 


Stray Demon 
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> Ss CATACOMBS OF CARTHUS — 


2 inst rer burial grounds of Carthus, an ancient civiliza- 
tion whose despotic ruler was taken by the Abyss. This 
twisting labyrinth is still protected by the skeletal remains 
of its most stalwart warriors, and an assortment of traps be- 
sides. Careful attention to the surrounding environment will 
reveal several hidden areas, most of which contain useful or 
otherwise unique items. 


wn 3 
“ a - = 
Nacsa warning “Our — CHALICE ROOM - Fl 


High Lord Wolnir 


eas 


[To Irithyll of the Boreal Valley _} 


1 Carthus Pyromancy Tome 
2 Carthus Milkring 

3 Knight Slayer’s Ring 

4 Carthus Bloodring 

5 Grave Warden's Ashes 

6 


Grave Warden 
Pyromancy Tome 


7 Soul of High Lord Woinir 


[_ To Smouldering Lake 


High Lord Wolnir 
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— Catacombs of Carthus 


be fo 
.€ 


ABANDONED TOMBS - F2 
ABANDONED TOMBS - FI 


‘2 


From Farron Keep) 


ABANDONED TOMBS - F3 
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S~< SMOULDERING LAKE = 


© Bes underground lake lies directly below the Catacombs of Carthus. An inhospi- 
table place purely on its own merits, the presence of a massive sand worm and 
an enormous mechanical ballista render the Smouldering Lake an extremely danger 
ous location even for the well-prepared. In spite (or perhaps because) of the risks, 
several valuable items are scattered throughout the area, and the sand worm can be 
neutralized with resourceful use of the ballista. 


Old Demon King 


Old Demon King 


Carthus Sand Worm 


a 
BOs 


Aha 
- G 


% 


DEMON RUINS - F3 


Abandoned Tomb 


_ 
aa 
} 


1 Black Blade 10 Undead Bone Shard 
2 Soul of a Demon 11 Quelana Pyromancy Tome 
3 Old Sage’s Blindfold, 12 Izalith Staff 
Witch's Ring 13 Toxic Mist 
4 Speckled Stoneplate Ring 14 White Hair Talisman 
& Shield of Want 15 Fume Ultra Greatsword, 
6 Lightning Stake, Black Iron Greatshield 
Undead Bone Shard 16 Sacred Flame 
7 Estus Shard 17. Dragonrider Bow 


From Catacombs of Carthus () 5 8 Izalith Pyromancy Tome 18 Soul of the Old Demon King 


9 Black Knight Sword 
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LAVA CHAMBER 


Demon Ruins 


CHAPTER 4 LoTHRIC AREAS 201 


ni city abandoned by its original inhabitants, but more recently claimed 
b Itiff Sulyvahn and his minions as their stronghold. Irithyll is accessed via 
‘Catacombs of Carthus at one end and adjoins the ruins of Anor Londo at the 
other; 2 side route through the city’s sewers leads to the isolated dungeons. Most 
‘of the enemies in Irithyll are considerably more dangerous than those of previous 
areas, and many ambushes await careless Unkindled who charge blindly ahead 


OON TOMB 


Prison Tower 


PRISON TOWER - ALL FLOORS 


Company Captain Yorshka (6) 


To Anor Londo 


Church of Yorshka 
Old Woman 


__ Pontiff 
Sulyvahn 


: 
(8) 
© ra) \ 


‘ | 
Pontiff Sulyvahn 


1 Pontiff’s Right Eye 
2 Witchtree Branch 

3 Dorhys’ Gnawing 

4 Magic Clutch Ring 
5 Roster of Knights 

6 Undead Bone Shard 
7 
8 


Yorshka’s Spear 


Central Irithyll oe ra Ring of Sacrifice 
9 Great Heal 
Ry : 10 Murakumo 
11 Excrement-covered Ashes 
1 


12 Divine Blessing 
13 Divine Blessing 
14 Smough's Great Hammer 


a 
/ Irithyl! of the Boreal Valley 15 Leo Ring 
16 Manikin Claws 


; 
32 Ol “atacombs of Carthus 17 Ring of the Sun's First Born 


18 Soul of Pontiff Sulyvahn 
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To Irithyll Dungeon 


Water Reserve 


19 Dark Stonepiate Ring 
20 Drang Twinspears 
21 jen Ritual Spear 
22 Ring of Favor 

23 Farthtul 


24 Easterner's Ashes 


25 Dragonslayer Greatbow 


34 Creighton's Stee! 
Mirrah Chain Mail 
rah Chain Glov 
Mirrah Chain Leggings 
35 Greirat's Ashes 


HALL 


Distant Manor 
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> IRITHYLL DUNGEON = 


f eed underground dungeon can be reached through the sewers of Iri- 

thyll proper. Its jailers employ a particularly nasty gimmick: the ability 
to temporarily reduce their victims’ maximum health The cramped, nar 

row passageways hide numerous traps and ambushes, but also a variety 
of treasure and even a friendly face or two. Irithyll Dungeon connects to 
the Profaned Capital through a gate on the dungeon’s upper floor, and to 
Archdragon Peak by using the “Path of the Dragon” Gesture next to the 

meditating dragon statues on a ledge accessed via the lowest level 


er ey 


@ 


Dark Witch Karla 


WESTERN 
uirt-Fl 
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From Profaned Capital 


1 Jailbreaker's Key 


2 Old Sorcerer Hat. 
Old Sorcerer Coat, 
Old Sorcerer Gauntlets, 
Old Sorcerer Boots 


Great Magic Shield 
Bellowing Dragoncrest Ring 
Estus Shard 

Pickaxe 

Old Cell Key 

Dark Clutch Ring 

Dragon Torso Stone 
Lightning Blade 


Protaned Coal 
Alva Gauntlets, From Irithy!l of 
Alva Leggings the Boreal Valle 


14 Dusk Crown Ring 
15 Profaned Flame 


16 Jaller’s Key Ring 
17 Prisoner Chief's Ashes 


Irithyll Dungeon 


B2Swareaacaw 
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sj 


Yhorm the Giant 


Yhorm the Giant 


ne ee 


1 
2 
3 
4 


eran 


BRIDGE - F2 


From Irithyll Dungeon 
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Important Items 


Undead Bone Shard 
Cursebite Ring 
Eleonora 


Court Sorcerer Hood, 
Court Sorcerer Robe, 
Court Sorcerer Gloves 
Court Sorcerer Trousers 


Court Sorcerer's Staff 
Logan's Scroll 
Wrath of the Gods 


Covetous Gold 
Serpent Ring 


he ruined city once ruled by Yhorm the Giant. Its human population 

was eradicated by the Profaned Flame, leaving behind only a handful 
of stone gargoyles and deformed survivors. Although not an especially 
large area, most of the Capital's enemies are very powerful—particularly 
those located in and around the toxic swamp. Most of the useful items 
here are hidden on side paths or otherwise out of plain sight, and careful 
attention to the environment is necessary to track them down 


Onislayer Greatbow 
Greatshield of Glory 
Storm Ruler 


Cinders of a Lord, 
Soul of Yhorm the Giant 


Storm Ruler, 
Pierce Shield, 
Catarina Heim, 
Catarina Armor, 
Catarina Gauntlets, 
Catarina Leggings 


[To Irithyll Dungeon _ } et 


SORCERY SCHOOL ~ F2 
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‘ANOR LONDO — 


Aldrich, Devourer of Gods hese ruins are all that remains of the city which was once home to Lordran's 
gods. Pontiff Sulyvahn now holds dominion here, and the main hall of the keep 
CE} has become little more than a gruesome banquet room for Saint Aldritch as he 


slowly devours the last surviving god, Gwyndolin. 


HO Aap saber weno 


—_ eid ie 
Aldrich, Devourer of Gods on < tiara 


CHAMBER OF THE PRINCESS 


important Items 


1 Giant's Coal 
2 Aldrich’s Ruby 


3 Cinders of a Lord, 
Soul of Aldrich 


4 Sun Princess Ring 


5 Soul of Rosaria, 
Crescent Moon Sword, 
Silver Mask 


HALL - F2 


Anor Londo 


To Irithyll of the Boreal Valle 


Prison Tower 


ie FG 
From Irithyll of 
Company Captain Yorshka the Boreal Valle 
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SL UNTENDED GRAVES —= 


9 ioe Cemetery of Ash and Firelink Shrine during a 
previous age, accessed through a secret passageway 
guarded by the Consumed King. Gundyr still guards the 
entrance, and the other enemies are vastly stronger than 
those in the present-day version of this area: agile Wardens 
stalk the cemetery, while Black Knights patrol the shrine’s 
exterior. 


INTERIORS 


Shrine Handmaid \ 


11 Eyes of a Fire Keeper 


-— Untended Graves 
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rom Consumed King’s Garden|} 


“<cw~ LOTHRIC CASTLE 


3 Bae 


Later of authority for the royal family of Lothric, and currently the Twin Princes’ 
hideaway. The Hollow husks of countless stalwart knights patrol the castle, and a 
pair of dragons have made their nest on the upper battlements. The Grand Archives’ ~~ 

entrance can be found beyond a bridge guarded by the Dragonslayer Armor, and an 5 Y 
elevator from the ground floor connects to the Consumed King’s Garden far below. 


, sci asec Or pinay on pre, 


— ns 


Lothric Castle 


L INTERIORS 


{From High Wall of Lothric] 


CENTRAL INTERIORS ~ FI 


Important Items 


1 Hood of Prayer 
Robe of Prayer, 
Skirt of Prayer 


2 Winged Knight Helm, 
Winged Knight Armor 
Winged Knight Gauntlets. 
Winged Knight Leggings 

3 Sacred Bloom Shield 

4 Greatlance 

5 Undead Bone Shard 

6 Sniper Crossbow 

7 

8 

9 


oy BASEMENT - Fl 


From Consumed King’s Garden__} 


To Consumed King’s Garden == Irithyll Rapier 


Spirit Tree Crest Shield 


Knight's Ring 
10 Red Tearstone Ring 
11 Caitha's Chime 
12 Sunlight Straight Sword 
13 Braille Divine Tome of Lothric 
14 Soul of Dragonslayer Armour 


SULS TRILOGY COMPENDIUM 


ALTAR CORRIDOR - FI 


; Dragonslayer Armour —— ‘ 
DESCENDING LIFT ~ FI & F2 e \ & 


P 
\a 
Pe 
¥ 


ee 
me 

12 
ral 
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xts On magic, Many of them 
cursed. Since its closure long ago, 
few have seen the building's interior 
besides the scholars who tend its 
tomes and the Crystal Sage who 
oversees the facility. Naturally, 

several powerful spells and casting 
implements can be found within, 

but care must be taken to follow 

the scholars’ example and protect 
oneself from the rampant curses. soil 


SRE eal 


CAGE & BEAMS - Fl 


ROOFTOPS - F3 
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— Twin Princes 


Lorian, Elder Prince & 
Lothric, Younger Prince 


[To Lothric Castle] 


ROOFTOPS - F2 


Grand Archives 


Important Items 


1 Grand Archives Key, 
Gotthard Twinswords 


tal Scroll 


Power Within 

6 Avelyn 

7 Outrider Knight Helm, 

Knight Armor, 

Ou Knight Gauntlets, 
utrider Knight Leggings 


8 So 
9 Scholar Ring 
10 Fleshbite Ring 
11. Undead Bone Shard 
12. Onikiri and Ubadachi 
13 Golden Wing Crest Shield 
14 Sage’s Crystal Staff 
15 Estus Shard 
16 Hunter's Ring 
17. Divine Pillars of Light 
18 Divine Blessing 


19 Soul of the Twin Princes, 
Cinders of a Lord 


20 Orbeck's Ashes 
21 Greirat’s Ashes 


Sveam 
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% ee private garden of Oceiros, a former ruler of Lothric 
whose obsession with dragons led him down the path of 
madness. The garden has gradually become corrupted by the 
spreading Dark, and in addition to the powerful knights charged 
with driving away intruders, the area now crawls with the Pus of 
Man. A few useful items can be found scattered throughout this 
small area, but beware the toxic sludge blanketing most of the 
traversable ground in the lowermost section. 


EN yer es a 


agents ear” 


NORTHERN LIFT - F2 


© 
© 
rr) 
© CE) 


MIDDLE PLATFORM 


Shadow Gauntlets, 
Shadow Leggings 

5 Dregonscale Ring 

6 Magic Stoneplate Ring 

7 Soul of Consumed 
Oceiros 


8 Drakeblood Helm, 
Drakeblood Armor, 
Drakeblood Gauntlets, 
Drakeblood Leggings 


Oceiros, the Consumed King 


Oceiros, the Consumed King 
To Untended Graves 
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NORTHERN LIFT - FI 


WESTERN LIFT - FI 
[From Lothric Castle _ 


{From Lothric Castile 


sy 


A Nn ancient shrine dedicated to the worship of dragons. 

cess to this area requires the “Path of the Dragon” 
Gesture obtained after defeating Oceiros, the Consumed 
King; performing this Gesture next to the dragon statues on 
the ledge outside the lowest level of Irithyll Dungeon will 
facilitate instant transportation to Archdragon Peak. Virtually 
all of the enemies here are either Man—Serpents or genuine 
dragons. 


nena 
ee ee, 


te oem 


Important Items 


Ancient Dragon Greatshield 

Lightning Clutch Ring 

Dragon Head Stone 4 
Ring of Steel Protection 

Calamity Ring 

Drakeblood Greatsword 

Thunder Stoneplate Ring 

Ricard’s Rapier 


Dragon Tooth, 
Havel’s Greatshield 


10 Great Magic Barrier 
11 Dragon Chaser's Ashes 

12. Twinkling Dragon 

Torso Stone 

13 Soul of the Nameless King 
14 Dragonsiayer Helm 
Dragonsiayer Armor, 
Dragonsiayer Gauntlets, 
Dragonslayer Leggings 
Dragonslayer Spear 


OBNYRMEWNH 


Dragon-Kin 
Mausoleum 


ens DECEASED DRAGON - F2 


Nameless King 


From Irithyll Dungeon 


Sw KILN OF THE FIRST FLAME —= 


scorched, twisted hill atop which burns the First Flame, 
waiting a new champion to bring about the next Age of 

Fire... or not. The Kiln can only be accessed after collecting 
the Embers from all four errant Lords of Cinder and offering 
them to the Fire Keeper; this area consists simply of a short 
path leading to a large boss arena, and is devoid of enemies 
other than the final boss 


Soul of Cinder —— ¥o 


From Firelink Shrine 


Flameless Shrine 


1 Soul of the Lords 


) Dreg Heap] 


Kiln of the First Flame 
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AHES OF ARIANDEL 


2) PAINTED WORLD OF ARIANDEL —= 


ae painted world that serves as home to a community of Corvians and vari- 
us other outcasts, but is gradually rotting away. While it is customary among 
this group of Corvians to burn a rotting painting and replace it with a new one, the 
arrival of Sister Friede and her subsequent manipulation of the community leader, 

Father Ariandel, have split the Corvians into opposing factions unable to agree on 

whether to burn their painted world or merely allow it to rot. 


RY INTERIOR ~ FIL & F2 git 


The Painter 


Snowy Mountain Pass 


Cc 
CHURCH 


Forlorn Corvian Settler 


* 
Pa 
g 


ROOTS - FI 


Corvian Settlement 


ROT-INFESTED 
Crypt - Fl & F2 


impor 


Items 


1 Follower Javelin 10 Crow Quills 17 Follower Torch 

2 Frozen Weapon 11 Crow Talons 18 Quakestone Hammer 

3 Millwood Greatbow 12 Slave Knight Hood, 19 Vilhelm’s Helm, 

4 Ethereal Oak Shield Slave Knight Armor, Vilhelm's Armor, 

Slave Knight Gauntlets, Vilhelm’s Gauntlets, 

5 Millwood Battle Axe Slave Knight Leggings Vilheim’s Leggings 

6 Captain's Ashes 13 Way of White Corona 20 Pyromancer's 

7 Follower Sabre 14 Contraption Key, Parting Flame 

8 Snap Freeze Onyx Blade 21 Floating Chaos 

9 Champion's Bones, 15 Follower Shield 22 Soul of Sister Friede 
Valorheart 16 Earth Seeker 23 Chillbite Ring 
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; 


[ToThe Dreg Heap} 
Father Ariandel 


= Sister Friede - 


Champion's Gravetender 


Blackflame Friede 
Champion's Gravetender 


| 
| 
| 
| 


Gravetender 


Greatwolf Sir Vilhelm 


ROCK-SIDE 
ROOTS - F2 


Rope Bridge Cave ® ad 


a ARCHER TOWER 
4 a FLOORS 
i oon 


| Oe 


Drowsy Forlorn Snowfield 


From Cathedral 
of the Dee; 
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THE RINGED CITY 


GL DREG HEAP 


A massive expanse of rubble on the outskirts of the 
inged City. All realms converge here, and all the 
remains and refuse of every civilization to have ever existed 
has accumulated over the eons into the surreal landscape 
which now greets the few travelers to wander this far. 


eee ee 


pe Papas a 
ro _ ae 


The Dreg Heap 


LOWER RUI 


1 Aquamarine Dagger 12 Desert Pyromancer G 
2 Murky Hand Scythe 13 Desert Pyromancer Skirt 
3 Divine Blessing 14 Ring of Favor +3 
4 Ring of Stee! Protection +3 15 Loincloth 

R RUINS - F3 5 Murky Longstatf 16 Harald Curved Greatsword ' 
6 Great Soul Dregs 17 Flame Fan | 
7 Covetous Silver 18 Desert Pyromancer Hood 

Serpent Ring +3 19 Divine Blessing 

@  Eroiected Heat 20 Soul of the Demon Prince | 
©) Lothric Wer Benner 21. Small Envoy Banner 
10 Desert Pyromancer Garb 22 Old Woman's Ashes 
11 Giant Door Shield ' 
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Within the Earthen Peak par oe 


* & Y a 
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Amnesiac Lapp 


——E 


The Demon Prince 


LOWER RUINS ~ F3 


Demon in Pain 
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Onan 
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Sacred Chime of Filianore 
Wolf Ring +3 

Black Witch Hat, 

Black Witch Garb, 

Black Witch Wrappings, 
Black Witch Trousers 
Ringed Knight Spear 
White Preacher Head 


Ledo's Great Hammer 


SS THE RINGED City = 


7 


n ancient city bequeathed to early humans by Lord 

Gwyn along with his youngest daughter, ostensibly as 
an offering of peace but in reality as a means of subjugating 
and oppressing humankind. Its few remaining guardians 
still faithfully protect the sleeping princess, for were she to 


awaken, the grand illusion cast over the city would be shat- 


tered and its true, insidious nature revealed 


a 
spiel i \ 


Bee ene em Nes 


MIDIR'S DOMAIN 


Iron Dragonslayer — 


From The Dreg Hear 
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CHURCH ~ F2 


Princess Filianore 


Ringed City Streets 


CITY OUTSKIRTS - Fl 


CORRUPTED LAKE 


White-Faced Locust B 
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Filianore’s Rest —-—— , 


White-Faced Locust A 


Ringed Inner Wall 


Slave Knight Gael 


WASTELAND RUINS 


Church of Filianore 


CITY OUTSKIRTS = F3 & F2 


Judicator Argo 


Halflight, Spear of the Church — 


Darkeater Midir 
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Yes, indeed. 
It is called Lothric, 


) where the transitory lands of the Lords of Cinder converge. 


In venturing north, 


the pilgrims discover the truth of the old words. 


The fire fades, 
ind the Jords go without thrones.” 
‘ - 


Mhedink of fire is threatened, the bell tolls, 
thing the old Lords of Cinder from their graves. = 


3 drich, Saint of the Deep. age < 
dfron’s Undead Legion, the Abyss Watchers. ~~ 


And the reclusive lord of the Protanet 


. he Giana 
— e Yhorm théldiag 


Only, in trutl 
The Lords will 


AMNESIAC 
LAPP 
—DLC 2 


lad in heavy armor that comple 

his face, Lapp is a traveling warrior w 
journeyed to the Ringed City in hopes of over 
ing his lost memories. Gracious and hor 
to a fault, Lapp is a reliable comrade 
but something about him seems distu' 
familiar 


Talk—1st time (The Dreg Heap) 


Oh, look at you, you've got your head screwed or 
correct. —+ Fantastic. To meet a kindred spirit, or 
godsforsaken crag. — Call me Lar 
ber my real name, so let's ; 
a feeling we're going to make a fé 
you'll see, you'll see! 


Talk—2nd time (The Dreg Heap) 


Ohh, in all honesty there's s 
you... —+ I'm try to play it bu 
haven't a clue about my past. — was 

| lived for. Not even my own blessed name. — That's 
why I've come here, searching 
Monument, said to be in the Ringed City, where the 
Pygmies, who found the Dark Soul at the dawn of 
fire, reside. — All | can say is... Those little stones 
aren't doing much to help me remember anymore 


nething | should te! 


a Hollow. Yes, | t 


+ For the Purging 


Talk—3rd time (The Dreg Heap) 


Well, that's the long and short of it. —+ So, if | cor 
pletely forget who you are, don't be wrath with me. 
— C'mon, what else can | say? I'm a bloody Hollow 
for heaven's sake 


‘ apital, - 
“a 


Talk—1st time at his 2nd location, after exhaust- 
ing his dialogue at the 1st (The Dreg Heap) 


Talk—2nd time at his 2nd location (The Dreg 
Heap) 


Talk—At his 2nd location, after retrieving the 
Titanite Slab from the Earthen Peak swamp (The 
Dreg Heap) 


Talk—After entering the Ringed City without 
retrieving the Titanite Slab from the Earthen Peak 
Swamp (The Dreg Heap) 


arfect timing. + You remember 


olson swamp? —> 


Oh, there you 
that treasure, 
Well, | fetched it for you, as pr 
only a hop and a skip. | needed 


over there. — Here, go ahead. 


he thick of the f 


sed. —> t was 
st from old nar 


Maybe it'll 


th that solemn duty of yours. 


help you w 


Talk—At his 3rd location, after acquiring Titanite 
Slab through either of the two methods (The 
Dreg Heap) 


Talk—1st time at his 1st location, after after ac- 
quiring the Titanite Slab through either of the two 
methods & exhausting his dialogue in The Dreg 
Heap (The Ringed City) 


Talk—2nd time at his 1st location (The Ringed 
City) 


ne. — 
aS 


Talk—3rd time at his 1st location (The Ringed 
City) 


t nent. —+ 


ging Mc 
ome back to me. 


off in sear 


Taik—At his 2nd location after exhausting his 
dialogue at the 1st (The Ringed City) 


+ How goes things? I'm 
s, I'm afraid. —+ | can't find 
ent. And I've searched high and 
f it was never here in the first place? 

all, what do | know 


2 we are agair 


Choose “I do not know” to the 1st query, or talk 
after choosing either “| do not know" to the 1st 
query or "Say nothing" to the 2nd (The Ring City) i 


Sorry, | know it doesn't concern you... —» Seeing you 
all good and wel just sort of spilled my guts to 
you. —+ Just forget it all. Like a good Hollow would! 
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or dying (The Ringed 


"_.What did | come here in search of? —. .Damn, 
Stop it, I'm unbreakable, unbreakable... 


‘Tatk—2nd time at his 2nd location after choosing 


Ido not know* to the 1st query, then return after 
leaving The Ringed City or dying (The Ringed 
...Abh, please, someone tell me... — ..Who am |? 
Why am | here? 


Seen 


Are you certain of that? —+ No, sorry, | know you'd 
never lie to me. —+ Thank you, thank you kindly. 

lll speed right on over. — ...It won't be long now, 
before | know everything. —> Who | was, what | lived 
for, and what my name was. — And I'll have you to 
thank for it all 


‘Talk—1st time at his 2nd location after choosing 


"Speak of the Monument" to either the 


1st, 2nd or 3rd query (The Ringed City) 


Ahh, thank you, most sincerely. — | swear upon 

my birth name. — That | am your friend. No matter 
what might come out, no matter what | was. — If 
you would do me the honour, allow me to be a true 


aha Peete ead Fea RS AE A ae 
‘Talk—2nd time at his 2nd location after choosing 


"Speak of the Purging Monument” to either the 
ist, 2nd or 3rd query (The Ringed City) 

...it won't be long now, before | know everything. —+ 
Who | was, what | lived for, and what my name was. 
—+ And I'll have you to thank for it all. 

Upon being attacked, before he has reached 

the Monument—A (The Dreg Heap/The 


What's wrong, friend? 


Upon being attacked, before he has reached 
the 


Monument—B (The Dreg Heap/The 


Stop it! Oh, please! 


Upon being attacked & made hostile, before he 


has reached the Purging Monument (The Dreg 
Heap/The City 


Bloody hell! Lost your mind, have you? — Then | 
have no choice! Forgive me! 


Upon dying (Dreg City) 
Perhaps...! deserved this. 


Upon killing the player (Dreg City) 


Forgive me, friend. — | cannot die just yet. 


blige haearecabiep enced 
1st, 2nd or 3rd query (The Ringed City) 


Oh, finally, you've come. —+ Now | know exactly who 
1 was. And for that, I've a little thanks to be giving 

—+ Go this way, and peep past the broken staircase. 
Some awtully fine treasure’s just sitting there all 
alone. — It'll change your life... 


Menu—Choose "Give Coal” & choose "Give Far- 
ron Coal" 


d location after choosing being attacked at his 3rd location—A (The 
query, then return after “Ringed Cry) 


Upon being attacked at his 3rd location—B (The 
Ringed City) 


Stop that! Enough of that! 


Upon being attacked & made hostile at his 3rd 
location (The Ringed City) 


“Talk—1st time 


Bloody hell, you've lost your head, have you? —> 
Then, let's have a go, shall we. — I'm unbreakable! 
You can't crack me! — I'll rot yer flesh! 


Upon dying at his 3rd location (The Ringed City) _ 


Curses, of all the luck... + Everything always goes 
to pot, doesn’t it. 


Upon him killing the player at his 3rd location 
{The Ringed City) at 
Everything always goes to pot, doesn't it 


Ae resides in Firelink Shrine, where he 
erves Unkindled champions as a humble 
blacksmith. Andre is a master of his craft, and 
can perform any type of equipment upgrade as 
long as he is provided the appropriate Coal 


Well, a newcomer | see. —+ | am Andre. | serve at 
this shrine. — As a humble smith, forging weapons. 
— You're in search of the Lords of Cinder, | trust? 
— A toilsome journey I'd wager. You'll require good 
arms. —> Let me smith y' weapons. — | am a smith, 
such is my purpose. 


Talk—2nd time _ 


Ahh, well met. — ‘Tis good to see y’ in good health 


SRA ta aie meal Role eA EERE 
Menu—Choose "Leave" or after leaving abruptly 


Prithee, be careful. — | don't want to see m’ work 
squandered! 


Menu—Choose "Talk"—A_ 


Weapons and protection are sturdy enough, by 

and large. —> But when overused, they'll eventually 
break. —> When their durability is low, repair be- 
comes a necessity. —> Use a powder, or simply rest 
at a bonfire. —+ But should chance impel them break, 
bring them me. — I'll hammer ‘em back into shape. 
—+ They take no pleasure in breaking, | assure y*. 
So, handle them with care, if y' would. 


Menu—Choose “Talk"—B 


There are two ways to smith weapons. — Simple 
reinforcement is one, and infusion the other. — 
Reinforcement is straight forward. It strengthens a 
weapon without altering its property. — Infusion is 
@ more advanced form of smithing that infuses an 
element. — Reinforcement requires titanite, and 
infusion requires gems. —+ Bring the stones, and I'll 
do the smithing. — It's m' purpose, after all! — In 
battle, y’ weapons are yer only friends. Forge them 
well, and they won't let y’ down 


spain 


I've much to thank you for, so I'll say it again and 


again. —+ Go this way, and peep past the broken 
staircase. Some awtully fine treasure’s just sitting 
there all alone. —* What, don't you believe me? 


poe meeereerran Se Necan, the cutscene 
where he shoves the player (The City) 


Every age, it seems, is tainted by the greed of men. 
—+ Rubbish, to one such as |, devoid of all worldly 
‘wants! — Hmmm, | dunno, maybe it’s just the way 
we are. —- I'll stick you in my prayers. A fine dark 
‘soul, to you. 


Menu—Choose "Talk"—C 


Ahh, another matter. —+ infusing weapons with 
gems requires a special kind of coal. +> My humble 
coals won't be any use infusing more unusual gems. 
— | know, it's an awful shame, but it’s all | have. > 
Oh, please, don't give me that look. — Believe it or 
not, I'm quite thin-skinned. 


Menu—Choose “Talk"—D 


Oh, by the by. — If you find any Estus Shards, bring 
‘em ‘ere. —» They can be used to reinforce either of 
y’ Estus Flasks. — Without those flasks, you'd want 
for life or focus. —+ And they'll always stay with y’. 
Why not treat ‘em well? 


Oh, my...this coal is from the Undead Legion... + 
Used to forge the weapons of Farron’s Abyss Watch- 
ers. — A fine prize. I'm honoured to be endued with 
it. — Now I'll be equipped to infuse special gems. 
Praise the gods, eh. Time to put this brawn to use! 


Menu—Choose “Give Coal” & choose "Give Gi- 
ant's Coal” 
My, my... The coal of that peaceable giant. + Seems 
like ages past. | imagine his passing was long ago. 
—+ | miss the old bugger, | do. —+ My thanks. I'll be 
sure this coal is put to good use. — I'll be smithing 
weapons never afore seen by the likes of y'! — It's 
but a small service, to pay my humble respects. 


Menu—Choose “Give Coal” & choose "Give 
Profaned Coal” 

Lords... Where didye hap'n upon this coal? — This is 
much too dark. | see the Abyss in it... — Yet, a smith 
1} remain. | won't turn down a request. — But forget 
not, — Your fight is for the flame, and for y' fellow 
kin. Just like mine. — A cursed fate this may be, but 
hope remains, does it not? 


Menu—Choose "Give Coal" & choose “Give 


@ coal such as this? — I'd heard one of the Crystal 
Sages had sided with Farron's Abyss Watchers. + 
| suppose it must be true. — You should know, this 
coal is imbued with magic. First one I've ever seen. 
—+ Hardly a surprise is it? I've never been one for 
books or wise men. 


“Talk—After player has obtained the Dragon Torso 
Stone 


Oh, you've returned. | was hoping to see y'. — That 
crestfallen arse Hawkwood, he handed me this. + 
He's changed a great deal since he left this place. + 
Graven of face, he asked me to give it y’. — Well, 
now that that task is concluded... —* What would y 


shrew your heart 
Talk—Once he's been revived after dying i 
Overstep not yer bounds, cousin. — | may serve, 
but I'm no slave. — | have business | must attend 


nti is an adventurer from the ruined land 
if Astora. Accompanied by Horace the 

Hushed on a quest to vanquish Saint Aldrich, 
Anri's earnest nature belies a terrible mission 
of self-sacrifice known only to the servants of 
Darkstalker Kaathe. For storyline reasons, Anri 
will always be the opposite gender to that of the 
player character. 


Oh, hello. How do you do. —+ | am Anri of Astora 
Unkindled, like you. — This is Horace. A friend and 
travelling companion. —+ Are you too in search of 
the Lords of Cinder? —+ We are well along the road 
of sacrifices. Below us is the Crucifixion Woods. 
Beyond the flooded woods lies Farron Keep, home 
of the Undead Legion. Further yet is the Cathedral 
of the Deep. — We seek the cathedral, home of the 
grim Aldrich. —+ We may go our separate ways now, 
but we are both seekers of lords. — The next time 
we cross paths, one may find the other in a time of 
need. —+ May the flares guide your way. 
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Jaik—2nd time (Road of Sacrifices) es 
ae cane POL! : 
Oh, yes, Horace... —+ He's not very talkative. + 
But don't think ill of him. He's an upstanding, 
kind-hearted knight, a fine partner for this gruelling 
journey. —* Without his help, | would have cursed 
this onerous duty long ago. 


CHa ace BES ORE Soret 
Talk—3rd time (Road of Sacrifices) 3 
We are well along the road of sacrifices. Below us is 
the Crucifixion Woods. —+ Beyond the flooded woods 
lies Farron Keep, home of the Undead Legion 
Further yet is the Cathedral of the Deep. + We may 
go our separate ways now, but we are both seekers 
of lords. —+ The next time we cross paths, one may 
find the other in a time of need. — May the flames 
guide your way. 2 LL ELE ave ca 
Talk—1st time, after defeating the Deacons of the 
Deep & exhausting her dialogue in the Road of 
Sacrifices (Firelink Shrine) 
aaa 


Oh, and we meet again. + We spoke before on 
the road of sacrifices. Anri of Astora. —+ | am well 
pleased to see you safe. + We reached the Cathe- 
dral of the Deep, but Aldrich's coffin was empty. —+ 
The man-eater must have left for his true home. — 
The little doll in the empty coffin told me. — Aldrich 
is said to hail from Irithyll in the Boreal Valley, an 
ancient fabled city... —* A pilgrim told me that the 
city lies beyond Farron Keep. — And so becomes 
our destination... iS 

Talk—2nd time (Firelink Shrine) 

Aldrich's honest home is Irithyll in the Boreal Valley, 
an ancient fabled city... — A pilgrim told me that the 
city lies beyond Farron Keep. —+ And so becomes 
our destination. 


1 ee nl ol 5 
Talk—1st time, after exhausting her dialogue in 
‘Firelink Shrine (Catacombs of Carthus) 


Oh, hello, how very fortunate. —* Have you seen my 
companion, Horace? — To my shame, | was snared 
by a trap, and we've become separated. — I've not 
been able to find him since. 


Choose "No" to the 1st query (Catacombs of _ 
Carthus) 


Yes, | see. —+ Horace is a valiant knight. He can 
look after himself, no question. —+ He's probably 
searching for me right now, with twice the resolve. 
—+ If you happen upon him, please tell him. — That 
| remain in the catacombs... — And will lay prism 
stones to guide him, as always. — Please send him 
my word, | beg of you. — May the flames guide 
your way. eae "a Bik 
-Talk—After choosing "No" to the 1st query (Cata- 
_combs of Carthus) 
If you happen upon Horace, please tell him. — That 
| remain in the catacombs... — And will lay prism 
stones to guide him, as always. — Please send him 
my word, | beg of you. —> May the flames guide 
your way. 
Talk—At her second location, after either exhaust- 
ing her dialogue at the ious one, or encoun- 
tering Horace in the lake (Catacombs of Carthus) 


Ah, hello, we meet again. —> Have you seen Horace 
anywhere? 


eh 
Choose "Tell of the Smouldering Lake" to the 2nd 

or 3rd query, after encountering Horace in the 
lake (Catacombs of Carthus) 


Goodness me. — To think there'd be a lake so deep 
within these catacombs. — What a relief. | knew 
that Horace was alive, and wouldn't stray far. 
Thank you. We are both in your debt. — This hardly 
expresses my gratitude, but it'll have to do for now. 
— Please, take it. And may the flames guide your 
way. 


Talk—2nd time after choosing “No” to the 2nd 
query (Catacombs of Carthus) 


Oh, Horace. Where have you tun off to? — Have you 
abandoned me? No, what a horrible thought 


Talk—1st time after killing Horace & choosi 
“Tell of the Smouldering Lake" {irthyll of the 
Boreal Valley) 


Oh, | thought it might be you. Good to see you. +! 
never managed to find Horace. —> But my duty must 
be done, even alone. As an unkindled Lordseeker. —> 
For the children | knew, bless their souls. — We all 
have our reasons, don't we? 

Talk—1st time after choosing either * 
2nd query or “Say nothing” to the 3rd, or after 
killing Horace & choosing “Tell of the Smoulder- 
ing Lake" in the Catacombs of Carthus (Irithyil of 
the Boreal Valley) 


Oh, | thought it might be you. Good to see you. +! 
never managed to find Horace. — But my duty must 
be done, even alone. As an unkindled Lordseeker. 

—+ For the children | knew, bless their souls. —- We 
all have our reasons, don't we? — Please, take this. 
Recompense for my foolish request. —+ And also a 
token of protection. May the flames guide your way. 


Talk—2nd time (irithyll of the Boreal Valley) 


Ahh, you are brave indeed. To face your duty alone. 
—+ | would do well to learn from you. —+ May the 
flames guide your way. 


After being summoned by her to fight Aldrich, 
Devourer of Gods, after killing Horace in the 
Catacombs of Carthus as well as the Old Woman 
of Londor before defeating Pontiff Sulyvahn 
(Anor Londo) 


Ahh, | thought it might be you. — Then I'm afraid 


Horace... —> ...No, this only bolsters my resolve. 
Please. Lend me your strength. —> Help me vanquish 


Londor before defeating Pontiff Sulyvahn (Anor 
EOUSONS eos 


Anh, | thought it might be you. — ...No, this only 
bolsters my resolve. — Please. Lend me your 
strength. — Help me vanquish Aldrich, the man- 
eating fiend. 


After helping her defeat Aldrich, Devourer of 
Gods (Anor Londo) 

| owe this to you. Thank you. Truly. —> Horace, we've 
done it, we really have. 


Upon being attacked—A (Road of Sacrifices/Fire- 
link Shrine/Catacombs of Carthus/Irithyll of the 
Boreal Valley) 


What's happened to you? 


Upon being attacked —B (Road of Sacrifices/Fire- 
link Shrine/Catacombs of Carthus/rithyll of the 
Boreal Valley) _ 
Please, stop this! 


“Upon being attacked & made hostile, before be- 
coming separated from Horace in the Catacombs 
of Carthus (Road of Sacrifices/Firelink Shrine) 


You've gone Hollow, have you? — Then | shail put 
you to rest. —* Horace! Join me! 


Upon being attacked & made hostile, after be- 
coming separated from. ireoe in ike Case ou 


Talk—after Bapomen ena re Soroucertrg 
Lake" to either the 2nd or 3rd query (Catacombs 


1 will soon head to the lake. —-+ Thank you. We are 
both in your debt. —+ May the flames guide your way. 


“No” to the 2nd query, or after not talking _ 
first location, encountering Horace in the 


her 
& choosing “Say nothing" to the 3rd query 
Kestcombe of Sartnieh 


Oh, yes, | see... + I've searched high and low, with 
no luck. Perhaps he's left the catacombs. —+ Oh, 
Horace. Where have you run off to? 


You've gone Hollow, have you? — Then | shall put 
you to rest 


After becoming hostile & the player kills Horace 
“in front of her (Road of Sacrifices/Firelink Shrine) 


Oh, Horace, why... —+ Don't leave me, not you... —+ 
Not like the others... — 


Upon dying, either before Horace while hostile, 
or after ing separated from him in the 

Catacombs of Carthus (Road of 
Shrine/Catacombs of Carthus) 


Forgive me, Horace... —* It pains me...to leave you... 


Upon dying, either after becoming hostile & the 
player has killed Horace in front of her, or being 
killed by the player in Irithyll of the Boreal Valley 
(Road of Sarcrifices/Firelink Shrine/Irithyll of the 


Boreal Valley 


Oh, Horace, everyone, forgive me... >| was weak 
on my own. 


nri is an adventurer from the ruined land 
if Astora. Accompanied by Horace the 

Hushed on a quest to vanquish Saint Aldrich, 
Anri’s earnest nature belies a terrible mission 
of self-sacrifice known only to the servants of 
Darkstalker Kaathe. For storyline reasons, Anri 
will always be the opposite gender to that of the 
player character. 


Talk—1st time (Road of Sacrifices) 


Oh, hello. How do you do. —+ I’m Anri of Astora. 
Unkindled, like you, —» This is Horace. A friend and 
travelling companion. —+ Are you too in search of 
the Lords of Cinder? —> We are well along the road 
of sacrifices. Below us is the Crucifixion Woods. —> 
Beyond the flooded woods lies Farron Keep, home 
of the Undead Legion. Further yet is the Cathedral 
of the Deep. —+ We seek the cathedral, home of the 
grim Aldrich. —+ We may go our separate ways now, 
but we are both seekers of lords. —> The next time 
we cross paths, one may find the other in a time of 
need. —+ May the flames guide your way. 


Oh, yes, Horace... —+ He's not very talkative. —> 
But don't think ill of him. He is an upstanding, 
kind-hearted knight, a fine partner for this gruelling 
journey. —+ Without his help, | would have cursed 
this onerous duty long ago. 


_Talk—3rd time (Road of Sacrifices) 


We are well along the road of sacrifices. Below us is 
the Crucifixion Woods. —+ Beyond the flooded woods 
lies Farron Keep, home of the Undead Legion. 
Further yet is the Cathedral of the Deep. + We may 
go our separate ways now, but we are both seekers 
of lords. > The next time we cross paths, one may 
find the other in a time of need. — May the flames 
guide your way. 


“Talk—1st time, after defeating the Deacons of the 
Deep & exhausting his dialogue in the Road of 


Oh, and we meet again. —+ We spoke before on 
the road of sacrifices. Anri of Astora. —+ | am well 
pleased to see you safe. > We reached the Cathe- 
dral of the Deep, but Aldrich's coffin was empty. — 
The man-eater must have left for his tue home. — 
The little doll in the empty coffin told me. — Aldrich 
is said to hail from Irithyll in the Boreal Valley, an 
ancient fabled city... + A pilgrim told me that the 
city lies beyond Farron Keep. — And so becomes 
our destination... 


“Talk—2nd time (Firelink Shrine) 


Aldrich's honest home is Irithyll in the Boreal Valley, 
an ancient fabled city... —+ A pilgrim told me that the 
City lies beyond Farron Keep. —+ And so becomes 
our destination. .. 


Talk—1st time, after 
Firelink Shrine (Catacombs of 


Oh, hello, how very fortunate. —+ Have you seen my 
companion, Horace? — To my shame, | was snared 
by a trap, and we've become separated. — I've not 
been able to find him since. 


his dialogue in 
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Yes, | see. — Horace is a valiant knight. He can 

look after himself, no question. — He's probably 

searching for me right now, with twice the resolve, 

—+ If you happen upon him, please tell him. — That 

1 remain in the catacombs... — And will lay prism 

‘stones to guide him, as always, — Please send him 

word, | beg of you. —> May the flames guide your 

way. 

Talk- choosing "No" to the 1st query (Cata- 
‘Carthus) 


combs of 


If you happen upon Horace, please tell him. —+ That 
J remain in the catacombs... — And will lay prism 
‘stones to guide him, as always. —+ Please send him 
word, | beg of you. > May the flames guide your 
way. 


nul Raherige eh dst ctertliccheegiealaepaal 
dialogue previous ‘oF encoun- 
terins Horses In the lebe {Catacombs of Certhus) 


Goodness me. — To think there'd be a lake so deep 
within these catacombs. —> What a relief. | knew 
that Horace was alive, and wouldn't stray far. 
Thank you. We are both in your debt. — This hardly 
expresses my gratitude, but it'll have to do for now. 
— Please, take it. And may the flames guide your 
way. 


Talk—after choosing “Tell of the Smouldering 
>t ochre cee al Sguemsnanay 


| will soon head to the lake. + Thank you. We are 
both in your debt. —+ May the flames guide your way. 
Choose “No” to the 2nd query, or after not talking 
at his first location, encountering Horace in the 
lake, & choosing "Say nothing” to the 3rd query 
[extacombs of Carthis) 
Oh, yes, | see... —+ !'ve searched high and low, with 
no luck. Perhaps he’s left the catacombs. —* Oh, 
Horace. Where have you run off to? 


Talk—2nd time after choosing "No" to the 2nd 
query of Carthus) 


Oh, Horace. Where have you run off to? — Have you 
abandoned me? No, what a horrible thought 


Talk—1st time after Horace & choosing 
“Tell of the Smouldering * (Irithyll of the 
Boreal Valley) 


Oh, | thought it might be you. Good to see you. —+ | 
never managed to find Horace. — But my duty must 
be done, even alone. As an unkindled Lordseeker. —+ 
For the children | knew, bless their souls, —+ We all 
have our reasons, don't we? 


Talk—1st time after either “No” to the 
2nd query or “Say ing” to the 3rd, or after 
killing Horace & choosing “Tell of the Smoulder- 


ing Lake" in the Catacombs of Carthus (Irithyll of 
the Boreal Valley) 


Oh, | thought it might be you. Good to see you. —+! 
never managed to find Horace. — But my duty must 
be done, even alone. As an unkindled Lordseeker. 

—+ For the children | knew, bless their souls. + We 
all have our reasons, don't we? — Please, take this, 
Recompense for my foolish request. — And also a 
token of protection. May the flames guide your way. 


Talk—2nd time (Irithyl! of the Boreal Valley) 


Ahh, you are brave indeed. To face your duty alone. 
—+1 would do well to learn from you. —> May the 
flames guide your way. 


being summoned by him to 
Bevourer of Gods, ae ling Horse inthe 


Mmm, | thought it might be you. — Then I'm afraid 


Horace... — ...No, this only bolsters my resolve. 
Please. Lend me your strength. —+ Help me vanquish 
Aldrich, the man-eating fiend 


After being summoned by him to fight Aldrich, 
Devourer of Gods, after choosing “Tell of the 
Smouldering Lake”, killing Horace in the Cata- 
combs of Carthus, as well as the Old Woman of 
See (Anor 


Mmm, | thought it might be you. — ...No, this 
only bolsters my resolve. —> Please. Lend me your 
strength. — Help me vanquish Aldrich, the man- 
eating fiend. 


‘After helping him defeat Aldrich, Devourer of 
Godse (Anor Londo) (ic Scitiaiee Se) 
1 owe this to you. Thank you. Truly. > Horace, we've 
done it, we really have... 

Upon being attacked—A (Road of Sacrifices/Fire- 
link Shrine/Catacombs of Carthus/Irithy!l of the 
Boreal Valley) 

What's happened to you? 


Upon being attacked—B (Road of Sacrifices/Fire- 
link Shrine/Catacombs of Carthus/Irithyll of the 
Boreal Valley) 


Please, stop tl Sty ais! 


“Upon being attacked & made hostile, before be- 
coming separated from Horace in the Catacombs 
of Carthus (Road of Sacrifices/Firelink Shrine) _ 


You've gone Hollow, have you? — Then | shall put 
you to rest. + Horace! Join me! —> Oh, Horace, 
why 


After becoming hostile & the player kills Horace 
in front of him (Road of Sacrifices/Firelink Shrine) 


Talk—ist time 


Name thyself, stranger. — | am Yorshka. Captain of 
the Darkmoon Knights. —- What beckoned thee to 
such a place? 


Choose “Perform Darkmoon Loyalty” to either the 
Ist or 2nd query _ 


Thou think'st to- — Very well. Captain to this 
knightless company, | remain. — | will grant thee 
purpose. — Thou'st journeyed far; hear my voice. + 
If thou shalt swear by the Covenant, to become — A 
shadow of Father Gwyn and Sister Gwynevere, — A 
blade that shall hunt the foes of our Lords; — Then 

| place thee under the aegis, and the power, of the 
Darkmoon. — Thou'rt now a Blade of the Darkmoon 
—+ The only knight of our company. —> Swear this 
oath, and face thy solemn duty. 

Choose “Do Nothing" to the 1st query 

If thou'st come stumbling here in error, | bid thee 
leave anon. —> This tower is a prison. Thy pres: 

ence shall invoke the ire of the tyrant, Sulyvahn 

—+ Though ‘twas a rare delight to converse with 
another. My thanks, strange visitor. —+ May the 
Darkmoon watch over thee. 


Talk—After choosing "Do Nothing" for the 1st 


Thou think’st to remain? — This tower is a prison 
Thy presence shall invoke the ire of the tyrant, Suly- 
vahn. — | bid thee leave, anon. 


—Choose "Do nothing" to the 2nd query 


lay the Darkmoon watch over thee 


Don't leave me, not you... —* Not like the others. 
— Oh, Horace, Horace... —+ Forgive me, Horace. 


Talk (Knee!) — After joining the Blades of the 
Darkmoon Covenant 


Upon dying, either before Horace while hostile, 
or after becoming separated from him in the 
Catacombs of Carthus (Road of Sacrifices/Firelink 
Shrine/Catacombs of Carthus) le 

It pains me...to leave you... —» Oh, Horace, every- 

PE 

Upon dying, either after becoming hostile & the 
player has killed Horace in front of him, or being 
killed by the player in Irithyll of the Boreal Valley 
(Road of Sarcrifices/Firelink Shrine/Irithyll of the 
Boreal Valley) 

| was weak on my own... 


Another nana disappeared — So the grandson car- 
ries a cage —+ He ever has his cage — And nana's 
never coming back —+ So come into the cage, and 
become nana’s shade 


‘orshka is the younger sister of Dark Sun 

Gwyndolin and, as such, is a direct de- 
scendant of Lord Gwyn. After her brother was 
captured by Pontiff Sulyvahn, she found herself 
imprisoned atop a tower in the ruins of Anor 
Londo. She inherited leadership of the Darkmoon 
Blades from Gwyndolin, though the Covenant 
lost its last sworn member long ago. 
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Oh, good Blade of the Darkmoon, welcome home. 
— If | can provide thee succour, only tell me how. 


Choose "Leave" or after leaving abruptly 

Off so soon? —+ May the Darkmoon watch over thee 
Menu—Choose “Talk” 1st time 

Long ago, our father Gwyn, lamenting the waning 
of the fire, became cinder of his own will. —+ Now, 
the fire is linked by the champions who have come 
in his stead. —+ Such is the will of father, and the 
gods. And so the Darkmoon knights took arms, to 
watch over those who link the fire. —> But long ago, 
our company lost its last proper knight. — Only its 
covenant was preserved, to this day, until the time of 
thy visit. —> Heirdom taketh many forms, indeed 


euwocse rk 


" 2nd time 
May | pose thee a question? — This tower, this 
prison, stands tall and solitary, the contraption bridg 
ing its lower reaches long unmoving. — So...by what 
path didst thou here ascend? — Art thou a creature 
of the air, or other winged thing? 


Choose “Yes, | can fly” to the 3rd query 

Oh, my! | imagined it might be so. — Then thou'rt 
@ dragon, or perhaps a crow? —+ Well, whatever 
thou beest, thou'rt wondrous strange, yet strangely 
familiar, visitor 


Choose “No, | can't fly” to the 3rd query 


No, of course not. — Forgive my prying. Think no 
more on mine asking. — | am ashamed to say, | 
know very little, of anything. 


Menu—Choose “Talk” after deeping Covenant 
allegiance Blades of Darkmoon to rank 3 


The Darkmoon Knights were once led by my elder 
brother, the Dark Sun Gwyndolin. — But he was 
stricken by illness, and leadership of the knights 
fell to me. — Then Sulyvahn wrongfully proclaimed 
himself Pontiff, and took me prisoner, + Oh where 
could my dear brother be? — If only he were here, | 
would be most pleased for ye both to meet. — As, 
most assuredly, would he 


“After deepening Covenant allegiance with Blades 
of Darkmoon to rank 1 


My Blade of the Darkmoon, thy deeds merit great 
worship. — As Captain, ‘tis my duty to honour 
knights of great accomplishment. — Please, it is 
thine, and not lightly given. — As a shade of Father 
Gwyn and Sister Gwynevere, — Persevere in thy 
knightly duty, hunting down the gods’ would-be foes. 


‘Kfter deepening Covenant allegiance with Blades 
‘of Darkmoon to rank 2 ay 
My Blade of the Darkmoon, thy deeds merit great 
worship. — |, Yorshka, captain of this company, 
hereby recognise thy service. — This is a wonder 
‘of the Darkmoon, inherited from my brother for this 
very purpose. — Please, take this. Thou'rt most 
deserving of it. + As a shade of Father Gwyn and 
Sister Gwynevere, — Persevere in thy knightly duty, 
hunting down the gods’ would-be foes. — ...| would 
speak to my brother of this, one day. Of the shining 
new hope that joined our dear company. — | speak 
of thee, of course. 
After being attacked —A 
Please, stop this! IS 
After being attacked—B 
Thou'rt no true knight! 
Upon dying _ Eee ae 
Dear brother, forgive me... 


Id Cornyx is a master pyromancer from the 

Great Swamp, where outcasts and exiles 
from other lands attune themselves to nature 
and hone the art of manipulating flame. Wise 
with age and experience, Cornyx takes great in- 
terest in both the historical and practical aspects 
of his craft, making him an ideal mentor for an 
aspiring Unkindled pyromancer. 


Talk— ist time (Undead Settlement) _ 


Ah-hah, Unkindled are we? — Welcome to my 
abode. — | am Cornyx, an old pyromancer. —+ A 
crow in his cage, as you see, now. —+ But here we 
are, an encounter for the ages! —+| hear the Un- 
kindled make for fine vessels. —> Care to learn some 
pyromancies from this old man? 


Talk—1st time [if player chose the Pyromancer 
class] (Undead Settlement) 

Ah-hah, Unkindled are we? —+ Welcome to my 
abode. — | am Cornyx, an old pyromancer. — A 
crow in his cage, as you see, now. — But here we 
are, an encounter for the ages! — | hear the Unkin- 
died make for fine vessels. — You've been dabbling 
in pyromancies, it seems? —> Well then, care to learn 
some pyromancies from this old man? 


Choose "Ask to learn pyromancy” to either the 1st 
or 2nd query (Undead Settlement) 
Most wise. A chance encounter should not be 
squandered. — To reiterate, | am Cornyx, of the 
Great Swamp. —+ The pleasure is mine. 


Choose “Decline” to the 1st query (Undead Set- 
ps : 
Most foolish. This old crow has a little knowledge of 
his own, you know. — Bah. No sense in spelling it 
out. — | will not rush you. You will return, once you 
are enlightened. —> We are, after all, both Undead. 
And both prisoners, in our own ways. _ cate 
Talk—2nd time after choosing “Decline” to either 
the 1st or 2nd query (Undead Settlement) _ 
Well, helio, That was certainly quick. — Are you any 
more enlightened on this occasion? _ 


Taik—2nd time after choosing “Decline” to either 
the 1st or 2nd query, after traveling from & 
returning to the Undead Settlement or dying 
(Undead Settlement) ie 
Well, hello. You certainly took your time. —> Are you 
any more enlightened on this occasion? y 
Upon being attacked (Undead Settlement) _ 
What are you doing? ze 
Upon dying (Undead Settlement) _ 
Little bird, what's to be gained? _ 


Talk— 1st time after choosing “Ask to learn 
Pyromancy* to either the 1st or 2nd query in the 
Undead Settlement (Firelink Shrine) 


Ahh, there you are, Unkindled One. —+ | wish to 
express my gratitude. —+ For trusting a lowly pyro- 
mancer, and allowing me to gaze upon this majestic 
flame. —+ As promised, | will impart pyromancies to 
you. —+ But first, you'll need a flame of your own. — 
Careful you don't burn yourself with it 


Talk—2nd time (Firelink Shrine) 


Ahh, there you are, Unkindied One. — | am pleased 
to have a pupil as dedicated as you. 


Menu—Choose “Leave” or after leaving abru 
(Firelink Shrine) fy ta 


Do not be gone for long. —+ What is a teacher : 
without a pupil? 


Menu—Choose "Talk" 1st time before giving him : 
a Pyromancy Tome (Firelink Shrine) 

To learn pyromancies, you must vow to become 

my pupil. —+ | know, | know, but such is the way of 
the world. Respect your elders, and so on. —+ And 
pyromancy, of course, is no exception 
Menu—Choose “Talk” 2nd time before giving him 
a Pyromancy Tome (Firelink Shrine) 
Oh, we'll need a pyromancy tome to learn more 
advanced pyromancies. —+ Though unorthodox, that 
would be the most expedient way to make progress 
— If this were the Great Swamp, and you had the 
luxury of time, we could have trained you the hard 
way. 


Menu—Choose “Talk” after giving him the Great 
Swamp Pyromancy Tome (Firelink Shrine) _ 


If you seek pyromancy tomes, take this sage advice. 
— The lands of the Lords converge upon Lothnic. — 
The home of pyromancies drifts comparatively close, 
as well, — At least, that is what pyromancers of the 
Great Swamp believe. — The place is called tzalith 
Oh, how | wish to behold a primal pyromancy. — 
Well, these are old tales. No one knows where the 
truth begins, or ends. 


Menu—Choose “Talk” after giving him the Car- 
thus Pyromancy Tome (Firelink Shrine) 


Ahh, you found this tome in the Catacombs... —+ 
This spell is akin to chaos. — It may even serve as @ 
link to Izalith, home of pyromancies 


Menu—Choose “Talk” after giving him the lzalith 


The home of pyromancy, Izalith, was scorched by the 
very fire it created. + Undoubtedly, it was a flame 
of chaos, tangled by a witch's hand. —+ But who's to 
say that this Bonfire’s flame is any different? 


Menu—Choose "Give Pyromancy Tome” & choose 
“Give Great Swamp Pyromancy Tome" (Firelink 
Shrine) 


Yes, here we are. It's been long indeed. — With this, 
| can teach you more sophisticated pyromancies. 
— Splendid. | can boast | am your tutor a little longer. 


Menu—Choose "Give Pyromancy Tome” & choose 
*Carthus Pyromancy Tome” (Firelink Shrine) 


Well, well...l've never seen anything like this. —> This 
inscription...this tome is from the Catacombs. — 
Fascinating. On this day, the teacher learns alongside 
the pupil 
Menu—Choose "Give Pyromancy Tome” & choose 
“Izalith Pryomancy Tome” (Firelink Shrine) 


Ah, what have we here! A pyromancy tome from Iza- 
lith! — Then you've found the home of pyromancy. 
— Brilliant. | will never curse being old and Undead 
again. —+ Now, now, show it here, quickly. Let us 
channel them together. — The primal pyromancies 
known only to old Master Salaman! 

Menu—Choose "Give Pyromancy Tome” & choose 
*Quelana Pyromancy Tome” (Firelink Shrine) 

Ahh, what have we here... — By the gods. This 
inscription reads Quelana, the ancient deity, one of 
the witches of Izalith... — The last of them, who 
wandered the lands. Then she must have returned to 
Izalith, after all. —+ But | regret to say, | cannot accept 
this. + Quelana's pyromancies are for witches, and 
must be learned from a mistress. —* But thank you, 
for allowing me to peer upon such a thing. —+ If only 

| were a woman. 


‘Give Pyromancy Tome” & choose 
"Grave Warden Pyromancy Tome” (Firelink Shrine) 
I'm afraid | cannot accept this. —+ This pyromancy 
tome is dark, and delves into the depths of men, 
where an untouchable flame resides. — | cannot 
comprehend this myself, let alone teach it to you. 
—+ It is a spell forbidden in the Great Swamp, and 
nearly everywhere else, too. —> Only one terribly 
afflicted, or burdened by deep sorrow, could begin to 
understand this. 


Upon being attacked—A (Firelink Shri 
Why? What's the matter? 

Upon being attacked—B (Firelink Shrine) 
Stop this, stop this at once! 

Upon being attacked & made hostile (Firelink 
Shrine) 
Fine, fine, | see how it is. + When a pupil strays 
from the path, the master must intrude. —+ Prepare 


yourself, hatchling. + Behold, the pyromancy of an 
old crow! 
Upon killing the ) player (Firelink Shrine) 


Spare the rod and spoil the child... 
Upon dying (Firelink Shrine): 54 


mma is the High Priestess of Lothric Castle 

and former wet nurse to Prince Lothric. She 
is fully aware of Lothric’s decision to abandon his 
duty of a Lord of Cinder, and awaits an Unkindled 
champion whom she can entrust with returning 
the wayward prince to his throne. 


Talk—1st time 


Abh, the wait has been long, Unkindled One. —> 
lam Emma, High Priestess of Lothric Castle. —> 
Allow me to speak frankly. —+ You will not find the 
Lords of Cinder here. — They have left, gone. — 
To their churning homes, converging at the base of 
this castle. + Head to the bottom of the High Wall. 
—+ Forge on through the great gate, and raise this 
banner to proceed. 


old covenant. — If you fear tresspassers, dark spirits 
drawn by the embers. —+ Then etch this upon your 
heart. —> And the old concord will beckon noble Blue 
Sentinels to hunt these foul spirits. 


Talk—3rd time pee SES 


Unkindied One. Head to the High Wall's base. > 

Go through the great gate, and raise this banner to 
proceed. —+ But beware. The dog keeps a close eye 
‘on things. —> The vile watchdog of the Boreal Valley. 


“Talk— After defeating Vor of the Boreal Valley 
What is wrong, Unkindled One? — Are you not a 
Lordseeker? Head to the base of the High Wall and 
seek the Lords of Cinder. — Is this not the calling of 
your kind, since ages past? 


After defeating 3 Lords of Cinder, during the 
cutscene where the player is teleported to the 
Lothric Castle entrance vi Diserat 


Ahh, Unkindied One. — The fire fades, and awaits 
its one last Lord. —+ Prince Lothric is in your hands... 
— Please, save his soul. — Tell him what he must 
be. A Lord... 
Talk—After defeating 3 Lord of Cinder & being 
teleported to the Lothric Castle entrance 


Prince Lothric is in your hands... — Please, save his 
soul. — Tell him what he must be. ALord... 


‘What on earth? 

‘Upon being attacked—B 

‘Whatever is this about? 

Upon dying 

A Lord, he must be... —+ My dear Prince...Lothric... 


ygon is a knight of Carim whose career is 

dedicated to the service of his maiden, Irina. 
Although he openly expresses contempt for 
Irina’s general frailty and her failure to become @ 
Fire Keeper, Eygon still honors his duty to protect 
her from harm, and will not hesitate to crush any 
who threaten her safety. 


Talk—after accepting Irina's service before speak- 
ing to Eygon (Undead Settlement) i Are 


Hmm... Another one of those Unkindled, are you? 
—+ All you faceless Undead, behaving as if you 
deserve respect. — Now you've gone and rescued 
the wench... —> How very quaint, pitying creatures 
that are beyond help. — Hmph, very well. |'m sick of 
looking after her at any rate. + | am Eygon, a knight 
of Carim. —+ | am allied to you for as long as you as- 
sure the girl's safety. —> And only for that long 
Talk—1st time after the player has summoned 
him as a white phantom at least once (Firelink 


Shrine) 


Ahh, | know you. Been some time, since we met 

in person, — | just dropped in to see how she's 
getting on. —+ Now, what are you playing at with this 
circus? —+ This cesspool of doddering oldfolk and 
degenerates. —+ Couldn't be better. She must fit in 
perfectly here 


Talk—1st time in Firelink Shrine if the player 
has never summoned him as a white phantom 
(Firelink Shrine) _ Papas 


Ahh, | know you. Been some time. — | just dropped 
in to see how she's getting on. —+ Now, what are 
you playing at with this circus? —+ This cesspool of 
doddering oldfolk and degenerates. —+ Couldn't be 
better. She must fit in perfectly here. 


“Talk—2nd time (Firelink Shrine) 


‘Talk—1st time (Undead Settlement) 


Hmm... Another one of those Unkindled, are you? 
— All you faceless Undead, behaving as if you 
deserve respect. —+ Hmph. No matter. Heed my 
words. — If you've any sense, you'll go find a coffin 
to huddle up inside. — You here, in this land of 
Hollows, you're like a frail maiden on the front lines. 
— If like the others, you're fool enough to play the 
champion... —+ Then go on ahead, traipse right past 
the abandoned church. —+ You'll face death, and 

it won't be pretty. —* Enough death to leave you 
broken, time after time. 


Tolk—2nd time (Undead Settlement) _ 


If like the others, you're fool enough to play the 
champion... —* Then go on ahead, traipse right past 
the abandoned church. —+ Hopeless, the whole lot of 
you. Like little moths, flittering toward a flame. 


Tolk— 1st time after seeing Irina in the cell & hav- 
ing already talked to him (Undead Settlement) 


You like poking around in cells, do you? —+ How very 
genteel! 


Telk—2nd time after seeing Irina in the cell & hav- 
ing already talked to him (Undead Settlement) 


Ab-hah, taken an interest in her, have you? — Well, 
she’s a lost cause. Couldn't even become a Fire 
Keeper. — After | brought her all this way, and got 
her all ready. —+ She's beyond repair, | tell you. 


Talk—3rd time after Irina in the cell & hav- 
ing already talked to him (Undead Settlement) 


The woman's a lost cause. —+ Couldn't even become 
a Fire Keeper. — She's beyond repair, | tell you. 


Tolk— 1st time after visiting Irina's Cell before 
speaking to Eygon (Undead Settlement) 


Hmm... Another one of those Unkindled, are you? 
— + All you faceless Undead, behaving as if you 
deserve respect. —> Now you're poking around in 
peoples’ cells. + How very noble! 


Talk— 1st time after accepting Irina’s service 
(Undead Settlement) 


You've gone and rescued her, have you? + How 
very quaint, pitying creatures that are beyond help. 
—+ Very well. I'm sick of looking after her at any rate. 
— + |_am Eygon, a knight of Carim. — | am allied to 
you as long as you assure the girl's safety. + And 
only for that long 


Talk—2nd time after accepting Irina's service 


What's the matter? My terms are very simple. — | 
am allied to you for as long as you assure the girl's 
‘safety. — And only for that long.. 


This place is a cesspool of doddering oldfolk and 
degenerates. + Couldn't hope for better. She must 
fit in perfectly here. 2 
Upon ing him after Irina has moved to 
the Firelink Shrine gravesite (Firelink Shrine) 

| made myself very clear. —+ My allegiance remained 
only as long as you assured the girl's safety. This 
knight of Carim does not forgive betrayal. — Even a 
broken woman deserves her dignity 


Upon being attacked—A (Firelink Shrine) 
What is it now! 


“Upon being attacked—8 (Firelink Shrine) 


Curse you, damn fool! re 

Upon being attacked & made hostile (Firelink 
Siuiost = as 
Lost it, have you? — Then I'll take care of you. — As 
many times as it takes! 

Upon killing the player after becoming hostile 
(Firelink Shrine) 

Stay dead this time. 


Upon killing the player while in hostile (Firelink 
Shrine) 


Deluded Hollow bastard 


tera enting the passageway leading to his loca- 
tion 


| see flame. Flame, flickering, once again. — Not 
enough blood yet shed. — My flail... Bring me my 
flail. ++ Ahh, Friede. What stops thine ears? — 
Please, my flail, right away 


Talk—During the cutscene to initiate the boss 


fight 


Ahh, oh. Bring Friede to me, please. — Canst thou 
not see? The flame, flickering once again. — Soon 
will it surge, | can see it, feel it 


After completing the 2nd phase of the boss fight 


When the Ashes are two, a flame alighteth. — 
Thou'rt Ash, and fire befits thee, of course 


PORES 


IRE KEEPER 


a 
oe) 


he Fire Keeper tends the Bonfire at Firelink 

Shrine. She is only the most recent of count- 
less women to serve in this post and, much like 
the Unkindled, is held prisoner by the power of 
the gods for the purpose of linking the Fire. 


Talk— 1st time (Firelink Shrine) 
Welcome to the bonfire, Unkindied One. — | ama 


Fire Keeper. — | tend to the flame, and tend to thee 
— The Lords have left their thrones, and must be 
deliver'd to them. — To this end, | am at thy side 


Talk—2nd time, before using the Shrine Bonfire 
to travel from & return to Firelink Shrine (Firelink 
Shrine) 

Ashen one. — Produce the coiled sword at the 
bonfire. + The mark of ash will guide thee to the 
land of the Lords. — To Lothric, where the homes of 
the Lords converge 


Talk—After using the Shrine Bonfire to travel 
from & return to Firelink Shrine (Firelink Shrine) 


Welcome home, ashen one. —+ Speak thine heart's 
desire. 


_Menu—Choose "Talk" (Firelink Shrine) 


Ashen one, to be unkindled is to be a vessel for 
souls. —+ Sovereigniess souls will become thy 
strength. —+ | will show thee how. — Ashen one. 
bring me souls, plucked from their vessels 


Upon yh Bled player in the Firelink Shrine 
gravesite (Firelink Shrine) _ 


Remember. A knight of Carim does not forgive 
betrayal. —+ Not ever. ~ 


Eo Ariandel is the leader of the Forlorn, a 
community of Corvian outcasts living in the 
Painted World of Ariandel. Although it is custom- 
ary for this community to burn a world afflicted 
by rot, Ariandel was deceived by Sister Friede 
into letting his world wither away instead, disre- 
garding his prior agreement with the Forlorn. He 
suppresses the flame by spilling his own blood 
as an offering. 
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“Menu—Choose “Level Up" (Firelink Shrine) 


Very well. —+ Then touch the darkness within me. — 
Take nourishment from these sovereigniess souls. 


While accessing the Level Up Menu (Firelink 
Shrine) 
Let these souls, withdrawn from their vessels, 
manifestations of disparity, elucidated by fire... 
...burrow deep within me, retreating to a darkness 
beyond the reach of flame... —> Let them assume 4 
new master, inhabiting ash, casting themselves upon 
new forms. 


_of the Boreal Valley (Firelink Shrine) 


Ashen one, may | pose thee a question? — Has the 
little Lord Ludieth spoken to thee of any...curious 
matters? —+ | sense that he possesseth some knowl- 
edge... —+ Of a thing once most precious, or most 
terrible, now lost to the Fire Keepers. — Pray tell, is 
it a matter of which | should be apprised? 


nu—Choose “Talk” after giving her the Eyes of 
a Fire Keeper (Firelink Shrine) 
Ashen one, my thanks for the eyes thou’st given. 
—» But Fire Keepers are not meant to have eyes. It 
is forbidden. —+ These will reveal, through a sliver of 
light, frightful images of betrayal. —+ A world without 
fire. —+ Ashen one, is this truly thy wish? 


Choose *Wish for a world without flame” to the 
query (Firelink Shrine) 

Of course. | serve thee, and will do as thou bid'st 
—+ This will be our private affair. No one else may 
know of this. —+ Stay thy path, find lords to link the 
fire, and | will blindly tend to the flame. —> Until the 
day of thy grand betrayal 

Ch * to the query (Firelink Shrine) 


“Of course not — Please, kill me, and take these 
eyes away. — Before | am drawn into the dark- 
ness. —+ Seduced by the thin light, and the awful 
betrayal... 

Menu—Choose “Talk” 1st time, after choosing 
"Wish for a world without flame” (Firelink Shrine) 
Ashen one, if thine heart should bend... — ...kill 

me, and strip these eyes from my person. —*! will 
return as the Fire Keeper | once was. — As it always 
hasbeen, z Seles 

Menu—Choose "Talk" 2nd time, after choosing 
"Wish for a world without flame” (Firelink Shrine) 
Ashen one, forgive me if this soundeth strange. 
The eyes show a world without fire, a vast stretch of 
darkness. — But 'tis different to what is seen when 
stripped of vision. —+ In the far distance, | sense the 
presence of tiny flames. — Like precious embers, 

left to us by past Lords, linkers of the fire. + Could 
this be what draws me to this strangely enticing 
darkness? a if 

Menu—Choose "Talk" after choosing “Decline” to 
the query (Firelink Shrine) _ 

Ashen one, kill me, and take these eyes away. —+ 
Before | am drawn into the darkness. —- Seduced by 
the thin light, and the awful betrayal ay 
Menu—Choose "Give Eyes of a Fire Keeper” & 
choose "Yes" (Firelink Shrine) 
...Ashen one, are these... —+ ...are these eyes? — 
How gracious of thee, ashen one. — The very things 
we Fire Keepers have been missing. 


Menu—Choose “Give Fire Keeper Soul” & choose 
"Yes" (Firelink Shrine) 

..Ashen one, this is... — ... much like what lies 
within me... —* Then let it find its own place, within 
my bosom. — She will understand. We are both Fire 
Keepers, after all. —+ Forgive me, sister. — May the 
flames guide thy way. 


Talk—1st time, after offering all Cinders of a Lord — 
(Firelink Shrine} 


The five lords sit their five thrones. — All thanks 
to thee, most worthy of lords. — Ashen one, with 
the Lords as thy witness, bend thy knee afore the 
bonfire's coiled sword. —+ And let the Lords’ embers 
acknowledge thee as their true heir. — A true lord, fit 
to link the fire. 


Ashen one, with the Lords as thy witness, bend thy 
knee afore the bonfire's coiled sword. — And let the 
Lords’ embers acknowledge thee as their true heir. 

— A true lord, fit to link the fire 


Menu—Choose “Leave” after Eyes ofaFire 
Keeper given (Firelink Shrine) | 
Farewell, ashen one. — Mayst thou thy peace 
discov'r. 

eign corscene ster offering all Cinders of 
a & kneeling at the Shrine Bonfire (Firelink 
Shrine) faleeean emery 
Noble Lords of Cinder. — The fire fades... > 
and the lords go without thrones. —+ Surrender your 
fires... —> ...to the true heir. 


[Player is male} 
Let him grant death... 
[Player is female} 


Let her grant death... —+ To the old gods of Lordran, 
deliverers of the First Flame 


1 


Talk—After all Cinders of a Lord are offered, but 
Ate a a Firekeeper are not given to her (Firelink 
rine} 


Ashen one, link the fire. —+ For the Lords of Cinder, 
for the ashen prisoners, for all those held to preserve 
the fire. For the Lords of Cinder, for the ashen prison- 
ers, for all those held to preserve the fire. + Link 
the First Flame. 


Talk—After giving her the Eyes of a Fire Keeper & 
kneeling at the Shrine Bonfire (Firelink Shrine) 


Ashen one, if, when thou peerest upon the First 
Flame... — ... Thou wishest yet. for a world without 
fire, for an end to the linking of the fire... +> Then 
call upon me. —+ | am a Fire Keeper, and | tend to the 
flame, to the very end. —+ Thou'st given me eyes, 
and such it was they shewed me. 


Menu—Choose “Leave”, or after giving her the 
Eyes of a Fire Keeper & leaving abruptly (Firelink 
Shrine) 


Farewell, Ashen one. Mayst thou thy peace discov’r. 
Upon dying (Firelink Shrine) 


Ashen one, what is wrong? 


Upon reviving being killed by the player (Firelink 
Shrine) 


I'm truly sorry. — But, know’st thou not? | cannot 
die. — So please, ashen one, allow me to serve 
thee. —+ The Lords have left their thrones, and must 
be delivered to them. — To this end, | am ever at 
thy side. 


During the cutscene after summoning her (Kiln of 
the First Flame) 


The First Flame quickly fades. ++ Darkness will 
shortly settle. —+ But one day, tiny flames will dance 
across the darkness. — Like embers, linked by lords 
past 


After the cutscene after summoning her (Kiln of 3 
the First Flame) 


Ashen one, hearest thou my voice, still? 


THE FORLORN 


he Forlorn are a community of Corvians 

residing in the Painted World of Ariandel. 
Although it is their custom to burn worlds that 
become tainted with rot, Sister Friede convinced 
their leader, Father Ariandel, to suppress the 
cleansing Fire and instead allow the painting to 
fester and decay. Many of the Forlorn regard this 
as a betrayal by Ariandel, and await the arrival 
of an Unkindled champion to light the flames by 
force. 


ERORLORN dette 8 
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Talk—1st time 
Hmm, well, there's nothing forlorn about you. —* You 
must be the other Ash, | suppose? 


Choose “I am Ash” to the query 
Obh, obh, finally, you've come! — Oh wondrous 
Ash, grant us our wish. — Make the tales true, and 
burn this world away. —* My Lady must see flame, 
and you have only to show her. —> You are Ash, are 
you not? Is it not fire that you seek? 


Talk—2nd time after choosing "I am Ash” to the 
query Ea etenehtasS sige 
Surely you've seen. The rot that afflicts our world. —> 
But that witch fooled the good Father, and buried the 
flame. —+ After we had all made up our minds, too. 
—+ So, please, grant us one wish. —> Make the tales 
true, and burn this world away. —> My Lady must see 
flame, and you have only to show her. 

Talk—3rd time after choosing "I am Ash” to the 
omy: 5 Lali Heep is 
Oh, please, it must be you. — I'm terribly frightened, 
of timidly rotting away... —> Like those... Like those 
fools on the outside. 


Choose "| am not Ash” to the query _ 
Weil, that’s a rotten shame. —+!'ve been very 
Patient, you see. — The tales tell of two Ashes, 
who'll burn Ariandel away. —* And we need only one 
more. 

Talk—1st time after choosing “I am not Ash" to 
the query Meee bak) PH LA 

Ahh, yes, well... —+ | was hoping you might be the 
other Ash, you see. 

Talk—1st time after defeating Blackflame Friede _ 
Ohhh, my, thank you. — | can hear the crackling 

from here. —+ The sound of my home, the painting of 
Ariandel, burning away. 

Talk—2nd time after defeating Blackf f 
When the world rots, we set it afire. For the sake 
of the next world. — It's the one thing we do night, 
unlike those fools on the outside. 

Upon dying e! pr Siar Peg a han 

Yes, of course, as a burner of worlds should... —> Set 
fire to Ariandel... —+ Set fire to the rot. 


DROWSY FORLORN —DIC i 


ame Friede 


Talk—1sttime 


Ahh, have you just arrived? —- How very unusual. 
Just how long has it been! — Rejoice, my new 
friend! For this is a true haven of the Forlorn. —+ The 
cold and gentle painted world of Ariandel. —+ Quick, 
go along, find one for yourself. —+ A sweetly rotting 
bed to lie upon 
Talk—2nd time Ss Mee rs, 
Ahh, ahh, yes, of course. —+ You're no exception. 
We've all seen terrible things. —+ But you're safe 
now. Let it ease your burden. — Ariandel will make 
a fine home for you. —* So, go on ahead, find one for 
yourself. —+ A sweetly rotting bed to lie upon. 
Talk—3rdtime 

Quick! Go along, find one for yourself. + A sweetly 
rotting bed to lie upon. me, a} 
Talk—After traveling from & returning toThe 
Painted World of Ariandel, or dying 

My very own home, now... 


GIANT | 
_ OF THE UNDEAD 
_ SETTLEMENT 


his mysterious giant sits atop the tower on 

the edge of the Undead Settlement with 
greatbow in hand, sniping enemies below with 
unerring accuracy. Although he will initially 
treat the player as a target. climbing the tower 
and speaking with him will earn a token of his 
friendship; with this item in hand, the player will 
become immune to the giant's arrows. 
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Who are you? 
Eetie trad ecasiieha eS eabaraa 


reirat is a thief of some renown who 

climbed the High Wall in search of valuables, 
but instead found only the isolation of a lonely 
prison cell, He is an acquaintance of Unbreakable 
Patches, who regards him with a considerable 
measure of respect. 


Talk—1st time (High Wall of Lothric) 


Ahh, you're no jailer, are you? —+ No, no, you're from 
far away. And judging by the bell... + You must be 
some of that unkindled ash. + Remarkable. If that's 
true, then | have a favour to ask. —+ Below the High 
Wall is a musty little town. — Not the home of any 
lord, just a very old settlement of Undead. —+ An old 
woman, Loretta, lives there. —+ Please give her this 
ting. —+ I-l'm not asking for charity. In fa- in fact, if 
you do this for me... — I'll be sure to repay you in 
kind. — |-| may be a petty thief, but I've more wits 
than most royalty. —+ What do you say, then? 


Choose “Grant request” to either the 1st or 2nd 
query (High Wall of Lothric) 

Very well. | humbly place my faith in you. —+ | am 
Greirat of the Undead Setierment, and | promise to 
assist you. — Give this ring to old Loretta at the base 
of the High Wall. —+ ...Do your part, and I'll do mine. 
Choose “Refuse” to either the 1st or 2nd query 
(High Wall of Lothric) 

Yes, well, why should you? — But if you change your 
mind, give me a shout, eh? — |-I'm only a petty thief. 
I've nowhere else to go. —+ Not like there's anything 
calling t to me out there. aud 
‘Talk—After choosing “Refuse” to either the 1st or 
{2nd query (HighWellof Lothric) 
Oh, what have we here? Changed your mind, 
perhaps? —+ You deliver the ring, and | offer my co- 
operation. —* Hardly a shabby deal, hm? 

Upon being attacked (High Wall of Lothric)—A 
What in buggery! 


Taik—After he has made it back from thieving 
(Firelink Shrine) 


Oh, hello, you've come at a good time — It took 
‘some prowling, but I've finally made a score. + Go 
on, have a gander. 


Talk—After he has made it back from thieving in 
_Irithyll of the Boreal Valley (Firelink Shrine) 


Oh, then, we are both safe and sound. — Thank the 
gods for that. | don’t like cutting things so close. — 
| might've died if it wasn't for that peculiar onion 
knight. —+ But in the end, it all paid off. —+ Take a 
good look. They're sure to be of some use. 


Menu—Choose "Leave" or after leaving leaving abruptly 
{Firelink Shrine) 


Goodbye, and stay safe. — Oh, this place is a bore. 
What good is thievery if you've nowhere to go?” 


Menu—Choose "Leave" or after leaving abruptly, 
a "Send him to pillage” (Firelink 
Shrine) 


Good-bye. | will leave for some time So long for. 
now. — Do stay safe, you hear? Or my efforts will 
_have been for naught 


Menu—Choose “Give Loretta's Bone’ (Firelink 
Shrine) 


Heavens, she was already dead... —+ Thank you. 
I-I'm not surprised, though. ++ Hmm, almost a relief, 
really. —» You can keep the ring. — As, well, a little 
trinket of thanks, | suppose 


Menu—Choose “Talk” after giving him Loretta's 
Bone (Firelink Shrine) ge 


You can keep the ring. — As, well, a little trinket of 
_thanks, | suppose saith 


“Talk—1st time after giving him Loretta's bone & 
travelling from Firelink Shrine & back (Firelink 
Shrine) 


_Heavens, she was already dead 


“Talk—2nd time after ci him Loretta’s Bone 
& travelling from Firelink Shrine & back (Firelink 
Shrine) | 


Ahh, there y you are, | was thinking — You know I'm 
a petty thief. + Well, perhaps I'll go on the prowl 

—+ Everyone's dead or hollowed away anyway, right, 
so... —+ | might as well fetch some weapons or 
treasure for you. —> Well, what do you say? 


“Choose “Send him to pillage to either the 1st or 
2nd query (Firelink Shrine) Ose rates $ 


Thank you. You will not be disappointed. = Greirat 
the Thief was once a well-known name. — Until | 
ended up rotting in a cell 


“Choose “Refuse” to either the 1st or 2nd query _ 
_(Firelink Shrine) 
All right, fine and welll. — lt that’ 's your wish, | ‘can 


only obey. — But, feel free to change your mind 
later. —+ | wouldn't want to lose my touch 


Upon being attacked (High Wall of Lothric)—B 
Damn it, you've lost it, haven't you! 

Upon being attacked & made hostile (High Wall 
of Lothric) 


Cold piss, what the devil is it now! — | get caught 
‘once, and now this! — One bloody time! Curse the 
gods! 

Upon killing the player (High Wall of Lothric) 

As they say, The cornered rat will lick the balls of 
a cat.” 

Upon dying (High Wall of Lothric) 
Forgive me, dear 

‘Talk—1st time (Firelink Shrine) 


‘Oh, helio, you're back. —» And in one piece. Well, 
‘now it’s time | do my part. —+ Whatever trinket you 
cee ‘speak up. — Just don't ask me where | got 


Talk—2nd time (Firelink Shrine) 


Oh, hello, you're back. — And in one piece. Well, 
Now it's time | do my part. 


Menu—Choose “Talk” (Firelink Shrine) 


Menu—Choose “Talk” after choosing “Refuse” “to 
either the 1st or 2nd query (Firelink Shrine) 


“What is it? Have you you changed your mind? — I'm 
ready to go thieving at a moment's notice. Just give 
me the word. 


Menu—Choose “Talk” after choosing 3 "Send him 
ben to either the 1st or 2nd query (Firelink 
ine! 


Greirat the Thief was once a | well-known name. — 
_Until | ended up rotting in a cell... 


has reached Irithyll of the 


Ahh, hello, fine work, | say. /. —» Discovering Irithyil in 
the Boreal Valley, all in a day's work. — If the tales 
are true, it is home to old moon-worshipping nobles, 
and should be packed with treasure. > What do you 
_think? Shall | go and see what | can find? 


“Choose “Send him to pillage” Irithyll, either the 
1st or 2nd time prompted (Firelink Shrine) 


Mm, a fine choice! — | am Greirat, the thief. What! 1 
bring back will be worthy of that name. 


“Talk—After player 


Choose “Refuse” to pillage Irithyll, either the 1st 
or 2nd time prompted (Firelink Shrine) 


Do me a favour, and don't forget our promise. —+ 
Give the ring to old Loretta at the base of the High 
Wall. —+ A nuisance, | know, but it'll help me tie up 
some loose ends. 


All right, fine and well. — If that is your wish, | can 
only obey. — But, feel free to change your mind 
later. —+ | hate to leave a city of nobles ripe for the 
picking 


Menu—Choose "Talk" after choosing "Refuse" 
to pillage Irithyll, either the 1st or 2nd time 
prompted (Firelink Shrine) 

What is it? Changed your mind? — I'm ready to go 
thieving at a moment's notice. Just give me the 
word NM 

Menu—Choose “Talk” after choosing "Send him 
to pillage” Irithyll, either the 1st or 2nd time 


_Prompted (Firelink Shrine) 


| am Greirat, the thief. What ! bring back will be 
worthy of that name. 


Talk—After player has reached Lothric Castile 
(Firelink Shrine) 


You know, | was thinking... — About leaving for an 
other round of thieving. + There must be something 
of use in Lothric Castle. —+ I-I'm aware of the danger 
That castle is a deathtrap. —+ Not a single man has 
returned from the castle unscathed, even back in the 
day. —+ But | don't want sit around and die a petty 

rat. —* And | consider myself your friend 


Choose "Send him to pillage” Lothric Castle, 
either the 1st or 2nd time prompted (Firelink 
Shrine) 


Thank you, for placing your trust in me. —+ Oh, don't 
you worry. | know Lothric like the back of my hand 


Choose “Refuse” to pillage Lothric Castle, either 


the Ist or 2nd time prompted (Firelink Shrine) 


Right, fine. You're very thoughtful, you are. — But, 
if you change your mind, do speak up. — | meant 
every word of what |! said 


Menu—Choose “Talk” after choosing “Refuse” to 
pillage Lothric Castle, either the 1st or 2nd time 


_prompted (Firelink Shrine) 


Changed your mind? — | hope you do. | lived a petty 
fat, but would rather not die as one 


Menu—Choose “Talk” after choosing "Send him 
to pillage” Lothric Castle, either the 1st or 2nd 
time prompted (Firelink Shrine) 

Oh, don't you worry. | know Lothric like the back of 
my hand. 

Upon being attacked & made hostile (Firelink 
Shri 


You' re headed for the brink, aren't you? — Well, you 
won't drag me down. — En guarde, you crusty ash 
bastard! 

Upon killing the player (Firelink Shrine) 


Cold piss, why did it come to this 


“Upon dying (Firelink Shrine) 
I've gone and run my course, haven't |? 


nce a member of the Undead Legion of 

Farron, Hawkwood abandoned his post and 
fled to Firelink Shrine, where he spends his days 
brooding in relative solitude. Dejected but not 
completely without the will to live, he may yet be 
persuaded of a purpose to his existence, no mat- 
ter the end to which that purpose might lead 


“Talk—1st time (Firelink Shrine) 


Ahhh, another one, roused from the sleep of death? 
— Well, you're not alone, We Unkindled are worth- 
less. Can't even die right. ++ Gives me conniptions. 
—+ And they'd have us seek the Lords of Cinder, and 
return them to their moulding thrones. — But we're 
talking true legends with the mettle to link the fire 
We're not fit to lick their boots. —» Don't you think? 


Talk—2nd time (Firelink Shrine) 


What a sick joke. + Asking us to seek the Lords of 
Cinder, and return them to their moulding thrones 
— We're talking true legends, those who would link 
the fire. We're not fit to lick their boots. 


Falk — 1st time after raising the Small Lothric Ban- 
ner (Firelink Shrine) _ y 
“Oooh, yet to give in, eh? — Good. The Fire Keeper 
must be twitching with delight. —+ But what do you 
really know about these Lords of Cinder, these sup- 
posed legends? —+ Let's take Aldrich, for one. + A 
right and proper cleric, only, he developed a habit of 
devouring men. —+ He ate so many that he bloated 
like a drowned pig, then softened into sludge, so 
they stuck him in the Cathedral of the Deep. —+ And 
they made him a Lord of Cinder. Not for virtue, but 
for might. —+ Such is a lord, | suppose, But here | 
ask. Do we have a sodding chance? 


At the foot of Lothric Castle, an old path still runs 
below the tower in the Undead Settlement. — It was 
used to transport sacrifices to the Cathedral of the 
Deep. You should see where it leads. — ...If you've 
the stones for it. 


[Player is male] Talk—1st time after defeating the 
Curse—rotted Greatwood (Firelink Shrine) 


You haven't given up yet? Then you're a brasher lad 
than | thought. 


[Player is female] Talk—1 st time after defeating 
the Curse—rotted Greatwood (Firelink Shrine) 


You haven't given up yet? Then you're a brasher lass 
than | thought. — You can make better use of this. 
—+ | don't need it. Not now I've flown the coop. 


Talk—2nd time after defeating the Curse—rotted 
Greatwood (Firelink Shrine) 

The Undead Legion of Farron is a caravan of Undead. 
— Sworn by wolf's blood to contain the Abyss, 

the Legion will bury a kingdom at the first sign of 
exposure. —* Joyous bunch, really. —+ Gaining admis- 
sion to the Legion is a matter of some ceremony. — 
Inside their keep, snuffing out the flames of three 
altars opens the door to the wolf biood. —+ Even 
accursed Undead want to believe they're special, it 
seems. — | pity the sorry souls. 


Talk—1st time after defeating the Abyss Watchers 
(Firelink Shrine) 


You offed the Lords of Cinder, the Undead Legion 
—+ So that's how they're delivered to their thrones 
—+ | pity the sorry souls. Is that really lordship’s last 


Ah, | failed to thank you. — For helping them find 
their final resting place “ 


“Talk—Outside of Firelink Shrine at the Grave— 
ene iricelink Shrine) 2 
The poor, wretched souls... —> Be they lord or leg- 
end, the curse shows no mercy. —+ What a sham 


After approaching him in the Farron Mausoleum, 
without previously summoning him as a white 
phantom 


Abh, this is unexpected — Well, I've decided to 
Stop running from my fate. —> Loathe me all you like, 
I shall take what makes you dragon 


After approaching him in the Farron Mausoleum, 
after previously summoning him as a white 
phantom apie R 


Abh, | should've known, —+ Well, I've decided to 
Stop running from my fate. — Loathe me all you like, 
| shall take what makes you dragon. 


After approaching him & he has previously killed | 
the player (FarronKeep) 
Ahh, there you are. —+ This shall be no petty theft. 


— As the true dragon, | shall take what is rightfully 
mine. 


After being attacked—A 


Upon killing the player (Firelink Shrine) 


We'll never amount to anything, not you, not... Wy YW 
After being C3 4 5 ? i 


defeated—A 
What is it, now! 


After being attacked if the SS Watch 
defeated—B st gate 


Are you mad? 


After being attacked & made hostile if the Abyss 
Watchers are defeated 


Lost your head, have you? — Then | suppose I'll oe 
have to step in. —+ And avenge the poor lost souls 


Upon dying after the Abyss Watchers are defeated 
Go on, be as bloody mad as you like ; 
Upon killing the player [Player is male] 
Who can deny the curse? You poor bastard. 
Upon killing the player [Player is female] 
Who can deny the curse? You poor girl 
Upon dying (Farron Keep) i; 
You are a dragon, more dragon ‘than oi 
Upon killing the player (Farron Keep) _ vt 
Loathe me all you like, but | am t 0 


attacked if the Abyss Watchers are 


HOLY 
KNIGHT 
HODRICK 


odrick is a former Holy Knight of the Sun- 

less Realms who went mad, wandering 
the battlefield while indiscriminately lashing out 
at friend and foe alike. Hodrick eventually found 
his way to Lothric and took up residence in a 
cavern beneath the Undead Settlement, where 
he began piling up the corpses of his victims in 
the depraved belief that he was adding them to 
his “family.” 


Talk—1st time 


Well, what's happened here? — This pit is for 
Hollows, not for the likes of you sane folk. — Or 
perhaps you are a Hollow, posing as otherwise? 


Choose “Indeed” to the query tee 


Yes, yes, then we're just fine. — It's important to 
know who you are. —+ But we'll all be mad, soon 
enough. And should you be Undead, well, all the 

more so. 


Choose "No" to the query ¥ 
No, no, of course you're not, —> That's what you 
mad fools always say. — But we'll all be mad, soon 


enough. And should you be Undead, weil, all the 
more so. ic sha 


Talk—2nd time opie iatiaes 


Beware, the shackles of the Gods are fragile. —+ You 
might need this. Etch it on your heart if you feel your 
sanity slipping. —+ Come here to pile up your victims, 
for that will form your anchor. —> You'll see when you 
go mad. They'll be your family. 


TalkSrd me! hp se pe 
You'll go mad one day, but not today. —> Take my 
advice. Use this bone, and leave this place. — This 

pit is for Hollows, and for the occasional madman 
fond of piling up victims. — You've better things to 
do, I'd hope? i pe eh ie Send FS 
Upon being attacked & made hostile 


| knew it, | knew you were Hollow! — Well, that's 
just fine. > You can join my little family! 


~ “Upon killing the player 
serter, | know. — But I've still plenty of fight in me... Right, onto the pile with you. You're family now... 
Upon dying (Firelink Shrine) Upon dying _ 


_You crawled out of the ground. for gods’ sake... 


Anh, my family... —+ Dear little Sits... 


IRINA OF CARIM 


“ 
Ee = ‘ 
fina is a blind nun from Carim who traveled to 
Lothric with her knight, Eygon, on a mission 
to become a Fire Keeper. Although fragile and 
helpless on her own, Irina is well-versed in the 
art of Miracles and can teach these spells to pro- 


spective seekers if provided with Divine Tomes 
written in braille. 


Talk—1st time (Undead Settlement) 

Ahh, who's there? —+ Is someone there, anyone? 
—- Ahh, please, whoever you are, touch me. — The 
dark surrounds me, nibbles at my flesh. —+ Little 
creatures, they never stop biting. —> So please, hold 
Out your hand, and touch me. 

Choose “Touch” to the 1st query (Undead Settle- 
ment) 


Ahh, yes, there you are, so close, indeed. —> Then | 
am not entirely alone, just yet. —> Praise the merciful 
gods above. 

Talk—After choosing “Touch” to the 1st query 
(Undead Settlement) 
Oh, forgive me. — | am Irina of Carim. — | came to 
this land so that | might be a Fire Keeper. —» Your 
touch has freed me from the darkness. You are a 
Champion, then? —+ | am weak, and unfit to tend the 
flames, —> But if it would not trouble you, might | 
enter into your service, instead? 


Choose “Accept her service” to either the 2nd or _ 
avd query (Undeed Setloment) =) 

Oh, thank you, sweet Champion. —+| shail take my 
vows. — |, Inna of Carim, solemnly swear to serve 
ee —— ee 
Choose “Decline” to either the 2nd or 3rd query 
(Undead Settlement) 
Ahh, yes, of course, | understand. —> Even so, | 
thank you deeply. For your touch. —+ | will never 
forget it, not ever. 

Talk—After choosing “Decline” to either the 2nd 
or 3rd query (Undead Settlement) 5 

Qh, sweet Champion. You still wish to converse? — 


Don't worry about me. I've long dealt in dark. It is 
my Calling. 


Upon being attacked—A (Undead Settlement) 


_Please, stop this! 
Upon dying (Undead Settlement) 


Ohh, great gods, forgive me. 
Talk—1st time (Firelink Shrine) _ 


Oh, Champion of Ash. Welcome back. — | was not 
meant to be a Fire Keeper, but | am honoured to 
serve you beside the Bonfire. + The gods are ever 
merciful. My gratitude lies with them, and with you. 
— | am yours now. Your wish is my command. 


Sta 20 Hens [Fenn Sites 


Oh, Champion of Ash. Welcome back. —+ Do you 
wish to hear a tale? You only have to ask. 


Menu—Choose “Leave" or after leaving abruptly 
(Firelink Shrine) 4 


Have a pleasant journey, Champion of Ash. —+| pray 
for your safety. 


Menu—Choose “Leave” or ues adien, oth. 


after buying all Miracles except 
(Firelink Shrine) 


Thank you ever so much, sweet Champion. — May 
your solemn duty conclude in triumph. 
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‘Menu—Choose "Leave" or after abruptly, 
after offering all Cinders of a Lord 

lekabns Peat Ue eA cee i Ue 
Godspeed, Champion of Ash. + May your solemn 
duty conclude in triumph, 


Menu—Choose “Talk” (Firelink Shrine) 


You know, in my home of Carim, | was a nun. — 

1 would be pleased to share the tales of miracies 
with you. —+ Although to be honest, | only know a 
few. — But if | had a divine tome, | could tell you 
many tales and more. — Ahh, only | cannot see... 
—+ Terribly sorry, but you'll have to find me a Divine 
Tome in braille. 


Upon being attacked—B (Firelink Shrine) 
Please, stop this, sweet Champion! 
Upon dying (Firelink Shrine) _ tos 


‘What have you done, sweet Champion of Ash st 
‘only wanted to 


“Upon dying after the player has purchased all of | 
the Dark Miracles (Firelink Shrine) 


“Abn, thank you ever So much. —+ For your touch 


Upon dying after the player chose “Touch” to the 
ay re wearing Morne's Gauntlets (Firelink 
ine! 


Menu—Choose “Talk” after giving her the Deep 
Braitle Divine Tome or Londor Braille Divine Tome 
(Firelink Shrine) 


These are dark tales of things that lurk deep within 
men... These stories would not please you... — Of 
course, if you insist, | will read them for you. — Only, 
ahh, ahh, they frighten me so. — The little creatures 
that nibble at me in the darkness... 


"Give Braille Divine Tome of Carim” or "Give 
Braille Divine Tome of Lothric® (Firelink Shrine) 


Abh, you've brought me a braille Divine Tome. —+ 
Now | can tell new tales of miracles. — Tales of the 
premetnescies can Ge gives Tresor. —> What 
lun we will have. 


Oh, what's this...» Champion of Ash, this Divine 
Tome is forbidden... + These are dark tales of 
things that lurk deep within men... These stories 
would not please you... —+ Of course, if you insist, 
1 will read them for you, —+ Only, ahh, ahh, they 
frighten me so. —+ The little creatures that nibble at 
me in the darkness. 


Menu—Choose "Give Divine Tome” & choose 
"Braille Divine Tome of Carim* or “Braille Divine 
Tome of Lothric” after purchasing all Dark 
Miracles from her 


Ahh, you've brought me a braille Divine Tome. — 
Now | can tell you tales of miracles, forever and 
ever. 


Talk—After purchasing all Dark Miracles (Firelink 
Shrine) aay a9 


Ahh, ahh, sweet Champion. Where have you been? 
—+ Please, your touch... — The little creatures, how 
they nip and bite... 


Menu—Choose “Leave” or after abruptly, 
Ratna ah Dor Mirectos {Fivolink Shrine) 


Ahh, sweet Champion. Leaving so soon? — Please, 
come back in good time. —+ | am frightened. Of the 
dark that gnaws away at me. 

Talk—After the player has killed E in the 
Firelink Shrine gravesite ‘Firelink Shrine} 

Is someone there, anyone? —+ Ahh, please, whoever 
you are, touch me. 


‘Talk—After Irina returns to Firelink Shrine (Firelink 
Shrine) 

Ahh, ahh, someone, please, touch me. —+ The dark, 
surrounds me, nibbles at my flesh. — Little crea- 


tures, they never stop biting. —+ So please, hold out 
your hand, and touch me... 


‘Choose “Touch” to the query without Morne’ 
Gauntlets equipped 3 


‘Ohh, is there no one near to touch me? — Keep 
these things from eating away at me. 


Choose “Touch” to the with Morne's Gaunt- 
ies query 's Gaunt. 


Ohh, you again, touch me, one last time. — And kill 
me, aS you promised you would. 


Talk—Once Irina has moved to Firelink Shrine & 
_ become Fire Keeper Irina (Firelink Shrine) 


Ohh, sweet Champion of Ash. — Let souls be your 
strength 


Ohh, a knight of Carim... + ...is always true to his 


| JUDICATOR 
ARGO 


—DLC2 


A rgo is one of Princess Filianore's guard- 

ns, and was appointed to his post by 
Lord Gwyn. Tasked with protecting the sleeping 
Princess and preserving the Ringed City’s illu- 
sion, Argo summons members of the Spears of 
the Church to ward off intruders who threaten to 
expose the city’s dark secrets. 


After approaching the large doors—1st 
Unknowing visitor, return from whence thou camest 


—+ The Abyss runneth deep. By the King’s decree, 
— None may disturb our mistress's slumber. 


After approaching the large doors—2nd time ? 
Turn back, unknowing visitor. > By the King's 
decree 

After gaining rank 1 as a Spear of the Church & 
approaching the large doors—1st time 

Spear of the Church, turn back. — The Abyss run- 
neth deep. Thou'rt sworn to protect our mistress's 
slumber. —+ Or wouldst thou thy covenant forsake, in 
violation of the King's decree? 


“After gaining rank 1 as a Spear of the Church & 
approaching the large doors—2nd time 


Turn back, Spear of the Church. — Or wouldst 

thou thy covenant forsake, in violation of the King's 
decree? — Foolishness. To forswear thy covenant 
and the King’s decree. — |, Judicator Argo, shall 
bring this defiled spear to justice. —+ ...Divine spear 
of Yore, sworn defender of our Princess Filianore! 
—+ Harken to the call that summons thee. —+ Make 
haste! 

Upon dying, after the player has gained rank 1 as 
@ Spear of the Church 

Divine spear of yore, by sacred decree, protect 

our dear Princess... — Divine spear of yore, make 
haste.. 

‘After traversing the fog to fight Halflight, Spear 
of the Church 

Foolishness. The King's decree is no trifling matter. 
—+ |, Judicator Argo, shall deliver thee justice. 


Spear of the Church, sworn defender of our Princess 
Filianore! —+ Harken to the call that summons thee! 


Upon dying after summoning the Spear of the 
Ichinch, br being iilied by the player 


Spear of the church, by the sacred decree, protect 
our Princess. 


before defeati 
peg pel ing Halflight, Spear of 


Spear of the Church, make haste... 


Upon being attacked —A (Firelink Shrine) 
Have mercy, please! 


Upon defeating Halflight, Spear of the Church 
Make haste! 


234 Dark Souts TRILOGY ComreNDIUM G9 —————— 


ase 


Camry to her haggard and somewhat 
ominous appearance, Karla is a kind woman 
whose wry sense of humor reflects her unimag- 
inably tormented past. Though her inborn attun- 
ement to the Dark brands her an abomination in 
most societies, she is willing to share her unique 
arts with those who afford her a basic measure 
of human kindness. 


Talk—1st time (Irithyll Dungeon) 
Oh, there you are. — | thought you'd all but forgot 


ten me. How sweet. — Good to know that a skinny 
little heretic can still turn heads. 


Talk—2nd (Irithyll Dungeon) 

Hm? Oh...you're not one of them, are you? — 
Accept my apologies, for mistaking you for one 

of those leeches. —> So, what business have you 
here? — This is a land of monstrosities. And | am no 
exception. 


Choose "Offer help” to either the 1st or 2nd query 
Alrithyll Dungeon) 

You're here to save me...? —+ But | am guilty. A 
wretched child of the Abyss. — Is that something 
you can forgive? 

Choose "Do not help her" to either the 1st, 2nd, or 
3rd query (Irithyll Dungeon) 

You are very frank. — If you've no business here, 
take your leave at once. — For your own sake. 


“Talk—After choosing “Do not help her” to either 
the 1st, 2nd or 3rd query (Irithyll Dungeon) 


What is it? Something else? — Ahh, don't fret over 
me. I'm stuck here anyway. 


“Choose Save her nonetheless” to the 4th query 
after choosing "Offer help” to either the 1st or 2nd 
[Player is je} (Irithyll Dungeon) 


Oh, really. You are no ordinary man. 


Choose "Save her nonetheless’ to the 4th query, 
after choosing "Offer help" to either the 1st or 2nd 
[Player is female) (Irithyl!! Dungeon) 


Oh, really. You are no ordinary woman. — Very well 
Besides, I've grown tired of imprisonment. — | am 
Karla, and | accept your proposal. 

Upon being attacked—A (Irithy!! Dungeon) 


How dare you feign humanity. _ 
Upon dying trithyll Dungeon) _ 


Cursed leech, | await you, in the Abyss 


Talk—1st time, after choosing "Save her nonthe- 
less” to the 4th query in the Irithyll Dungeon 
(Firelink Shrine) 

Ahh, there you are. — As | said, | am Karla. And am 
grateful to you. —+ Now, what shall we do. — The 
only thing that might interest you is my sorcery. 
Although my dark arts are a detestable sort. — That 
wouidn't interest you, would it? 


Choose “Ask to learn dark sorceries® to either the 
_Ist or 2nd query (Firelink Shrine) _ 


You're a wicked one, aren't you? — Very well 
Humans are of the dark, and you are no different. —* 
Some may avert their eyes, but the truth remains the 
truth. — Be careful though. Few humans are privy 

to this knowledge. — Let it be a secret, between 
you and | 


Choose “Decline” to either the 1st or 2nd query 
_{Firelink Shrine) 


Most regrettable, —* | have nothing else, you see, 
nothing at all. + Have you so soon forgotten? That 
place is home only to monstrous things, and | am no 
exception. 


eee oan 
Talk—After choosing “Decline” to either the 1st or 
2nd query (Firelink Shrine) _ 


Abh, hello there. I'm sorry to say. — This truly is 
all | have. —+ Detestable sorceries that delve into the 
darkness of man. 


Talk—After choosing *Ask to learn dark sorceries” 
to either the 1st or 2nd tnd query (Firelink Shrine) 


—— i 
Ahh, hello again. Thank goodness. — Yes, yes, you.) 
require my sorceries, i} presume? 


“Jalk—After purchasing @ pyromancy (Firelink H 
Shrine) bished- ip. 


Ahh, hello again. Thank goodness. aed One can be- 
come quite attached, even to a bumbling apprentice. 
— Oh, In m m hardly serious 


—Choose * “Talk” (Firelink Shrine) 


There is one thing that you should know. — There is 
a darkness within man, and | am afraid you will peer 
into it. +> Whether the fear will spark self-reflection, 
or a ruinous nostalgia... — ...is up to you entirely. 
Fear not, your choice will bring you no scorn 


Menu—Choose “Talk” after reaching the Kiln of 5 
the First Flame (Firelink Shrine) 


Oh, are you lost on your journey? —+ No matter, 
today's lost are conquerors tomorrow. —+ It only 
demonstrates the makings of a champion. — And 
besides, whatever your choice... —+ It will not 
change my sense of gratitude, or how | think of you. 


Menu—Choose "Give Pyromancy Tome” & choose 
"Give Quelana Pyromancy Tome” before gi 
her ha Grave Warden Pyromancy Tome Pirelink 
Shrine) 


Oh, a pyromancy tome, have we? —+ Quelana, Witch 
of Izalith...well, this is a fascinating pyromancy... — 
Very well. If this is your wish. —+ | will unravel the 
thing the best | can. — Besides. It will be nice to 
play master for once 


Menu—Choose "Give Pyromancy Tome" & choose 

"Give Quelana Pyromancy Tome” after giving 

Leathe Grave Warden Pyromancy Tome (Firelink 
ine) 


Ohh, another pyromancy tome, have we? — 
Quelana, Witch of Izalith...well, this is a fascinating 
pyromancy... —+ | may be a heretical sorcerer, but 
you bring me nothing but pyromancies! 


{Player is male] 
Fiendish little lad, you. 


[Player is female] 
Fiendish little lass, you.. 


Menu—Choose "Give Pyromancy Tome" & ‘choose 

"Give Grave Warden Pyromancy Tome” before 

giving Fee the Quelana Pyromancy Tome (Firelink 
ine) 


Oh, a pyromancy tome, have we? — And one that 
resonates with the dark, yes, well suited to me. 
— Very well. If this is your wish, — | will unravel the 
thing the best | can. — Besides. It will be nice to 
play master for once. 


Menu—Choose "Give Pyromancy Tome" & choose. 
"Give Grave Warden Pyromancy Tome” after 
ers! her the Quelana role peel (Firelink 


Oh, another pyromancy tome, have we? — And 
one that resonates with the dark, yes, well suited to 
me... —| may be a heretical sorcerer, but you bring 
me nothing but pyromancies! 


[Player is male} 
Fiendish little lad, you... 

[Player is female] 
Fiendish little lass, you... 


“Menu—Choose “Give Divine Tome” & choose 
“"Give Deep Braille Divine Tome” or "Give Londor 
Braille Divine Tome” for the 1st time (Firelink 

Se ie 
Oh, is this a Divine Tome? —+ What on earth are you 
thinking? —+ | wouldn't go near a Divine Tome or any 
So-called miracle. — And casters of miracles are 
Sure to steer clear of me. —+ So, please. — Don't 
torture me so. 


‘Menu—Choose ‘ “Give Divine Tome" & choose 


"Give Deep Braille Divine Tome” or "Give Londor 
Shine be: Tome” for the 2nd time (Firelink 
rine’ 


Ahh, you, how could you... —» Ahhh... —+ | know, I 
know. | owe my life to you. — Fine, then. Just this 
once, | will tell you this tale. > But do understand, 
it will be my first time. —+ I'll have no sniggering, 
should | err. 


Menu —Choose “Leave” or after if bruy 
(Firelink Shrine) _ ene ty 


Do Stay : safe. 


Menu—Choose “Leave” or after leaving « al 3 uptly, 
after purchasing a Pyromancy (Firelink Shrine) 


Don't stir up any trouble. —+ You're my apprentice, 
don't forget. 


Upon being attacked — “A (Firelink Shrine) | 


What's wrong? es 
Upon being attacked — -8 (Firelink: Shrine) 
How could you? 


“Upon dying (Firelink: Shrine) 


You're a fickle one... —» And vicious, 


udieth is one of the five Lords of Cinder 

who must offer their embers in order for 
an Unkindled to link the Fire. While the other 
Lords abandoned their thrones, Ludieth dutifully 
remained at Firelink Shrine, awaiting the arrival of 
@ new champion to carry on his legacy. 


_Talk— 1st time 


Oh, thou'rt unkindled, and a seeker of Lords — tam 
Ludieth of Courland. — Look not in bewilderment 
as | say...| linked the fire long ago, becoming a Lord 
of Cinder. — If substantiation be thy want, set thine 
eyes upon my charred corse. —+ This sad cadav'r. No 
need to be Coy, have | a closer look. 


“Talk—2nd time 


Fret not, fret not, my feet are here firmly planted. —+ 
For | am a Lord, and this is my throne. 


"Menu—Choose “Talk” after entering the Undead _ 


Settlement 


Listen, this might pique thine interest. —+ Before | 
was a Lord of Cinder, | was a student of transposi- 
tion. —+ The process of extracting, and coalescing, 
the essence of a soul. —> A forbidden art, that once 
left a foul stain upon Courland’s honour. — ‘Tis an 
art that grants powers once thought unattainable. 

— Most transposing kilns were lost with Courtland, 
but this place is a crossing for all manner of cursed 
objects. —+ If thou happen’st ‘pon a transposing kiln, 
bring it to me, quick. 


Menu—Choose “Talk” after the player defeats 
their 1st Lord of Cinder 


Ahh, most illustrious Lordseeker. Or should | say, 
Lord-slayer? —+ Fine kindling for the thrones, is it not, 
each soul truly worthy of Lordship. —+ And all slain 
by thy hand. To bind ther to their thrones, even in 
death. — Oh, | have no quaims. For as we are to our 
thrones, thou art to thy duty. — In fact, methinks 
thou’st helped these poor Lords along their rightful 
path. 


Menu— Choose “Talk” after acquirir the Eyes of _ 
_a Fire Keeper “9 ion 


The eyes show a world destitute of fire, a barren 
plane of endless darkness. — A place born of 
betrayal. —+ So | will'd myself Lord, to link the fire, to 
paint a new vision. —* What is thine intent? 


Menu—Choose “Tall after transposing both 
“Loth Holy Sword” & "Lorian's Greatsword” 


Ahh, thou’st two most peculiar swords discover'd. 

— A curse once bound them together, such that 
they served as one. — A transposing kiln should re- 
store their rightful form. —+ But before thou should’st 
act, think well upon the matter. — As thou knowest, 
_they e but newly rent apart. 


” after acquiring the Fire 


Ahh, found her, did we? — And the black eyes that 
shimmer within, | see? — ‘Tis as if it were but 
yesterday. —* We did all we could to spare her from 
them. — Much has happened since. + Mayhap | 
should apprise thee... —» Of what the thin light of 
these eyes might reveal, to the eyeless Fire Keeper. 
—+ Scenes of betrayal, things never intended for her 
ken, visions of... —> ...this age’s end. 


After offering all Cinders of a Lord 


Ahh, well met. All is as planned, is it not? — Five 
lords for five thrones. .. —> Glory be, my Lord-slaying 
Champion. It is all thy doing. —+ The stage is set for 
me to play my part as Lord, too. —+ Go. Speak with 
the Fire Keeper. 


“After talking to the Fire Keeper & choosing "Wish _ 
for a world without flame” 


Ahh, well met. Alll is as planned, is it not? — Five 
lords for five thrones... —> To think others might 
ne'er be raised... —+ And |, of the Last Lords, a 
rather little lord, most undeserving of the honour. —> 
Speak with the Fire Keeper. 


Menu—Choose * Leave" 
Now, now, do not be away overlong. 


Talk— Tif he ts sleeping, or after he has revived 
from being killed & the player travels from & 
returns to Firelink Shrine 


Ahh, beg pardon. | must have dozed a while. — Fret 
not, fret not, my feet are here firmly planted. — For | 
ama Lord, and this throne. 


Tolk—After giving him the Transposing Kiln 


Ah-hah, thou'rt returned. And a fine day it is. —* So, 
happened upon any t twisted souls? 


Talk—After giving him the Transposing Kiln, if he 
is sleeping 


Ahh, beg pardon. {must have dozed a while: — So, 
happened | upon any twisted souls? 


Menu—Choose ° “Talk” ist time 


Knowest thou of our purpose? — Five thrones will 
take five Lords, as kindling for the linking of the fire. 
— The fast-fading flame must be linked, to preserve 
this world. — A re-enactment of the first linking of 
the fire. — So it is | became a Lord of Cinder. 1 


“Menu—Choose “Leave” after giving the Soul of a 
Fire Keeper to the Fire Keeper 


Treat the Fire Keeper not with discourtesy. —+ She is 
_much ike thee. Prisoners, both, kept to link t the fire. 


“Menu—Choose “Leave” after giving the Eyes of a 


“1 took the mantle of Lord of Cinder of mine own voli- 
tion. | speak these words with pride. > Choose thy 
fate alone. Seize it with thine own hands. — All the 
more, should thy fate entail such foul betrayal. 
_Menu—Choose *Give Transposing Kiln" & "Yes" 
“Oh, belike it is...a transposing kiln in thy possession. 
—+ Seen better days, but, methinks it shall suffice. 

— Now, bring to me a twisted soul. —+ Transposition 
is the art of extracting, and coalescing, the essence 
of a soul. — In transposing a twisted soul, its true 
power transferreth to thee. —+ Thy purpose is to 
seek Lords, and slay them. What's to fear in a little 
transposition, now? 

Talk—After helping Anri defeat Aldrich, Devourer 
of Gods 


Abh, well met. Thou'rt at last returned. —> Knowest 
thou the name, Anri of Astora? 


may be but small, but | will die a colossus. 


[Player is male & Anri is female} 
The brave girl left this, as thanks 
[Player is female & 


no elucidation... —+ So. Happened upon any twisted 
souls? x 
Menu—Choose “Leave” or after leaving abruptly, 
after helping Anri defeat Aldrich, Devourer of 


Now, heed this little warning, from this little lord 
[Player is male & Anri is female] Ee 
Seek not the girl. ST Aee 

‘[Player is female & Anri is male). 


her duty’s end 


[Player is female & Anri is male] 


He knoweth his fate. What will become of him upon 
his duty’s end. 


‘[Player is male & Anti is female) _ 


She would not wish thee follow her. 


“[Player is female & Anri is male). 
He would not wish thee follow him. 


After approaching him once he has revived fro: 
being killed, after the player has traveled from & 
returned to Firelink Shrine—A 

Abh, it singeth, to the bone, it hurts... — Please, 
help me. Be done with me... — No, gods, no, | can- 
not bear it... — It burns, burns, help me 


a ee 


ing him once he has revived from 
being killed, after the player has traveled from & 
returned to Firelink Shrine—B 

See ye not? | am a Lord... —> A wee flame, belike, 
but | shoulder the world... —» Forgive me. Oh, 
please... — | am not to blame, I'm not... 


his unseen resident of the bird's nest in 

Firelink Shrine's rafters adores trinkets 
resembling flutes (‘Pickle-pee") and drums 
(‘Pump-a-rum’), and will trade for them from a 
considerable stash of rare and valuable treasure 


‘After approaching their location for the 1st time 
(Firelink Shrine) 


You, you. —* Me, me, pickle-pee brid Me. me, pump- 
arum. 

After approaching their location for the 2nd time 
(Firelink Shrine) 


a-rum! 

After dropping an exchangable item—A 

Pickle pee, pickle pee! —» Pickle pee, pickle pee! 
After dropping an exchangable item—B 
Pump-e-rum, pump-a-rum! — Pump-e-rum, pump- 
e-rum! 


After dropping a non—exchangable item _ 


You, you. + No, no, —+ That no pickle pee — That 
no pump-e-rum. 


After dropping a previously exchanged item 


OCEIROS, 
THE CONSUME 
KING 


ceiros is the former king of Lothric, but was 

driven mad by his obsession with the power 
of dragons. He resides in a secluded hall beneath 
the castle, beyond an abandoned garden teem- 
ing with the Hollowed husks of mighty knights 
and creatures more terrifying still 


During the cutscene, after traversing the fog wall 
to initiate his boss fight 

Ahh, you ignorant slaves. Finally taken notice, have 
you? — Of the power of my beloved Ocelotte, child 
of dragons. — Well, | will not give him up. — For he 
is all that | have. 

After reaching 90% health or lower 

Ahh, dear little Ocelotte. + Where have you gone? 
Are you hiding from me? — Come out, come out, 
don't be afraid. — You were born a child of dragons, 


what could you possibly fear? —+ Now, now, show 
yourself, Ocelotte. + My dear, little Ocelotte. 


Upon killing the player 


ignorant slaves, how quickly you forget 


ne of many clandestine operatives serving 
Yuria of Londor, this pilgrim guides Anri 
of Astora to Anor Londo in preparation for the 
ascent of the next Lord of Hollows. 


“Talk—Before defeating Pontiff Sulyvahn & she 
has assassinated Anri, without attaining 5 Dark 
Sigils (Irithyll of the Boreal Valley) 


Oh, my, | see you're Unkindled — For a pilgrim 
such as |, all tucked in and awaiting death, to have 
this honour. —+ This presages a most glorious death 
indeed. — Praise thee, praise thee 


Talk—Before defeating Pontiff Sulyvahn & she 
has assassinated Anri, after attaining 5 Dark Sigils 
(Irithyll of the Boreal Valley) 

Oh, my, you are...! —+ But I'm afraid we require 
more time. — As long as it takes a dark droplet to 
fall, that is all. + Our gracious Lord 


Upon being attacked (Irithyll of the Boreal Valley) 
Whatever for! 


‘Upon dying (Irithyil of the Boreal Valley) 
But, why... —> Lady Yuria. 


Talk— 1st time in front of the Darkmoon Tomb, 
after the player has defeated Pontiff Sulyvahn & 
she has assassinated Anri (Anor Londo) 


Welcome, our gracious Lord. — Your spouse awaits 
you, you are very near. —+ Please, take the Sword of 
Avowal, — May you be the truest Lord of Londor yet 


Talk—2nd time in front of the Darkmoon Tomb 
WAnor.Londo) 


Your spouse awaits you, you are very near. Er May 
you be the truest Lord of Londor yet 


Upon dying, or during the Dark Lord ending 
cutscene 


You, you. —+ Not that. —+ Enough, enough. 


Anh, our gracious Lord... —» Make Londor whole a 
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ORBECK 
OF VINHEIM 


tbeck hails from Vinheim, where he at- 
tempted to pay his tuition at the prestigious 


Dragon School by selling his services as an as- 
sassin. Exiled from his homeland after becoming 
undead, he now pursues independent research 
on sorcery at a makeshift study within the Cruci- 
fixion Woods. 


Talk—1st time (Road of Sacrifices) 


Well, this is unexpected. | don’t often have 
—+ What do you want? — This is my s ly that 
you've happened upon. — If you haven't any busi 
ness, I've reading to get back to 


Choose "Ask to learn sorceries” with 10 Intel- 
ligence or more (Road of Sacrifices) 


How intriguing. — Very well. — Indeed, | am a sor 
cerer. With plenty to share. ++ However 
champion demands service without recompense? 


—+ What 


[Player is male) 
Clearly, you are not that sort of man 
{Player is female] 


Clearly, you are not that sort of woman. —+ So, you 
will make me a promise. — That in exchange for my 
teaching, you will bring me knowledge. — In the 
form of scrolls detailing sorcery's secrets. —+ Well? 
Can you assure me of this? 


Choose "Make a promise” to either the 3rd or 4th 
query (Road of Sacrifices) 


Very well. — You are no fool. | take it you understand 
the weight of a promise. — | am Orbeck of Vinheim. 
—+ Unkindled one, | shall teach you sorceries. — 

We will learn together, it shall be like our very own 
school 


Choose “Make no promise” to either the 3rd or 
4th query [Player is male] (Road of Sacrifices) 


| can respect an honest man 


Choose “Make no promise" to either the 3rd or 
4th query [Player is female] (Road of Sacrifices) 


| can respect an honest woman. — But I've already 
put in more than my fair share of gratuito! 
— Be on your way, then. — Though you're 
back if you change your mind. 


Talk—After choosing “Make no promise" to either 
the 3rd or 4th query (Road of Sacrifices) 


Have you changed your mind? — If | am to teach 
you, you are to fetch me knowledge. —+ In the form 
of scrolls detailing the secrets of sorcery. — Can you 
make this promise? 


Choose "Ask to learn sorceries” to either the Ist 
or 2nd query with 9 Intelligence or less (Road of 
Sacrifices) 


How intriguing. — You'd better not. Sorcery is not 
for everyone. —+ And should never be forced. —* You 
have your own methods. Sorcery need not be one of 
them. — Don't let it bother you. —+ Be on your way. 
then. — You're Unkindled. Shouldn't you get back to 
your duty? 


Talk—After choosing "Ask to learn sorceries", to 
either the 3rd or 4th query, with still only 9 Intel- 
ligence or less (Road of Sacrifices) 


Oh, | thought you'd already given up. — Well, noth 
ing has changed. You're not inclined for sorcery. 
It is either a natural fit, or no fit at all. —+ Be on your 
way, then. —+ You're Unkindled. Shouldn't you get 
back to your duty? 


Talk—Choose "Ask to learn sorceries” to either 
the 3rd or 4th query after having returned with 10 
Intelligence or more (Road of Sacrifices) 


Well, well... There's something different about you, 
isn't there? — Very well. —+ Indeed, | am a sorcerer. 
With plenty to share. —* However... —> What cham 
pion demands service without recompense? 


Clearly, you are not that sort of woman. — So, you 
will make me a promise. — That in exchange for my 
teaching, you will bring me knowledge. —+ In the 
form of scrolls detailing sorcery's secrets. —+ Well? 
Can you assure me of this? 


“Choose “Nothing” to either the 1st or 2nd query 
(Road of Sacrifices) 


‘Yes, | see, —+ On your way, then. — This is my study, 
and I've plenty of reading to do. 


‘Ta — After choosing “Nothing” to either the 1st or 
2nd query (Road of Sacrifices) 


Oh, enough of you, already. —+ Do you have business 
; with me? 


Upon being attacked —A (Road of Sacrifices) 
What's the meaning of this? 


being attacked—B (Road of Sacrifices) 
Stop while you're still ahead. 


Upon being attacked & made hostile (Road of 
Sacrifices) 


Is that how it is? —+ Then we are through and done. 
—+ Enjoy your long sleep! 


. Upon killing the player (Road of Sacrifices) 


Gods, this business never did agree with me... —~+ 
Curses, how could this. 


Upon dying (Road of Sacrifices) 


I've lost...my touch = 
Talk—1st time (Firelink Shrine) 


Oh, you're back, then. —+ Again, I'm Orbeck of Vin- 
heim, here to teach you sorceries. — Let us begin 
with the basics. The ideal sorcerer bears the twin 
faces of the dragon... —+ ...Oh, you could at least act 
as if you're paying attention! 


Talk—A (Firelink Shrine) 


Back again, | see. — | suppose this means that 
: you're after sorceries? 


(Firelink Shrine) _ 


Back again, | see. —* Perfect timing, too. I'm in need 
; of a diversion 


(Firelink Shrine) 

: Oh, what is it? Forgot something? —+ That would be 

quite like you. 
Menu—Choose “Leave"—A (Firelink Shrine) 
“Come again 


hoose “Leave"—C (Firelink Shrine) 


Menu —Choose "Leave" —B (Firelink Shrine) 
Don't forget what you promised. 
Menu—Choose "Leave" —D (Firelink Shrine) 
Promise to stay safe. — It's been nice running our 
‘own little school. 
Men Choose "Talk"—A (Firelink Shrine) 

Have you forgotten our agreement? — | am starved. 
For sorceries. +> Come now, I've been charitable 
long enough. 


one to break a promise. 


Menu—Choose "Talk" —C (Firelink Shrine) 
Again, I'm Orbeck of Vinheim, here to teach you 
Sorceries. —+ Let us begin with the basics. The 
ideal sorcerer bears the twin faces of the dragon 


— ...Oh, you could at least act as if you're paying 
attention! 


i 
} 


Menu—Choose “Talk” —D (Firelink Shrine) 


In Vinheim, | was an assassin. —+ A sorcerer only in 
name, a killer for hire. —* What a fool | was, thinking 
one day | would learn real sorceries. —- When | 
became Undead, | was exiled from the school. + 
But here | am, now, exploring the depths of sorcery. 
— All thanks to you, | might add. 


Menu—Choose “Talk” after giving him one sor- 
cery scroll & purchasing 3 spells (Firelink Shrine) 


Oh, | have something for you. — You're a fine sorcer- 
ef Now, NO mistake. —* You should have something 
to prove it. —+ Go on. If I'm giving something away, 
you'd better weil take it. 


Menu —Choose “Talk” after purchasing Aural De- 
coy, Farron Flashsword, Pestilent Mist, & Spook 
(Firelink Shrine) 


How do you like gimmicks, friend? — This is a sign, 
a cipher employed by sorcerers who use quietude to 
their advantage. — With this, you can be sure to tell 
friend from foe from your very first encounter. — It's 
8 very old practice at this point... —> ...but one that 
you deserve to know. 


Menu—Choose “Talk” after attaining 5 Dark 
Sigils, causing Yuria to arrive in Firelink Shrine 
(Firelink Shrine) 


It is folly to claim lives recklessly, friend. Do not be 
tempted. —+ No matter the victim's stature, every 
killing has a consequence. — Even as | bloodied my 
hands, | never realised this simple truth. + Hmph 
There | was, the very definition of a fool. 


Menu—Choose “Talk” after purchasing all spells 
[Player is male] 


You are no ordinary man. 


Menu—Choose “Talk” after purchasing all spells 
[Player is female] 


You are no ordinary woman. — All these sorceries, 
and you've mastered every one. — If this were 

the Dragon School, you'd be... —+ ..well, overtly 
despised, and banished from the piace. —> Well, 

| suppose it's time | packed my bags. — | would 
hate to see our agreement end sourly. — Better left 
tucked away, as a pleasant memory. 


Menu—Choose “Give Sorcery Scroll” & choose 
“Give Sage’s Scroll" 


Oh, my... This is stupendous. —+ Then the Undead 
Legion of Farron possesses sorceries quite 
unknown. — Thank you, for upholding your end of 
the bargain. —> | doubt | ever would have made this 
discovery alone. —> Now, let us unravel the thing, so 
you may put these new sorceries to use. 


Menu—Choose "Give Sorcery Scroll” & choose 
"Give Logan's Scroll” 
Oh, my! You've made quite the discovery! — This is 
@ scroll of the prodigious Big Hat Logan. — A mas- 
terful sorcerer, long missed in Vinheim. — And now, 
we have his scroll, right here in my very hands. 


Menu—Choose "Give Sorcery Scroll” & choose 
"Crystal Scroll” 


Untathomable. — This is a crystal sorcery, created 
by the pale dragon, thought only to exist in legend. 
—+| am ever grateful to you. This is truly sublime. — 
| am afraid this is a debt | cannot repay, only... 1 
will be sure to unravel it for you. Just a moment. 


Menu—Choose “Give Sorcery Scroll” & choose 
“Golden Scroll” 


Oh, my... This is very unusual. — It's from Oolacile, 
an ancient land of golden sorceries. —+ Not even the 
Dragon School possesses such a long-lost scroll. — 
What would the xanthous scholars say, with their 
ridiculous headwear. — They would simply slaver 
over this find. 


“Upon being attacked—A (Firelink Shrine) 
_What is this about? 
Upon being attacked —B (Firelink Shrine) 
Have you lost your wits? 5). TLDs Wats Shale 
Upon being attacked & made hostile (Firelink 
Shrine) a Pilae zr 
Seems it's too late. — Then, there's only one thing 
to do. —+ With regret, | will end this here and now! 


"Upon killing the player (Firelink Shrine) 


Gods, what have | done. 


Upon killing the player, after giving him all4 aiid 
sorcery scrolls (Firelink Shrine) 


Farewell. We had a nice little school going. 


Upon dying 


But, why... — Is that ail that I'm worth? 


Upon dying, after giving him all 4 sorcery scrolls 
& purchasing all of his spells 


So be it. 


— It was nice while it lasted... 


H eir to the throne of Lothric and the last 
surviving member of his lineage along with 
his brother Lorian. Prince Lothric was born frail 
and unfit to rule, but it was his decision to cast 
aside his destiny as a Lord of Cinder that sealed 
his kingdom's fate. 


During the cutscene after traversing the fog to 
initiate the Twin Princes bossfight 


Oh dear, another dogged contender. + Welcome, 
Unkindled one, purloiner of cinders. —+ Mind you, the 
mantle of lord interests me none. — The fire-linking 
curse, the legacy of lords, let it all fade into nothing 
— You've done quite enough, now have your rest. 


During the cutscene after defeating Lorian, Older 
Prince 

Oh, dear brother... —> I'm on my way... — My 

brother, unyielding sword of Lothric's Prince. —> 
Rise, if you would. — ...For that is our curse. 


After defeating Lorian, Older Prince during the 7 
2nd phase of the boss fight 


Oh, dear brother. 


Upon killing the player 


This spot marks our grave. —+ But you may rest here, 
too, if you like. 


Upon dying joes Omen mumps 


Mark my words, Ashen one... —> You remain among 
the accursed... 


ne of the Ringed City's human rulers. Along 
with the city’s other survivors, he is hunted 
by Slave Knight Gael for his fragment of the Dark 


Soul. 


is come to eat us... —+ To eat our dark souls... 


Upon dying, after being killed by the player, or 
Crawling too far 


Filianore. help me, please... 
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A resident of the Ringed City, hunched and 

with age. He is acutely aware of 
the city’s true purpose, and so distrusts the gods 
and their servants as a matter of course. He is 
likewise eager to assist humans whom he judges 
to be enemies of the gods, and introduces 
himself as an ally to those who arrive in search of 
the Dark Soul. 


Talk—1st time 


Hark! They brought thee here, did they not? — Dost 
thou the gods serve? Or merely that role affect? 


Choose "! serve the Gods" to the query 


A lie, a wretched lie! How wouldst one such as thee 
do service to the gods? —+ Thy scheme is known to 
me, | know what it is thou desirest. — ... The dark 
soul, no? —++ Why else wouldst one deign to visit this 
dung heap? — Give rest to thy falsity, | would be an 
ally to thee. 
Choose "Just pretending” to the query 
Yes, yes, of course. How wouldst one such as 
thee do service to the gods? — | have intimate 

of thy kind. | know thy want. — ...The 
dark soul, is it not? —+ Why else wouldst one deign 
to visit this dung heap? — Give rest to thy falsity, | 
would be an ally to thee. 
Talk—2nd time 
If it is the dark soul thou desirest... — Then seek 
Filianore's church, at the base of the cliff. + There 
wilt thou the sleeping Princess waken. — ...Her 
slumber is a deceit... — A lid covering an overgrown 
Privy; 8 prop to keep thee from the dark soul of thine 
desire. 


Talk—3rd time 

Worry not, | am a true friend to thee. — If thou'rt 
yet human, the urge will soon begin to swell. — To 
curse the gods, and bring ruin upon this accursed 
heap of dung. 

Talk—4th time 


‘Now, yarely to Filianore's church at the base of the 
cliff, to rouse the sleeping Princess. — If thou yet 
the dark soul desirest.. 


Upon dying 


May the Abyss's curse take the gods.... 


I eonhard is a member of the Fingers of 

ia, and his devotion to his goddess is 
absolute. All the same, he does not believe in 
camaraderie between members of his own 
Covenant, and has no qualms with killing other 
servants of Rosaria if he deems it necessary. 


Talk— ‘Ast time (Firelink Shrine) 

‘Mm, Unkindled, are we... —+ And fast on the trail of 

the Lords absconded? — Then these red eyes are 

for you. —+ Use them to pillage embers, and briefly 

heighten your strength, for your duty. — What else 
ashes good for? 


are unkindied 
Pillage embers, for briefly strength, for 


heightened 
Rea erie rar tree emer tes ashes good 


Taik— 1st time after obtaining a Pale Tongue 
(Firelink Shrine) 


Well, hasn't it been some time. — I'm Leonhard, the 
Ringfinger. + Remember me? | slipped you those 
red eyes some time ago. — You're making quite 

an effort of it. So I thought you might like to know. 
— If you yearn for a proper red eye orb, one that is 
uncracked... —+ Then kill the Darkwraith, survivor 

of the land swallowed by darkness. —+ He has been 
a prisoner, for many ages. In the deepest cell in all 
Lothric... —+ | can see it in your eyes. If you didn't 
invade, didn't pillage, whatever would you do? 


Talk—2nd time after obtaining a Pale Tongue 
(Firelink Shrine) Bats 

If you fancy a proper red eye orb, one uncracked, 
untainted... —> Then kill the Darkwraith, survivor of 
the land swallowed by darkness. — He has been 
@ prisoner, for many ages. In the deepest cell in all 
Lothric... —+ | can see it in your eyes. If you didn't 
invade, didn’t pillage, whatever would you do? 
Talk—1st time after obtaining a Red Eye Orb 
(Firelink Shrine) 


Ab-hah, you've found a proper red eye 
[Player is male) 


Brilliant. | knew you were 


[Player is female} pipe une 


Brilliant. | knew you were a dangerous woman. — 
Now invade and pillage all you like. — And if you 
grow weary of your duty, you, too, may become a 
Finger. + Come on, give yourself to Rosaria, of the 
Cathedral of the Deep. 

Talk—2nd time after obtaining a Red Eye Orb 
(Firelink Shrine) 

Now invade and pillage all you like. —+ And if you 
grow weary of your duty, you, too, may become a 
Finger. + Come on, give yourself to Rosaria of the 
Cathedral of the Deep. 


Upon being attacked—A (Firelink Shrine) 
What $s wrong with you? 


“Upon being attacked—B (Firelink Shrine) 
Can you even hear me? If you can, cease this at 
once. — Before it's too late 


Upon being attacked & made hostile (Firelink 
Shrine) 


| see, | see, as clear as day. — You are a vile, starved 
beast. + Much too dangerous for her! 


‘Upon dying (Firelink Shrine) 
Curses, | can't — My dear Goddess... 


‘Upon killing the player (Firelink Shrine) 
You beast. You've trifled with the wrong knight 


ordinary man. 


iTolk=1et time (Cathedral of the Deep) _” 


Ahh, so you've chosen to serve Rosaria after all. 
— She will be pleased with me for finding her 
another Finger... —+ But be warned, my friend. — 
Rosaria's Fingers need only fetch tongues for their 
mistress. —> Otherwise, we are free, unchained. —+ 
Like Yellowfinger, you can choose to believe that all 
Fingers share camaraderie. —+ But do not force your 
fomance upon the rest of us. 


Talk—2nd time (Cathedral of the Deep) 


Rosaria’s Fingers need only fetch tongues for their 
mistress. —> Otherwise, we are free, unchained 

—+ You are free to believe that all Fingers share 
camaraderie. —+ But do not force your romance upon 
the rest of us. 


Bene avin (Cothercal of the Deep) sot 0 


You rotten beasts, don’t you ever forget 
what it is you're ravaging 


— Just 


Upon killing the player (Cathedral of the Deep) 


You are unbecoming of a Finger. —+ Neither she, nor 
|, will have you, vile beast. 


After invading him as a Dark Spirit (Anor Londo) 


Well, well, never expected to see you here. 
{Player is male} 

Couldn't resist her any longer, in all her festering 
glory? 


[Player is female] 

Felt sorry for the poor thing, in all her festering 
glory? —+ And now you want to ravage her soul, as 
well. —+ | sowed the seeds. I'll prune the mess. — 
A Leonhard, swear so upon my vows to the goddess 
After invading him as a Dark Spirit, after he has 
previously killed the player (Anor Londo) 

Well, well, back for more, are you? 

{Player is male] 

No ordinary man, are you. | knew it all along 

{Player is female] 

Vicious one, aren't you. | knew it all along. + And 
now you want to ravage her soul, as well. — You are 
no longer of use. You'll run free no more. — |, Leon- 
hard, swear so upon my vows to the goddess. 


After his health has dropped below 60% (Anor 
Londo) 


No one will despoil her soul. —+ Certainly no beast 
wrapped in human skin! 


After his health has dropped below 30% (Anor 
Londo) 


What do you want with her soul? — Isn't flesh 
enough for a sick beast! 


‘Upon killing the player (Anor Londo) 


Enough with you, my friend. — A knight of the god 
dess does not die 


Upon dying (Anor Londo) _ 


Blessed Rosaria... 


SHIRA, KNIGHT 
OF FILIANORE 
—DLC 2 


hira is a servant of Lord Gwyn who was 

tasked with protecting Princess Filianore 
and, in so doing, ensuring that the truth of the 
Ringed City remained concealed for all eternity. 
Even now, she continues to honor her pact with 
the gods as a Spear of the Church, warding off 
any interlopers who might disturb Filianore's 
slumber. 
Talk—1st time 
Speak thee the name of God. —+ Thine own god, if 
thou canst recall. 


Choose "Gwyn" 7 the 1st or 2nd query 


Ahh, then thou'st not forgotten. — Perhaps ‘tis why 
we may converse. —+ | am known as Shira, servant 
to the Princess Filianore, matriarch of the church. 

—+ They who are ken to God's name are surely ken 
to the terrors of the dark. — Please, | bid thee take 
not from the Princess her peace or rest. — As the 
fire waneth, does she lie by the dark, all for the sake 
of Man. 


“Talk—2nd time after choosing "Gwyn" to either 
the 1st or 2nd query 


Thou'st a kind heart. —+ To speak to a captive such as 
|. — It is no surprise thou rememb'rest our God 


“Talk—3rd time after choosing "Gwyn" to either 
the 1st or 2nd query _ 


May | ask thee a kindness? — Perhaps thou'st 
beheld the lone dragon that inhabiteth this city? + 
Midir is his name, and the Archdragons are his fore- 
bears. — He once railed against the dark, but was 
by dark afflicted. Now here, returned, he remaineth 
— To watch over the sleeping Princess, true to the 
old accord. — ...And yet, | would have thee put the 
dragon to rest. —+ Afore the dark consumeth him, 
and his vows are forgot 


“Choose “I do not know" to Ist or 2nd query. 
As | thought. Such memories were lost by thy kind, 
long ago. —+ And so it is ye...who yearn for dark- 
ness. 
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i 
Talk—2nd time after choosing "I do not know” to 
the 1st or 2nd query es hee 1 
Give thy memory a nudge. — And name thee thy 


Choose “Accept the request” to either the 3rd or 
4th query i cette 
| offer my sincerest gratitude, thou who art ken to 
God's name. — Please, take this. | have asked a 
thing most terrible of thee. May this token of thanks 
be of aid. 
Be TON eer cee 
Talk—1st time after choosing “Accept the request” 
to either the 3rd or 4th query 
| beg of thee, put the great dragon to rest. - — Afore 
the dark consumeth him, and his vows are forgot. 


Choose “Refuse” to the 3rd query, or “No, it's 
nothing” to the 4th 


Very well Then hasten o1 on n thy journey. — Only, 

disturb not the sleeping Princess. —+ As the fire 
waneth, does she lie by the dark, all for the sake of 
Man. PER ES or casi) 3S a4 
Talk—After choosing "Refuse" to the 3rd query, or 
*No, it's nothing” to the 4th 

Carest thou to speak thy peace? — = Hast thou mine 
entreaty reconsidered? 


Talk—1st time after initially defeating Darkeater 
Midir on the prieige 2 s 8 fk 


So, Midir hath into the chasm fallen = Still, his 
voice | hear. The dark grieveth him yet. — | prithee, 
put him to rest. — Afore the dark consumeth him, 
and his vows are forgot 


“Talk—2nd time after initially defeating Darkeater 
Midir on the bridge 


Just afore the church of the Princess standeth a 
tower, honouring ancient knights. —> There lieth 

a small shrine, behind the sculpted knight which 
beareth no arms. — ‘Tis from there one may 
descend the chasm of darkness, — | prithee, put the 
great dragon to rest. 


Talk—3rd time after initially defeating Darkeater 
Midir on the bridge He ieteys4 


I know, | have asked of thee a a thing most terrible. — 
Forgive me, thou wert but mine only hope. — Just 
afore the church of the Princess standeth a tower 
built to honour ancient knights. Behind the sculpted 
knight which beareth no arms, is a small shrine, from 
which one may descend the chasm of darkness. —+ 

I prithee, put the great dragon to rest. — Afore the 
dark consumeth him, and his vows are forgot 


Taik— 1st time after defeating Darkeater Midir 


My most humble thanks. — 'Tis thanks to thee the 
dragon erred not from his vows. — Please, take this. 
A final gift of thanks. —+ Now, hasten on thy journey, 
but wake not the slumbering Princess. — As the 
fire waneth, does she lie by the dark, all for the sake 
of Man. 

LTalk—=2nd time after defeating Darkeater Midir 
My humblest thanks. —> Now, hasten on thy journey, 
but wake not the slumbering Princess. — As the 


fire waneth, does she lie by the dark, all for the sake 
of Man. 


Talk— 1st time after the player has reached rank 1 
asaSpearofthe Church 


Oh! Thou'rt now a spear of the church! — — What 

8 wonderful, blessed day this is. + With a spear 
$uch as thee, surely the Princess will slumber most 
gently, and Midir's vows will be honoured. — | must 
thank thee, as a servant of the Princess, and a dear 
friend to Midir. —+ May thy travels be resplendent 
with glory. 


Talk—2nd time after the player has reached rank 1 
88 @ Spear of the Church oa 


As the fire waneth, does she lie by the dark, but now 
with thee to shelter her sleep. —+ Bless ye spears 
Feit church. May thy travels be resplendent with 

9 


peered time after the player has reached rank 2 
as a Spear of the Church 


Ah, thou'st... A Divine Spear become! — An honour 
‘once bestowed in the time of the Gods, nearly un- 
heard of in this age of waning fire. — As a servant of 
the Princess, and friend to Midir... —+ | am honoured 
to have met thee. 


Talk—2nd time after the player ‘has reached rank 2 
as a Spear of the Church 


As the fire waneth, does she lie by the dark, but now 
with thee to shelter her sleep. —+ Bless ye divine 
spears. May thy travels be resplendent with glory. 


Upon appearing in the ruins while hostile, after 
the player defeats Darkeater Midir & touches the 
embraced shell (Filianore's Rest) 
I've searched for thee, dark-stricken creature. | 
am Shira, daughter of the Duke, descendant of gods, 
and trusted friend to Midir. —+ At once, | am the hon- 
our of the gods, the glory of fire, and the fear of the 
dark. —+ Thou shalt not go unpunished. — For thy 
treachery, thy profanity, and thy shameless yearning! 


Upon killing the player (Filianore’s Rest) 


Remember this, creature. — Ne’er will | forgive thy. 
kind. 


Upon killing the player, after r aching rank 1 asa 
Spear of the Church (Filianore's Rest) 


Try again, to remember. —> The great honour it was 
_to be a spear. 


“Upon dying (Filianore' 's Rest) 
Never wouid | ever... —+ ...for 


thy lowly kind. 


his unassuming old woman serves as a 

handmaid at Firelink Shrine, where she 
peddies a variety of basic wares to Unkindled 
champions who visit the facility. Although her 
prices might initially seem unreasonable, she 
will expand her inventory to include some very 
valuable items each time she is provided with 
new Umbral Ash 
Talk—1st time (Firelink Shrine) 
A pleasure to make thine acquaintance, Ashen One. 
— | am but a humble handmaid of the shrine. — 
Weapons, armour, trinkets, and spells... — I've 
lots of little things to ease the burden of a weary 
traveller. — ...And yes, I'm Undead, too, but not 
$0 charitable as to give my goods away. —+ Ashen 
One, fetch souls, and bring them to me. — As is thy 
wont, no? 


“Talk—1st time without previously talking i in the 
regular Firelink Shine, but after talking with her in 
the Dark Firelink Shrine (Firelink Shrine) 


Oh thou'rt... + Oh, no, 'tisn't anything, Ashen One. 

—+ | am but a humble handmaid of the shrine. —> 

Weapons, armour, trinkets, and spells... —+ I've 

lots of little things to ease the burden of a weary 

traveller. — ...And yes, I'm Undead, too, but not 

so charitable as to give my goods away. —* Ashen 

One, fetch souls, and bring them to me. — As is thy 
? 


“Taik—2nd time (Firelink Shrine) eSae: 


Ahh, well met, Ashen One. —+ How m may | be of 
service? 


“Menu—Choose “Talk"—A (Firelink Shrine) 


Ashen One, if my wares are not to thy satisfaction, 
bring me umbral ash. —* With ash, I'll fashion new 
wares. —* Is it not our sorry to sup on death? — 


“Menu—Choose * “Talk"—B (Firelink Shrine) 


Knowest thou of that soppy gossip? — That cordial 
intrusion layeth the path to embers. —+ And so thou 
art in need of a soapstone, ashen one. —+ Then thy 
pockets will o'erflow with souls to trade to me. 


Menu—Give Ashes, excludi 
Ashes & all NDC ashes (Freink Shing) 


Gracious. Passing fine ash thou'st given. — Let this 
ash bestow nourishment. — | only hope these new 
wares content thee. 


_Menu—Give NPC Ashes, 1st time (Firelink Shrine) 


Gracious. Passing fine ash thou'st given. —+ And aw- 
fully warm, at that. —> Aimost as if it had lived, mere 
moments ago... —+ Oh, forgive an old woman's idle 
Prate. —+ I'm sure an ashen one such as thee would 
never indulge such base cc contrivances. 


Menu—Give NPC Ashes, 7 2nd time (Firelink 
Shrine) 


Well, well ‘what warm umbral ash have v we we here =o 
It's as if thy fate were with death entwined... —+ But 
take no note of me, thy business is thine own. — 
As by now thou surely knowest, there is little | love 
more than a gratuity of souts 


Menu—Give Dreamchasers Ashes (Firelink 
Shrine) 


Ashen One, what woeful umbral ash is this. — This 
barren dust, stuff of a fool, won't yield aught. 
Where did’st thou happen upon the stuff? Tell me, 
for the sport 


‘Choose “Tell h her where you 4 found the ash" 
(Firelink Shrine) 


Oh, yes, | see... —+ Clinging to lofty dreams in this 
dying world... more’s the pity. — It must come 
from one most foolish indeed. —+ Would'st thou not 


“Choose "Say Nothing” (Firelink Shrine) 


As the Ashen One ought be... — Little time for 
japery, mm 


Menu—Choose “Leave” or after leaving abruptly 
(Firelink Shrine) 


Ashen One, be sure to bring more souls 


Upon | being attacked (Firelink | Shrine) 
Stop that! 


Upon dying (Firelink Shrine) _ ‘ 
Vile brute. I'm but a poor old woman... 


Talk—Once she has revived after being killed by _ 
the player par Peer Ut fet ies 


A malicious sort, thou art. —> But, marvel on. Re- 

member well, | am Undead. —> Bound forever by the 
shrine’s curse... —> Well, little sense in timidity now. 
—+ I'll have thee for ail thou'rt worth, 


Talk— 1st time (Dark Firelink Shrine) _ (Plate 
Well, fancy that. — A lost lamb wandereth in, with 
nary a peep from the bell. —> Weil, thou shouldst 

my purpose know. —+ What can this old handmaid 
_provide thee? 

Talk— and time (Dark Firelink Shrine) 


Well, thou'rt exceeding lost indeed. —+ What can this 
old handmaid provide thee? 


Menu—Choose “Leave” or after leaving abruptly 
(Dark Firelink Shrine) | 


Best not tarry long. 
Menu—Choose “Talk” ik" (C 


To skirt the curse’s grasp... —> tarry not for long. 
— ‘Tis dark for now, and not a soul stirs. But remem- 
ber, fires are known to fade in quiet. —» Or perhaps 
thou'rt captive already. —+ Like the poor girl. 


| mai from the land of Catarina, Siegward 
travels Lothric on a journey to fulfill his 
promise to an old friend. His seemingly carefree 
attitude belies the grave nature of his quest, and 
beneath his jovial exterior he is the very model of 
an honorable, upstanding knight errant. 


Talk— 1st time (Undead Settlement) 
Hmm... — Mmmmmm... 


‘Hmm... Mmm... — Oh! — Pardon me. | was 
absorbed in thought. + | am Siegward of Catarina. 
—+ To be honest, I'm in a bit of a pickle. + Have you 
ever walked near a white birch, only to be struck by a 
arrow? — Well, if I'm not mistaken, they come 
this tower. > Whoever it is, I’m sure | can talk 
some sense into them. — But | have to find a way 
up, and that's just the trouble. — This lift only goes 
down, you see, and... —+ Well, that doesn't get me 
anywhere... + Hmm... Mmm... 


‘Talk—3rd time (Undead Settlement) 


This lift only goes down, but you know... —> With a 
... No, no... I've got 


Phere Almtaiattalel last dihahbah tit dblah SSSR 
‘Talk—1st time after using elevator (Undead 


Hmm... Mmm... — Ah, oh! —+ Don't disappear like 
that. You had me downnght worried. — But thanks to 
you, an epiphany has struck me square in the head. 
— I've unravelled the riddie of this inscrutable lift! 


‘Talk—2nd time after using elevator (Undead 
Settlement) 


‘On some days, | begin to doubt myself. —+ | went 
up the tower, so | thought, then somehow ended 
up here. — I'm not exactly sure what happened. —+ 
Anyhow, do you see that? That humungous beast. 

— I'm no coward, and I've a steady hand, but that 
thing makes my skin crawl. —+ Now, now, think twice 
before you go down that road. 


Pied sab sak dco alan he 
‘Talk—3rd time after using elevator (Undead 
Settlement) 


I could try talking some sense into him... —+ No, | 
think not. He's far too overheated. — I've got to use 
my head. And think, —+ Hmm... Mmm... 

After the Demon (Undead Settlement) 
No! You should have waited! —> Well, it's too late 
now. —* |, Siegward of the Knights of Catarina, fight 
by your side! 

Talk—1st time after defeating the Demon (Undead 
Settlement) 


That was quite the performance. — But you mustn't 
get in over your head. —+ We Unkindled must put our 
duties first. —+ But for the moment, we've a toast to 
make. — To your valour, my sword, and our victory 
together. —+ Long may the sun shine! 


Talk—2nd time after defeating the Demon (Un- 
dead Settlement) 


Well, I'm going to have myself a little nap. —+ The 
‘only thing to do, really, after a nice toast 


Spa eC erm s, 
Helio! Helio! —+ Anyone there? Anyone at all? 
‘Talk—1st time (Cathedral of the Deep) 


Oh! — | know that voice. Just how long has it been! 
—+ It's me, Siegward of Catarina. — I'm loathe to 
admit it, but I've been had. + Someone's swiped 
my armour. — Did you happen to see it anywhere? 
Choose "Throw armor” to the query (Cathedral of 
the Deep) 


Ah, oh! My armour! —> My deepest gratitude! |, 

rd of Catarina, salute you. —+ With my trusty 
suit of armour, I'll be out of here in a jiffy, + Until we 
meet again, comrade! 
‘Talk—2nd time after choosing “Throw armor” to 
the query (Cathedral of the Deep) 
No need to worry about me. — With my trusty suit 
of armour, I'll be out of here in a jiffy. + Until we 
meet again, my good friend! 
Choose "Haven't seen it” to the query (Cathedral 
of the Deep) 
Oh, yes, | see... —+ Not to worry. Great planning 
begets great fortune. — An old tenet of the Knights 
‘of Catarina, —+ And | am a master planner, | do say! 


(Cathedral of the Deep) 
I'm in quite a pickle indeed. —+ Maybe | can fashion a 
replacement...from the...hmm — I've got to use my 


en Oe 
‘Talk—2nd time after choosing “Haven't seen it" to 
“the query (Cathedral ofthe Deep) 


Talk—1st time (Irithyll of the Boreal Valley) 


Ah, ohh! — Excuse me. | must have dozed off. + 
It's rather warm in here. > Well, well, hasn't it been 
all too long! It's good to see you. —* Oh, | seemed 
to have missed my chance, so... —+ |, Siegward of 
Catarina, offer my deepest gratitude. — And a little 
surprise to go with it. It's all yours. 


Talk—2nd time (Irithyll of the Boreal Valley) 


1 know. Won't you join me for dinner? —+ | make a 
fine estus soup. I've got some stewing right now. —> 
Even we Undead deserve a little normalcy, from time 
to time. — And finally, upon this rendezvous, let us 
make a toast. —+ To your valour, my sword, and our 
sworn duties! — Long may the sun shine! 


Talk—3rd time (Irithyl! of the Boreal Valley) 

Have you heard? —+ Somewhere, hidden right here 
in Irithyll, is a deep dungeon. + And even below 
that, the Profaned Capital. + Home of Yhorm, the 
reclusive giant lord. + That reminds me, I've a grave 
promise to keep. al 

Talk—4th time (Irithyl! of the Boreal Valley) 

Oh, sorry, I'm afraid I've cast a cloud over things. — 
Well, I'm going to have myself a little nap. The 
‘only thing to do, really, after a nice toast 


Talk— 1st time (Profaned Capital) 


SIR VILHELM 
—DLC1 


he Vilhelm is a masterless knight who once 
served Sister Friede, but departed from her 
service for reasons unknown. He is still loyal 
to Friede, however, and remains in the Painted 
World of Ariandel to enforce her will 


Talk—tsttime 
Well 


— You look to be Unkindied. — No bell tolls, 
and yet, you've slipped into the painting? — Oh, no 
matter. — If you've lost your way, the words of Lady 
Friede will guide you. —+ Now, go on ahead. Show 
respect, and listen carefully. 


“Talk—2nd time iss 
What's keeping you? Go on, right inside. —- Show 
respect, and let Lady Friede speak to you. 


Hmm... — Mmmmmm... 


Talk—1st ti king to Friede 4 


Talk—2nd time (Profaned Capital) 

Hmm... Mmm... —+ Ah, oh! —* Pardon me. | was 
absorbed in thought. — Look at me, trapped like a 
rat. — But you needn't worry. — !'ve just been sit- 
ting here, weighing my options, — The moment has 
almost come. — ...| just need a bit more time. 


Talk—3rd time (Profaned Capital) 


Lady Friede has spoken, has she not? — Then tarry 
no longer and begone. 


“Talk—2nd time after talking to Friede 


There is one thing you should know. — Inside the 
cold painting, curiosity could be your cross... —+ 
Stray from the withering flame, and the snow will 
swallow you whole. 


My liberation requires a key. —> But the key is out- 
side... + Hmm... A riddle for the ages 


Talk—1st time. atte freeing him using the Old Cell 


Ah! You are a saint! —+ Once again, you are my 
valiant saviour. — |, Siegward of Catarina, express 
my deepest gratitude. — Take this, a token of my 
thanks. Go on, it's all yours. 


Talk—2nd time after freeing him using the Old 
Cell Key (Profaned Capital) Ra 
Ah, no, please, go on ahead. — I've my own road to 
take. — Anda duty to fulfil, very soon. 


During the cutscene after traversing the fog to 
fight Yhorm the Giant (Profaned Capital) 


Yhorm, old friend. — |, Siegward of the Knights of 
Catarina, have come to uphold my promise! — Let 
the sun shine upon this Lord of Cinder. 


Talk—1st time after defeating Yhorm the Giant 
(Profaned Capital) 


It seems I'm in your debt once again. — My thanks, 
| could not have kept my promise without you. —* 
Now, for a final toast. —+ To your valour, and my old 
friend Yhorm. —+ Long may the sun shine! 


Talk—2nd time after defeating Yhorm the Giant 
(Profaned Capital) 

Well, I'm going to have myself a little nap. — The 
‘only thing to do, really, after a nice toast. — You are 
a true friend. Best of luck with your duty. 


Upon dying during Yhorm the Giant's fight (Pro- 
faned Capital) 


Forgive me, old friend... —+ I've failed, in every- 
thing... 


Upon being attacked & made hostile (Undead 
Settlement/Cathedral 


of the Deep/Irithyil of the 
Boreal Valley/Profaned Capital) 
No sense in holding back now. —+ Witness the fury 
of a Knight of Catarina! 


(Undead Settlement/Cathedral of the 


Upon dyi 


| of the Boreal Valley/Profaned Capita!) 


How did | ever let this happen... 


“Upon killing the player (Undead Settlement 
Clnedral ot the Despirthyl of the Boreal Valley/ 


Profaned Capital) 
You were a poor match, friend... 
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Upon being attacked 
Why you miserable, mad Hollow. —+ You're nothing, 
without a bell to guide your way. 


“Talk—1st time, after attaining 5 or more Dark 
=.” |, RSS 


Well, well... — You're Lady Yuria’s Lord of Hollows 
— No bell tolls, and yet, you've slipped into the 
painting? —+ Oh, no matter. — If you've lost your 
way, the words of Lady Friede will guide you. — 
Now, go on ahead. Show respect, and listen care- 
fully. 


Talk—1st time after talking to Sister Friede, after 
attaining 5 or more Dark Sigils 


Lady Friede has spoken, has she not? — Then terry 
no longer and begone. — Carry on, for Lady Yuria, 
and for Londor. 


“Upon being : attacked, after the player has attained 
Sormore Dark Sigits 

Why you miserable, mad Hollow. — What is Lady 
Yuria thinking 


Upon appearing af ter being approached & made 
hostile 


I've seen your kind, time and time again. —+ Every 
fleeing man must be caught. Every secret must be 
unearthed. Such is the conceit of the self-proclaimed 
seeker of truth. —+ But in the end, you lack the 
stomach. — For the agony that you'll bring upon 
yourself. 


Upon dying _ Hes ae 
Forgive me, my Lady... —+! swore an oath, but | 
_have fail you... —» ...Lady Elfriede... — 

Upon killing the player me 

| trust you've learned your lesson... — Inside the 
cold painting, curiosity could be your cross. 


irris is a traveling knight formerly in the service 
Ss the Darkmoon Blades. Although at first 

she appears to be on an aimless journey, she is 
in fact searching for her grandfather, whom she 
believes to be somewhere in Lothric. Sirris de- 
spises the Fingers of Rosaria, and will not deign 
to associate with members of their malevolent 


order. 
Taik— 1st time (Firelink Shrine) 


Mm, you're an Unkindled, aren't you. — | am Sir 
ris, of the Sunless Realms, former servant of the 
Divinity. + Duties we each bear, but one’s duty is 
a solitary affair. — | doubt we've much to gain from 
fraternisation. —+ Blessing of the moon upon your 


| doubt we've much to gain from fraternisation. —+ 
Blessing of the moon upon your journey. 


Talk—Ist time af 


time after obtaining the Dreamchaser's 
Ashes (Firelink Shrine) 


Hello again. —+ | have since heard a great deal about 
you. — For one, that you are most gentile of heart. 
— |, too, am bound by duty, but can offer you my 
sign. — | hear that cordial intrusion lays the path 

to embers. — If | can be of help, by all means, do 
call upon me. —+ Blessing of the moon upon your 
journey. 


Talk—2nd time after obtaining the Dreamchaser's 
Ashes (Firelink Shrine) 
If you should require assistance, use my sign. — 
Blessing of moon upon your journey. 


Talk—After helping her defeat Creighton th 
Wanderer (Firelink Shrine) 
Mm, | have not thanked you, for your generous 
rescue. — That Dark Spirit was one of Rosaria’s Fin- 
gers. Vile bastard offspring who lurk in the darkness 
—+ My sworn enemies. — Fearsome invaders, to 

say the least. + | would not have made it alone. You 
have my deepest gratitude. — If you require help on 
your travels, | offer you my sign. — Blessing of the 
moon upon your journey. 

Talk—1st time after joining the Rosaria's Fingers 
Covenant (Firelink Shrine) 

Mm, | see that you are now a Finger of Rosaria. 

—+ Your path is wholly different to mine. — Gentle 
Unkindied, | bid you farewell. — If we meet again, it 
will be as adversaries. 


Talk—2nd time after joining the Rosar 


Fingers 


covenant (Firelink Shrine) 


Gentle Unkindled, | bid you farewell. — If we meet 


again, it will be as adversaries. 


While helping her sinst Holy Knight Hodrick AEs 
(Undead Settlement FAG 


| finally found you. —+ Just as | promised, grandad, 
remember? 


After helping her defeat Holy Knight Hodrick 
ideas Gotiomtenes otis 


Good night, grandad... Bis 


Talk— After helping her defeat Holy Knight Ho-_ 
drick (Firelink Shrine) 45, 


Oh, there you are. — I'm afraid I've involved you 
in my affairs, over a little promise, at that. — My 
‘sincerest thanks for your assistance. — At last, my 
grandfather will rest in peace, and | can die. + But 
there is...one last thing. —+ May | take a vow? To 


Choose "Accept her knightly vow“ to either the 
1st or 2nd query (Firelink Shrine) 

Oh, | arn most grateful. —+ |, Sirris, do hereby serve 
as your faithful knight. -- Wherever, whenever, | am 
needed, and even if all should turn against you 

— My loyalty shall never waver. —+ Blessing of the 
moon upon your journey. 


Talk—After accepting her knightly vow (Firelink 
Shrine) 


If | may ever be of assistance, call upon me. | 
am your knight, forever and true. — Blessing of the 
moon upon your journey. 


Choose "Refuse" to either the 1st or 2nd query 
(Firelink Shrine) 


Yes, of course. —>| am afraid | have overstepped 
my bounds. — But if you might ever reconsider, 
and allow me to avow myself to you... —+ Do not 
hesitate to speak up. —+ Blessing of the moon upon 
your journey. 


Talk—After choosing "Refuse" to either the 1st or 
2nd query (Firelink Shrine) as 


Oh, helio again, May | avow myself to you? —* As a 
faithful knight, yours and true. 


Talk— After offering a Pale Tongue to Rosaria, ie 
Mother of Rebirth (Firelink Shrine) 


Yes, | see, an arrant Finger you've become. — Very 
well. — | will cut each Finger from the hand. 


After helping her defeat Creighton the Warrior 
(Irithy!! of the Boreal Valley) 


Thank you for your kind assistance. — Blessing of 
the moon upon your journey. 


Upon being attacked & made hostile (Firelink 
Shrine) _ 


You've been clean Hollowed, have you? — Then | 
will show no mercy. — This is not my time to die. 


Upon dying (Firelink Shrine) _ 
Forgive me, grandad 


Upon killing the player (Firelink Shrine) 
Wretched Hollow. Your long sleep begins 


Upon killing the player if a Pale Tongue was 
offered to Rosaria, Mother of Rebirth (Firelink 
peorinah ee 
You poor bastard. May yourest soundly 
After being attacked if the player accepted her 


"SISTER FRIEDE 


riede is the eldest of the three sisters who 

founded the Sable Church of Londor, but 
became Unkindiled and hid herself away in the 
Painted World of Ariandel. There, she convinced 
Father Ariandel to abandon his plans of burning 
the painting and instead allow it to rot away, 
much to the consternation of the Forlorn and in 
stark defiance of their customs. 


Friede. | have long stood beside our blessed Father, 
and the rest of the Forlorn. — But Forlorn thou see- 
meth not, —+ Ashen One, | know not the missteps 
which led thee to this Painted World. — But thy duty 
is all, and thy duty lieth elsewhere. — Return from 
whence thou cam'st, —+ | presume it visible to thee? 
The bonfire here, in this room. —+ A meek and faded 


serve you, as a knight. 


thing, but ‘twill guide thee nonetheless. 


Talk—2nd time 
Ahh yes, there is a thing thou shouldst by rights 
possess. —+ Ours is a chance encounter, to be sure, 
but perhaps it was meant to be. — Let this be a 
remembrance of this cold world, a thing to help thee 
bear thy duty. —+ Now, return from whence thou 
cam’st. —+ Thou'st a place in that world, and that 
alone is cause to rejoice. 


Talk—3rd time 
Now, return from whence thou cam’st. —> Thou'st a 


all, and thy duty lieth elsewhere. —> Return from 
whence thou cam'st. —+ For that is thy place of 
belonging. 


Now, return from whence thou cam’st. — For that is 
thy place of belonging. 


Talk— 1st time after reaching the Corvian Settie- 
ment 


wither and rot, even then would Ariandel remain 
our home. —+ Leave us be, Ashen One. —+ Sweep 
all thought of us from thy mind. As thy kind always 
have. 

Talk—2nd time after reaching the Corvian Settlie- 
ment 


Leave us be, Ashen One. —> Sweep all thought of us PY 
from thy mind. As thy kind always have. 


Te 1st time after attaining 5 or more Dark 
i 


Welcome. To the painted world of Ariandel. — 1 
am Friede. | have long stood beside our blessed 
Father, and the rest of the Forlorn. —> But Forlorn 
thou seemeth not. —> Lord of Hollows, | know not 
the missteps which led thee to this painted world. 
— But thy duty is all, and thy duty lieth elsewhere. 
—+ Return from whence thou cam’st. —+ | presume 
it visible to thee? The bonfire here, in this room. 

— + A meek and faded thing, but ‘twill guide thee 
nonetheless, 


Telk—2nd time after attaining 5 or more Dark 
i 


Ahh yes, there isa thing thou shouldst by rights. 
possess. —+ A remembrance of this cold world, for 
the great Lord of Londor. —> May it heip thee bear 
thy duty. —+ Now, return fromm whence thou cam’st. 
—+ Thou'st a place in that world, and that alone is 
Causetorejoice, aes Os SS. 
Talk—1st time after reaching the Corvian Settle- 
ment, & attaining 5 or more Dark Sigi 
Be forewarned, eager Ash. —+ Should this world 
wither and rot, — Even then would Ariandel remain 
our home. —+ Leave us be, Ashen One. — Thou'rt 
the Lord of Londor, and have thine own subjects to 
guide. i 

Talk—1st time after reaching the Corvian Settle- 
_ment, & attaining 5 or more Dark Sigils 
Leave us be, Ashen One, — Thou'rt the Lord of 
Londor, and have thine own subjects to guide. 


“During the cutscene after turning the handle in 
the nest of Giant Flies to open the passageway to 


‘As Ashes will be, ever seeking fire... i 
During the cutscene after talking with Father 
Ariandel to initiate their boss fight 

Fret not father, we have no need of thy flail. — 
‘Tis only the flame, quivering at misguided Ash. — 
Please, avert thine eyes. — | will snuff out these 
ashes for good. 


Upon killing the player during the 1st phase of 
Return from whence thou cam'st. —* For that is thy 
place of belonging. 

Upon killing the player during either the 2nd or 
3rd phase of the boss fight 

Leave us be, Ashen One. — Sweep all thought of us 
_from thy mind. As thy kind always have. 
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ee iS! Pee ee 


TS 
Upon the during the 1st phase of 
the bm hor te payer hs ain Bo 
more Dark 


Return from whence thou cam'st. — Yuria surely 

awaits thee. 

Upon killing the player during either the 2nd or 

ara pire ot is ee ee Bet vee Parte 
5 or more Dark Sigils 

Leave us be, Ashen One, — Thou'rt the Lord of 

Londor, and have thine own subjects to guia. 


ae! is an enigmatic man to whom The 

Painter refers as her uncle. His only wish is 
to assist his niece in painting a world with which 
to replace the rotted domain of Ariandel, no mat- 
ter what the cost to his own well-being 


After approaching his location (Cathedral of the 
Deep) ert 

Ahh, merciful goddess, mother of the Forlorn, who 
have no place to call their own... —+ Please, bear wit- 
ness to our resolve... —+ Fire for Ariandel... Fire for 
Ariandel... —» And the ash to kindle flame 


Talk— 1st time (Cathedral of the Deep) _ 
Wait, you've... —+ You've the same scent as that 


woman... — Then you must be an Ashen One. You 
must be! — You don't know how long I've searched! 


Talk—2nd time (Cathedral of the Deep) 

Ohh, ohh...don't mind me, didn't mean to fall apart 
—+ Now, Ashen One, | have a kindness to ask of you 
—+ My lady lives in the cold land of Ariandel. —! 
need you to show her flame. — A proper flame, that 
will burn the rot away. —* If you truly are Ash, then it 
must be fire that you seek? 


Choose "Accept" to either st or 2nd query, dur 
ing the cutscene where the player is pulled into 
rhe Faireed Wiaric of rience! (Cathedral of the 


“Abh, thank you. They of Ash never fail Si het Ze) 
moment, then... —+ The painting of Ariandel. Well, 
rotted scrap of it, that is. —+ Go on, take it, touch it 
— And then, the Ashes were two. 

Choose "Refuse" to either 1 st or 2nd query (Ca- 

thedral of the Deep) : a 
Oh. Are you certain of that? —-» Hogwash, hogwash. 
What Ash does not seek fire? 

Talk—After choosing "Refuse" to either 1st or 2nd 
query (Cathedral of the Deep) 

Ahh, you again, | knew it. + As any Ash seeks fire, 
you will surely help me! —+ My lady lives in the cold 
land of Ariandel. —+ | need you to show her flame. — 
A proper flame, that will burn the rot away. — You 
will thank me when it's done 

being attacked before the first talk—A 
i ‘of the Deep) 


Please, stop... —> | beg of you, please, stop. 
1 arenhy paca wehar dap la 
of the Deep) 


‘My work is not yet done. — | am no foe of yours... 
Please, stop... 


Upon being attacked, after talking for the 1 
time—A (Cathedral of the Deep) 2. eee 
‘What in blazes... —> Well, | suppose you are Ash... 
‘Upon being attacked, after talking for the 1st 
_time—B (Cathedral of the Deep) 

Yes, of course, as all Ash should be! 


dying before the first talk of 
Upon (Cathedral of the 


Upon dying (Cathedral of the Deep) 


If you truly are Ash, you will seek fire... — To set 
Anandel ablaze e 


‘After approaching his location, once he has 
revived after being killed by the player (Cathedral 
of the Deep) E pujots 
Fire for Ariandel... Fire for Ariandel... > And the ash 
to kindle flame. 


Taik—1st time once he has revived after being 

killed by the player, before talking for the 1st time 

(Cathedral of the Deep) is orks 
Dear me, why would you do such a thing? —+ Oh 
the scent of that woman... —+ Then you must be an 
Ashen One. You must be! —+ You don't know how 
Jong I've searched! 
Talk—2nd time once he has revived after being 
killed by the player, after talking for the 1st time 
{Cathedral of the Deep! 


Talk—Once he's been revived after dying, after 
talking for the 1st time (Cathedral of the Deep) 
Dear me, why would you do such a thing? — Dread- 
ful Ash, through and through... —+ My lady lives in 
the cold land of Ariandel. — | need you to show her 
flame. — A proper flame, that will burn the rot away. 
—+ You will thank me when it's done. 


| SLAVE KNIGHT GAEL —pic 2 


 ceentiee oemeeeetitie ane ane eaten ene el 


esigh ha cutscene after approaching his loca- 
_tion (The Ringed City) i 

What, still here? —+ Hand it over. That thing, your 
dark soul. —+ For my lady's painting. 

After he has reached 65% health or lower, during 
the cutscene initiating the 2nd phase of the boss 
Bott hs 

Ahh, is this the b 


—+* The blood of the dark soul? 


‘his good-natured old woman resides in the 
Dreg Heap on the outskirts of the Ringed 
City. She once served an unspecified royal family 
as a wet nurse, but now spends her days quietly 
gazing out at the desolate landscape in all its 

decaying grandeur. 


Talk— 1st time (Dreg Heap) Seaee 


Oh, your head's square on your shoulders, is it? 
| thought that clamouring tin can was the last, but 
here we go again. —+ What is it you want from this 
old stone-humped hag? — I've nothing for you, not 
@ smithereen. | just like to stand here, and take in 
the view. 


Choose “I have business with you" to either of the 
1st, 2nd, or 3rd queries bi 


Well, that came out of nowhere. — You think an old 
stone-humped hag would be brimming with good- 
ies? — I've none of that, not a smithereen. 


Talk—2nd time after choosing "I have business 
our soles ues ot ane ayery Ulaver 


Ahh, fire for Ariandel... + Show my lady...fiame.. 


Strange little lad, you are. 
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Talk—2nd time after choosing "! have business 
with you" to either the 1st or 2nd query [Player 
is female] 

Strange little lass, you are. —+ What on earth do you 
see in me? 


Choose “No business in particular” to the 1st or 
2nd query 


Keep your marbles intact, love. — At least until | 
lose mine 


Talk—After choosing “No business in particular” 
to either the 1st or 2nd query 


I've nothing for you, not a smithereen. | just like to 
stand here, and take in the view. 


Menu—Choose "Talk" 1st time 


At the close of the Age of Fire, all lands meet at the 
end of the earth. —> Great kingdoms and anaemic 
townships will be one and the same. The great tid 
of human enterprise, all for naught. — That's why 
I'm so taken by this grand sight. — This must be 
what it's like to be a god 


‘Menu—Choose "Talk" 2nd time 


Oh, if you just can’t stop yourself, at least hear this 
— Far below, there's a deep, dark hole carved out 
of a tree. —+ ...From time to time, voices brim from 
the depths of the cavity even now. — Mutterings 
of the very demon that Prince Lorian spoke of, I'm 
sure. — Horrible sounds, of an afflicted thing yet 
cursing men 


Menu—Choose “Inquire of the Ringed City” after 
talking with Lapp for the 2nd time 


Why, where did you hear that name, love? — Oh 

it doesn't matter. I'll tell you what | know. — The 
Ringed City is said to be at world's end. —+ Past this 
heap of rubbish, as far as one can go. — But you'd 
better think twice. —+ The forsaken Ringed City was 
walled off by the gods to contain the pygmies. 
and the dark soul is better left well alone 


Menu—Choose “Talk” after choosing "Inquire of 
the Ringed City” 


You're not willing to reconsider, are you? — Well 
that's just fine. It's a rare thing, to have a true duty. 
— Don't go and take it for granted, | suppose. —+ 
Won't do any better than this, not you or that poor 
tin can. 


_Menu—Choose "Leave" or after leaving abruptly 


Keep your marbles intact, love. — At least until | 
lose mine. 


Menu—Choose “Leave” or after leaving abruptly, 
after choosing "Inquire of the Ringed City" 


Don't run off and die, love. — It's a nicer view with 
you in it 
‘Upon dying 

My time has come, has it? —+ Well, maybe I'll get to 
see an angel. 


THE PAINTER 
—DLC1 


‘his nameless girl, who identifies Slave Knight 

Gael as her uncle, is a painter of worlds 
which serve as homes for exiles and outcasts 
With Gael's help, she is currently working to 
replace the rotting Painted World of Ariandel and 
begin anew with a clean canvas. 


Talk—1sttime 

| believe...! feel the scent of ash upon thee. 
Thou'rt the one of whom uncle Gael spoke. — The 
one to show me flame. 
Talk—2nd time 


‘Tis good. When this is done, may | return. — The 
_door is open thanks to thee. 


Bese srditime ast 
‘Tis good. I'll head off to paint. — | promised uncle 
Gael | would. 

lll ater 
Falk—At her 1st location, after she has revived 
from being killed by the player 
Worrynot,icannotdie 

"Falk 1st time at her 2nd location, after after turn- 
ing the pea: the pit of Giant Flies below the 

Chi 


Thou'rt Ash. — Thou'st a pact made with uncle Gael 
+ So | wish to tell thee all. —> Behold its size. This is 
my canvas. — It's to be a cold, dark, and very gentle 
place. — ...But first, | must see flame 


—e ee 
I wish to paint a picture. —* Of a cold, dark, and very 
gentle place. One day, it will make someone a 
goodly home. —* That's why | must see flame. 


After approaching her at her 2nd location, after Fai 
traveling from & returning to the Painted World of 
‘Briandal or dying pee 


Those who aren't ken to fire cannot paint a world. — 


—<—<—_—ao_ 
1 can hear the fire crackle... —* And soon, | will see 


it... 
ee a iS TCA SES 
Talk—3rd time after defeating Blackflame Friede 
|) hh td etlcaaltba Dt Wadd st 
My thanks, Ashen One. —+ | will finish the painting 
—+ Of a cold, dark, and very gentle place. — So that 
it might make a @ for someone, someday. 


AAs ti Mla iat: 
Talk—1st time after defeating Blackflame Friede, 
then traveling from & returning to the Painted 
World of Ariandel or dying a ewe 
My thanks, Ashen One. — | can almost see the 
flame. — Soon uncle Gael will bring me the pigment. 
—+ | wonder if he has found it? —+ The dark soul of 
man... 


Talk—2nd time after defeating Blackflame Friede, 
then traveling from & returning to the Painted 
World of Ariandel or dying _ 


| wonder if uncle Gael has found it? —* The dark soul 

of man.. a z pened) MSS 
"Talk—At her 2nd location, after she has revived 
_from being killed by the player 


Talk—2nd time after 
Dark Soul giving her the Blood of the 


My thanks, Ashen One. 1 will assuredly finish the 
painting. —> Of a cold, dark, and very gentle place. — 
One day, it will make someone a goodly home. 


UNBREAKABLE 
PATCHES 


Pee is an ineffably cheerful thief known 
primarily for luring victims with promises 

of treasure, then leading them into traps or, 
infamously, kicking them into pits. Patches will 
happily share his purloined goods—for a price, of 
course—with anyone patient enough to endure 
his shamelessly transparent antics without strik- 
ing him down on sight. 

Talk—1st time (Cathedral of the Deep) 

Well, you look reasonably sane. — | am a knight 

of Catarina. — I've managed to track down this 
cathedral's store of treasure. — It's right over 
there, across that narrow part. — Treasure...hmm. 


Always so close, yet so far... —+ I'm in quite a pickle, 
indeed... —- Hmm... Hmm. 


ft! is 
pci “Leave” [Player is male] (Cathedral of the 


“Choose "Leave" [Player is female] (Cathedral of 


ons Deere PRES 


Thanks, sweeting. —+ Can't find anything you like? — 
Weil, you could try looking a little harder 


Choose "No" to the query (Cathedral of the Deep) 
Of course not, we have just met, after all. —> Sorry, 
I've been a bit on edge. Forget | even asked. — 
Ahh, but this is your lucky day. — | happen to be a 
world-renowned travelling merchant. — If you're 

as Unkindled as you look, you'll find many a useful 
thing here. 


Upon being attacked after he betrays the player— 
A (Cathedral of the Deep) 

Oi, cairn down, please! 

Upon being attacked after he betrays the player— 
8 (Cathedral of the Deep! » 


Forgive me! I'm on my hands and knees! — All's 
well that ends well, right 


Upon being attacked & made hostile after he 
beyrays the player [Player is male] (Cathedral of 
the Deep) 


‘Damn, you heartless, good-fornothing oat 

Upon being attacked & made hostile after he 
betrays the player [Player is female] (Cathedral 
of the Deep) a1 athe 


Taik—2nd time (Cathedral of the Deep) 

Just hold your horses a moment. =i know, | know, 
treasure is so sorely tempting... —* Hmm... Hmm. 
“After he betrays the player [Player is male] ie 
Shame on you, you greedy guts. 


‘After he betrays the player [Player is female) 
Shame on you, you insatiable wench. <7 
[Player is male & chose the Cleric class} 
Shame on you, you rotten cleric. shes 
[Player is female & chose the Cleric class} mod 
Shame on you, you rotten nun. —> Thought you could 
outwit an onion? — Well, say hello to the nice giant! 
He adores visitors. 


Ashen One, | cannot die. —+ | have a world to paint. ° 


"Talk— 1st time after defeating Slave Knight Gael 
_at Filianore's Rest i sf 
Ashen One, thy gift of flame has taken root —+ And 
Uncle Gael will soon bring the pigment. — Pigment 
coloured like the dark soul of man 

Talk—2nd time after defeating Slave Knight Gael 
_at Filianore's Rest Mi 
| wonder if Uncle Gael has found it? — The pigment 
coloured like the dark soul of man.. 
[Give Blood of the Dark Soul—Choose "Yes" 

My thanks, Ashen One. — With this will | paint a 


world. —> Please tell me thy name. — | would name 
this painting after thee. 


After he betrays the player if they have already 
killed the giant _ ¥ 
Huh? Where's the old giant? —+ What! Where's the 
bloody giant! —+ Just what have you done?! —- How 
dare you! Have you no shame! —* Damn! Damn! 
Damn! 


Talk—After he betrays the player (Cathedral of 
the Deep) 


Oh, yes, oh, hello, I don't believe we've met. — I'm 
Patches. Unbreakable Patches. + You seem to be 
Unkindled. > Do you have business with me? 


Choose “You know who | am” to the query (Ca- 
thedral of the Deep) 

Ah, oh, yes, of course...|t's coming back to me, 
now. — Oh, | am so sorry. That was my hand, as 
you know, but the deed, well, that was the armour's 
doing. — Regrettable, truly. But behold, I'm stripped 
clean of that unruly attire. —+ And look at you, not a 
scratch! —+ All's well that ends well, right? — Yes, 
we'll be fine, | can tell, it's that rotten curse, it is, the 
untidy mess. 


“Talk— ist time after choosing “You know whol 
am’ to the guery (Cathedral of the Deep) 


dose "Share your name” 
My thanks. | will paint a world of that name. — “Twill 
be a cold, dark, and very gentle place. —+ And one 
day, it will make someone a goodly home. 


Oh, ahh, yes, now, it wasn't me, but you still 
deserve an apology. — Just a little trinket. Go ahead, 
it's yours now. — You should know, I'm a kind of 
traveling merchant. — If you're as Unkindled as you 
look, you'll find plenty of good stuff. 


jose"Ihavenoname” 


| see. We are much alike. — Then | will name this 
painting “Ash*. — ‘Twill be a cold, dark, and very 
gentle place. —+ And one day, it will make someone 
@ goodly home. 


~1st time after giving her the Blood of the 
x Soul 


1 wonder when Uncle Gael intends his return. + | 
hope the new painting will be to him a gentle home. 


Taik—2nd time after choosing "You know who | 
am” to the query (Cathedral of the Deep) 

Oh, yes, yes, what can | do? —+ Can't resist it, can 
you? My sumptuous selection. 

Talk—After the Deacons of the Deep have been 
defeated (Cathedral of the Deep) 

Oh, hello again. Welcome to Patches’ boutique of 
wonders. — Can't resist it, can you? My sumptuous 
selection. 


Damn, you heartless little harlot! —- Well, now it's 
my turn. — I'm Unbreakable Patches, nobody can 
crack me! — Rot in heil! 


Upon dying, after he betrays the player (Cathe- 
dral of the Deep) 

What did | ever do, anyway? £ 

Upon killing the player, after he betrays them 
(Cathedral ofthe Deep) 
Cough ‘em up, every last one of "em — Confess 

your sins. 


“After he locks the player in the tower, after pur- 
chasing & using the Tower Key (Firelink Shrine) 


Sorry, friend. —+ Be more carefull By the gods, 
curiosity is going to kill you kittens. — Some places 
are better left alone, you know. —+ Oh, sorry, am | a 
tad too late? 


Talk— 1st time (Frlink Shrine) 

“Have no fear, there's beauty in death 

{Player is male} 

Besides, you're surrounded by ladies. Every man’s 
dream, right? fs 
[Player is female] 
Besides, you're amongst your own. Plenty of com- 
pany, right? 

[Player chose the Cleric class] 

Besides, you're surrounded by ladies. Every rotten 
cleric’s dream, right? 

Talk—2nd time (Firelink Shrine) 

Oh, no matter, I'll look after things. — By stripping 


every last trinket off your corpse. —* You're going to 
make some lucky customer very happy! 


Talk— 1st time after he locks the player in the 
tower (Firelink Shrine) 


Ah, oh, you, you're alive... —+ Now, hold your horses, 
let's have a nice talk about this. —+ |'ll come clean, | 
did you wrong. | didn't mean it, though, not one bit. 
—+ You get these. _urges...running the business and 
all...Oh, and | hate myself for it, | do. + You know 
what | mean? Terrible, really. But | can see you'll 
forgive me. —+ You're alive, after all, and that's what 
counts, right? 


Choose "Forgive him” to the query (Firelink 
Shrine) 7 


Oh, fantastic! A wily second chance! — | knew 
you'd understand, | just knew it. —+ The heart of a 
lion. A model for the rest of us. A true friend, forever. 


ileal 


Choose "Do r 
ny ‘Not forgive him™ to the query (Fire- 


Oh, for heaven's sake, no need to jest with a face 
like that. — You're still alive, and I'm here grovelling 
in the dirt, so to speak. —+ Oh, | know! Here, a token 
‘of my sincerity. Right and proper, Scere hee 
couple of outcasts, let's make the b 


Talk—2nd time (Firelink Shrine) 


Oh, yes yes, what can | do? —» Aren't you glad we 
made good of things? 
Talk—3rd time (Firelink Shrine) 

Oh, helio again. Weicome to Patches’ boutique of 


wonders. —+ Can't resist it, can you? My sumptuous 
selection 


‘thing [Player is male) ( is male} arenes Shrine) _ 

_Thanks, good compeer. ESBS 
thing iPlayer ia fornsiel ‘rirelint Shrine) Sead 
_Thanks, sweeting Se aad 
"“Menu—Choose “Leave™ without purchasing 
something (Firelink Shrine) 


Can't find anything you like? — Well, you could try 
looking a little harder 


Came back to Firelink Shrine [Player is male) _ 
Well, look at you. The luckiest man in the world 


“Came back to Firelink Shrine [Player is female] 


Well, look at you. The luckiest lass in the world. —+! 
just got hold of some truly fine treasure. And for you, 
I'll practically give it away. 


“Menu—Choose "Leave" or after leaving abruptly, — 
after purchasing something once he has visited 
Lothric Castle (Firelink Shrine) _ 


What do you say? Brilliant stuff, eh? — ly won't ask 
_for thanks, thanks, but | certainly deserve it 


“Menu—Choose “Leave” or sve" or after leaving abruptly, 
without purchasing something once he has 
visited Lothric Castle (Firelink Shrine) 


Now, just wait, that's the best you can do? Bloody 
hell. — Yeah, keep those purse strings nice and 
tight. So tight they choke you 


“Menu—Choose “Talk” 1st time | (Firelink Shrine) _ 


“We're ju: fe just a couple of outcasts, let's make the best 
of at 


‘Menu—Choose “Talk” "2nd time after Greirat has 
arrived in Firelink Shrine (Firelink Shrine) 


Ahh, | see you've met Greirat. — The slinking 
rodent. But he did me a good turn back in Lothric 

—+ Doubtless | should do something about 
that little debt, or... maybe not. —+ Well, | can hardly 
_believe he's st he's still il standing 


“Telk—After Gi Greirat has gone thieving (Firelink 
Shrine) 


Hey, what happened to Greirat. anyhow? — | haven't 
seen him at all lately. —> If you know where he's 
scurned off to, be sure and tell me. —+ | need to 
stock up, and if he’s gone and croaked, he'll have left 
a gold mine. 


‘Choose “Tell him™ 1st time after Greirat has gone 
to Irithyl! of the Boreal Valley (Firelink Shrine) 


What? Gone all the way to Irithyil, has he? —> Well, 
there can't be much left of that frozen sprawl. —+ The 
old rat, he’s gone off the deep end this time 


Choose "Tell him" 2nd time after Greirat has gone 


“Choose “Don't tell him 1st time (Firelink Shrine) _ 


Right, yes, | see how it is. — is.» Some things can't be 
divulged. Even between friends. — It comes with 
the territory, | know. — But if you happen to recall 
any details, do be a saint. —+ Do it for old Patch's 
boutique of wonders, at least. 


“Choose "Don't tell him" 2ndt time (Firelink Shrine) 


Well? Happen to recall anything important? —+ About 
where that old rat scurried off to. 


“Upon being attacked—A (Firelink Shrine! eet 


_What's happened friend? 


_Stop this! Stop this at once! 
‘Upon being attacked & made hostile (Firelink 
Shrine) : 

Gods’ spit, | knew something was wrong! — Well, 
now it's my turn, —+ I'm Unbreakable Patches, 
nobody can crack me! —+ Rot in hell! —» Gods’ spit 
and piss and blood 

_Upon dying (Firelink Shrine) 

Why me? Why me?! 


“Upon killing the player (Firelink Shrine) i 
Close call, blimey. 


- WHITE-FACED 
Locusts 
—DLC 2 


‘hese peculiar creatures were created to lure 

humans toward the Dark with sermons but, 
ravenous locusts that they are, most forgot their 
duty and became entirely consumed by their 
insatiable hunger. Still, a few individuals retain 
just enough self-control to impart their teachings 
without first trying to devour their audience. 


- WHITE-FACED LOCUST (A) 
tT gui 


“After approaching his location, or 
time DER edits 


Many. of us are by the fire forsaken, — | speak of 
thine kind, and mine, —+ Behold this city! We are 
kindred, belike two eyes which gaze upon the other. 
—+ Fear not, the dark, my friend. —+> And let the feast 
begin. 


r talking a 2nd 


Talk—1st time 


One wes a wayfaring knight, on an endless, forbid- 
den search. —+ Only the Abyss granted closure, if not 
reunion with his beloved. — Fear not, the dark, my 
friend, —> And let the feast begin. 


Choose “Tell him" 1st time after Greirat has gone 
to Lothric Castle (Firelink Shrine) Le 


Hmph. Off to Lothric, the castle of no return... 
That old thief's lost it if he thinks he has a chance in 
there. — It's not like he’s new to this game, what's 
gotten into him? 


Choose “Tell him” 2nd time after Greirat has gone 
to Lothric Castle (Firelink Shrine) 


That old thief, he's really lost it this time... 


oe met the 


with learning. But ir in the ‘end, 


learned his knowledge was wanting. — The world 
began without knowledge, and without knowledge 
will it end. —+ Dost not this ring clear and true? — 
Fear not, the dark, my friend. — And let the feast 
begin. 


One | poor girl slew her own kin, but even SO, wes” 
embraced, enveloped by the Abyss. —+ ‘Twas a 
comfort that neither moon nor sunless sky afforded 
her before. —* Fear not, the dark, my friend. —+ And 
let the feast begin. 


WHITE-FACED LOCUST (C) 
en et 


After approaching his location, or talking a 2nd 
time 

And so, she lived in fear, Of the dark, of the things 
that gnawed at her flesh. —- And yet! The Abyss hath 
yet to produce any such creature! —+ Fear not, the 
dark, my friend. — And let the feast begin 

Talk—1st time 


And so, despite his weighty armour, he lived in fear. 
Of a delicate thing, little more than a girl. —+ Where 
fire resideth, shadows twist and shrivel. But in the 
Abyss, there are shadows none. — Fear not the 
dark, my friend. —> And let the feast begin 


WHITE-FACED LOCUST 


(A/B/C) 
Ry 


Upon being attacked & made hostile 


Ahh, yes, yes, | remember now! — Let the feast 
begin. — Let the feast begin 


Upon initating a feasting grab attack 
| shall partake! 
Upon killing the player 


Search thine own self. Fear not the dark. — And let 
the feast begin. 


YOEL 
OF LONDOR 


ny °° is a pilgrim from Londor, where he was 
a sorcerer before departing on his journey 
to Lothric. He is Yuria's compatriot and, like her, 
devotes his every effort to crowning the next 
Lord of Hollows. 


After approaching him (Undead Settlement) 
Please, grant me death. Undo my shackles. 
Talk—1st time (Undead Settlement) 


Ohh... —* Ohh, then it's true... —-* A Champion of 
Ash, as | live and breathe. — To be in your presence 
is a great honour. —+ | am Yoe! of Londor, a piigrim, 
as you can see, only... —+ Somehow, I've failed to 
die as was ordained. — Well, perhaps my calling lies 
elsewhere. — Say, Champion of Ash, how does the 
idea of taking me into your service strike you? — | 
was once a sorcerer. Surely | can be of use 


Choose “Accept his service" to either the 1st or 
2nd query (Undead Settiment) 


Ohh, | am honoured, truly. — | should be dead, yet 
you have granted me purpose anew. — |, Yoe! of 
Londor, do solemnly swear myself to you 


Choose “Decline” to either the 1st or 2nd query 
(Undead Settiment) 


Ahh, mm, yes, of course. — An accursed pilgrim 
has no place in your honourable service. —* But if 

a lost soul should encounter a legend such as you, 
could that be anything but a movement of fate? —! 
will remain in this spot. —+ Praying solemnly that you 
might have a change of heart 


Talk—After declining either the 1st or 2nd query 
(Undead Settiment) 


Ahh, Champion of Ash. ‘Have you had a change of 
heart? — | beg of you, take me into your service 


Upon being attacked (Undead Settlement) 
What's come over you! 


Upon dying | (Undead Settlement) 


Menu—Choose "Talk" 


Killing Undead for x sport, accursed champion? _ 


Talk—1st time, , after choosing "Accept his service” 
to either the 1st or 2nd query in the Undead 
Settlement (Firelink Shrine) 


Oh, our Champion of Ash, welcome | home. — This 

pilgrim, with a debt in death, hardly deserves to 
behold this divine flame. —> And | never would have, 
had you not taken me into your service. — | thank 
you dearly for this... And assure you of my leal 
service. 


Talk—2nd time ime (Firelink ‘Shrine) ; 
_Oh, our Chi our “Oh, our Champion of Ash. Welcome back. 


Taik—after hollowing by 1 degree aaa 


Oh, our Champion of Ash. Welcome back. — J so would 
do _do anything for my master, just say the word. 


|Menu—Choose jalk" (Firelink Shrine) Se 


As | have said, | was once a sorcerer. —+ Alas, the 
magic of Londor is a far cry from the wonders of 
Vinheim. — But | can teach you what | know. —+ 
Perhaps more importantly... —+ | believe that | can 
help tease out your true strength. —+ We pilgrims of 
Londor are keenly aware. — That those branded by 
the Darksign possess something quite special 


Menu—Choose e “Draw OutTrue Strength” before _ 
attaining § 5 Dark k Sigils (Firelink Shrine) 


Then, “Then, shall we begin? —+ Bearer of the Darksign, let 
“your tru true strength shine 


"Menu—Choose "Draw OutTrue Strength” after 
attaining 5 Dark Sigils (Firelink Shrine) 


Ahh, you have attained ample strength. — All will 
soon be clear, _my good Lord 


Menu—Choose “Leave’ or after leaving abruptly 
(Firelink Shrine) - 


Be safe, Champion of Ash. " 


‘Menu—Choose “Leave" or after leaving al abruptly, 
_after attaining 5 Dark Sigils (Firelink Shrine) 


Be safe, our lord... 


Upon being attacked before the player has at- 
tained 5 Dark Sigils (Firelink Shrine) 


E¥vinat GO YOU inte intend? it 
[pon dying betore fre the play player r has attained 5 Dark 
ink Shrine! 


iene =: wes i 
i 1 oo tla anal 


Abh, | thank you kindly... —+ Our kindest Lord... 


Sy" fone serves the Primordial Serpent Dark- 
stalker Kaathe, and is one of three founding 
members of the Sable Church of Londor. She 
seeks a candidate to groom as the next Lord of 
Hollows and, to this end, takes a keen interest in 
any Unkindled who bear the Dark Sigil. 


gemaerene 
then traveling from & returning to Firelink 


Oh, prithee...art thou good Yoel's master? — | 

am Yuria of Londor, a close friend of his. + Thanks 
to thee, Yoel's soul is redeem'd. — Allow me to ex 
press my gratitude, in his stead. —+ Another matter. 
— Thou'rt a Lord, art thou not? —+ Bearer of the dark 
Sigil, and our Lord of Hollows. — For the time thou 
femain’st our Lord, we of Londor shall serve thee. 

— And |, of course, am also thine. 


Speak thy desire, honourable Lord of Hollows. 


Thou'rt a Lord, art thou not? — Bearer of the dark 
Sigil, and our Lord of Hollows. —+ For the time thou 
femain'st our Lord, we of Londor shall serve thee. 
— And |, of course, am also thine. 


Menu—Choose “Leave” or: after leaving abruptly 
Till we meet again. —> » May the dark Sigil guide thee. 


‘Menu—Choose “Talk” 1st time, after choosing 


“Make a Promise” with Orbeck, causing him to 
_arrive in Firelink Shrine 


Oh, good Hollow. I'm afraid | must say... —» Orbeck 
of Vinheim is a cause of much constemation. + He 
Proclaimeth himself Lord of Hollows. — If left alone, 
he may one day imperil thy rule. —+ Fall to this matter 
yarely, else we are unraveled. —> Decisiveness is the 
mark of a true monarch 


Menu—Choose “Talk” 2nd time, after choosing 


“Make a Promise” with Orbeck, causing him to 
arrive in Firelink Shrine 


Orbeck of Vinheim is a cause of much consternation. 
—+ If left alone, he may one day imperil thy rule. —> 
Fall to this matter yarely, else we are unraveled. 


‘Menu—Choose “Tell of Orbeck’s death” ‘& choose _ 
"Yes", after retreiving Obreck's Ashes 


Ahh, | see Orbeck’s claim is proven false. + As it 
should be, our right and deserving Lord of Hollows. 
— It is a Londor treasure, befitting of a true Lord. 
Lord of Hollows, may the dark sigil guide thy way. 


Lord of Hollows. may the dark sigi guide thy wey. 
Talk— = After taking with Ani in the Catacombs of 


Our Lord and Liege. 
[Player is ‘male & Anti is female} 


Knowest thou of a maid named Anri? 


[Player is female & Anri is male) py 

Knowest thou of a youth named Any nei? i 
[Player is male &Anriisfemale) 
She is Hollow, and will join thee in wedlock 


[Player is female & Anri is male] 
He is Hollow, and will join thee in wedlock. 


[Player is male & Anti is female] _ 


A fellow of mine guides her at this moment. When 
the time is ripe, thou mayst make thy salutations. 


[Player is female & Anri is male] ($4 


A fellow of mine guides him at this moment. When 
the time is ripe, thou mayst make thy salutations. — 
For what Lord taketh no spouse? 


Talk After defeating Pontiff Sytyvahn, not killing 
Londor, & Anri has arrived in 


Ahh, greetings. our Lord and Liege. —+ Good tidings. 
Thy spouse is ready. 


[Player is male & Anti is female] 
The time is ripe to greet her. 
_[Player is female & Anri is male] 
The time is ripe to greet him. 


“The girl awaits thee, in the hidden darkmoon cham- 
ber of Anor Londo. 


“[Player is female & Anriis male) 


The boy awaits thee, in the hidden darkmoon cham- 
ber of Anor Londo. —+ So thou mayst a true monarch 
become. 


Talk—After offering all Cinders of a Lord, without 
performing the wedding ceremony 

Away to link the fire, | presume? — Think not on thy 
fears. The dark sigil will guide thee. — Link the fire, 
our Lord of Hollows. 
Menu—Choose "Leave" or after leaving abruptly, 
after offering all Cinders of a Lord without per 
forming the wedding ceremony 

Link the fire, our Lord of Hollows. 


After offering all Cinders of a Lord, without per 
forming the wedding ceremon 

Ahh, our Lord and Liege. —» Thine heart is fix'd upon 
the linking of the fire. + But brave usurper, | prithee, 
wrest the flame from its mantle. —+ So that we 


Hollows, in most honest shape of man, may have it 
for our own. 


“Talk—After the 
with Ant performing wedding ceremony 


Anbh, our Lord and Liege. —+ | presume thy holy vows 
are sworn? —» Wonderful. Now thou'rt the true and 
deserving Lord of Hollows. —+ With a spouse, the 
Strength to claim the fire is thine. —+ Thy Lordship, | 
prithee wrest the fire from its mantle. — |, Yuria, and 
all Londor, embrace thy impending Lordship 


Menu—Choose “Talk” after performing the wed- 
ding ceremony 


Our Lord and Liege. — | prithee play the usurper. 
When the moment cometh to link the fire, wrest it 
from its mantie. + The Age of Fire was founded by 
the old gods, sustained by the linking of the fire. > 
But the gods are no more, and the all-powerful fire 
deserveth a new heir. —+ Our Lord of Hollows, it shall 
be, who weareth the true face of mankind. 


"Menu—Choose “Leave” or after leaving abruptly, 
after performing the wedding ceremony 


Be safe, our Lord and Liege. 


After attacki the Old Woman of Londor or heal- 
ing the Dark 


Thou’st forsworn the Lord's Mark. —> There is 
aught more to say.— Farewell, our fleeting Lord, 


Upon being attacked—A _ 
_Where are thy wits! 


_Cease this at once! 
_Upon being attacked & made hostile 


Hmph, Yoe! knows not of thy folly. > A Hollow need 
not be mad. —* No one so weak shail ever rule us! 


‘Upon dying 


Peasant. at least thy cadavder shail a little kindling 
make 


“Upon being attacked after the 
formed the wedding ceremony — 
ee Lordship, what is the matter? 


has per 


Upon dying after the player has performed the 
wedding ceremony 


Brave usurper, | beseech thee claim the fire... 


Ahh, thy scent beseems most familiar. + A sweet 
fragrance, long faded from our own bosoms. —+ How 
this came to pass | know not, but... —> Take heed. 
Kindness can wear upon one’s principles. 


Abh, . our Lord and rightful Liege. —» Thy scent see- 
meth most familiar. — A sweet fragrance, long faded 
from our own bosoms. —+ My Lord, how this came 
to pass | know not, but... —+ Take heed. Kindness 
can wear upon one’s principles... 


Talk—After defeating Blackflame Friede 


Might that soul be... —+ Nay. Nevermind. — It 
belongs to a woman from Londor. —* To provide suc- 
cour for the Lord of Hollows surely would bring her 
much honour — In return, thou needst only do her a 
small kindness —+ Remember those who stayed by 
her to the end, in the shadows cast by fire... 


Talk—After Blackflame Friede & attain- — 
Ing Sormore Derk Sigs 
Ahh, our Lord and Liege. — "Twas the soul of my 
sister. —+ Elfriede... A poor wench turned to Ash, 

who would abandon Londor... — If thou wouldst, let 
it nourish thy Lordship. — And in return, do her one 
small kindness. — those who stayed 
by her to the end, in the shadows cast by fire... +» 
And lastly, my Lord, take up thy rightful mantle, of 
usurper. 


oi 


CHAPTER 5 
EQUIPMENT & ITEMS 


ah anathema 
three worlds 


DAGGERS 


{ [ AQUAMARINE DAGGER 


_ DLC 


Acquisition Found on a corpse in The Dreg Heap. 
iE A dagger fitted with aquamarine crystal. Engraved with a 


prayer in the old tongue to ward off incident. Perhaps it was 
& parting gift given to one sent off on great travels. 


[ BANDIT’s KNIFE ; F S if 


Acquisition Starting weapon for the Thief class, dropped by Hol- 


, lowThieves (Undead Burg). 
This wide single-edged shortsword is the favorite of lowly 
thieves and bandits. Primarily a slicing weapon, but highly 


effective when used for critical hits, such as after parrying or 
from behind 


EF 


| B IT'S | 
{ BANDIT IT KNIFE bag Lely : Il 
Bice lashion | Found on a corpse in Huntsman’s Copse, dropped by 
F dagger-wielding Hollow Infantry (Forest of Fallen Giants/No-man’s 
Wharf) 
A knife with a slightly broad single edge. Its tip is shaped to 
leave a wound that won't easily close. Designed for unsa- 
' _vory work, and beloved by those of unsavory ilk 
{ BANDIT's KNIFE Tre | 
Erkan ' Aequisition Starting weapon for the Thief class, sold by Greirat of 
f the Undead Settiement (Firelink Shrine) or the Shrine Handmaid 
(Firelink Shrine) after providing Greirat’s Ashes, dropped by 
} Greirat. 
{ A wide single-edged shortsword. Primarily a slicing weapon, 
} ) but its blade is crafted to cause bleeding, making it a favorite 
> ” + of lowly thieves and bandits 
eres bas EES. ids : 
| BLACK FLAMESTONE DAGGER Il | 


Acquisition Sold by Chancellor Wellager (Drangleic Castle) after 
, defeating the Looking Glass Knight (King’s Passage), part of Black 
Armor Weapons Pack DLC. 
; Adagger affixed with a black crystal. Found deep inside the 
Gutter, in the Black Gulch. Heavier than a standard dagger, 
but with a fine crystal that gives it a smoother slice. Some 
of the more determined souls exiled to the Gutter sought 
to scale the walls of the forsaken place and walk the earth 


once again, but failed, and wasted away mired in misery and 
resentment 


248 DARK SOULS TRILOGY COMPENDIUM 


¥ 


[ BLUE DAGGER 11 DLC2B 


Acquisition Dropped by Fume Sorcerers (Brume Tower/Iron Pas. 

sage). 

Dagger used by fume sorcerers when a battle draws too 

close for comfort. An ordinary-looking dagger laced with 

magic. Strengthens spells, but also increases vulnerability 
ae to them 


BRIGAND TWINDAGGERS It 


Acquisition Found on a corpse on the Road of Sacrifices. 
These paired daggers are the preferred weapons of the 
brigands of a distant land. When two-handed, the wielder 
holds a blade in each hand, allowing for divergent attacks 
that include left-handed moves 


BROKEN THIEF SWORD II } 


: 


CORVIAN GREATKNIFE I 


Acquisition Dropped by Corvians (Road of Sacrifices/Farron Keepy 
Untended Graves). 
Dagger of the unwanted, those guided by heretical storytell 


Acquisition Found on a corpse in pathway connecting Majula and 
Heide's Tower of Flame, dropped by Rogues (Huntsman’s Copse) 


A broken straight sword. Handled as a dagger due to its 
length. This inexpensive sword is terribly worn, but neverthe- 
less a favorite amongst thieves 


ers. A rather large dagger with a powerful attack, but this 
transparent attempt to intimidate foes reveals much about 
its owner's fears. 


DAGGER i} 


r 


DAGGER up 


: 


Acquisition Starting weapon for the Sorcerer class, sold by the 
Undead Male Merchant (Undead Burg). 

This standard small dagger has only a modest attack but 
can be jabbed in rapid succession, and is effective in cr tic 
hits such as after a parry or when stabbing in the back. With 
both slash and thrust attacks, this dagger is useful in various 
situations 


Acquisition Starting weapon for the Sorcerer and Explorer 

classes, found on a corpse in Things Betwixt. 

A standard dagger. Has only modest attack and short reach, 

but can be jabbed in rapid succession. With a powerful 

critical attack, this is a potent weapon in the hands of the 
|. capable 


{ DAGGER 


3 Given after providing Lord’s Blade Ciaran the Soul of 
Antorias, or dropped by her. 

A dark silver dagger used by the Lord's Blade Ciaran, of 
Gwyn’s Four Knights. The victim is first distracted by dazzling 
streaks of the Gold Tracer, then stung by the vicious poison 


, 4 of this dagger. 
GHOST BLADE I i 
The ghosts of New Londo clutch this wickedly sharp dagger 


Acquisition Dropped by Banshees (New Londo Ruins). 
with their bony hands and make mincemeat of the living. 
One of the cursed weapons which can inflict damage upon 


ghosts. 
| 


© Acquisition Dropped by Jailer Handmaids (Profaned Capital). 
f+ Dagger used by handmaids of the Profaned Capital. Each 
| successful attack replenishes a slight amount of FP. It is said 
that these women took pleasure in wounding others. 


Sasa 


i | 
Acquisition Dropped by sickle-wielding Hollow Workers (Undead 
Settlement). 
The large sickle-shaped body, used for severing corpses, is 
a worker's tool in the Undead Settlement. The sharp edge 
is on the inside of the weapon, itself designed for cutting 
and pulling, thus allowing for good damage against shielded 
foes. 

Ill 


MAIL BREAKER : 
‘% Starting weapon for the Sorcerer class, found on a 


corpse in the High Wall of Lothric, given by Sirris of the Sunless 
Realms (Firelink Shrine) after progressing her quest in Irithyll of 
the Boreal Valley (Blessed-infused]. 

Asmall sword made for thrusting attacks. This hard, edge- 
less sword can pierce through tough armor, and boasts a 
deadly critical attack. 


i 


Hf PARRYING DAGGER if 
+ Requisition Sold by the Shrine Handmaid (Firelink Shrine) Targarent 
. ‘ Aequisition Found on a corpse in New Londo Ruins. 
i REC Gast re I | This dagger is useful after parrying and is normally equipped 
t )_ in the left hand. A favorite of the knights of Carim, who are 
Standard small dagger. Small daggers lack power or reach, ; rsh S without 
» but can deal quick consecutive hits due to their light weight. ; i roc tanee he sears 
4 | Highly effective when used for critical hits, such as after par cs q 
: “+ tying or attacking from behind. i arro- 
PARRYING DAG I 
[ DARK SILVER TRACER if ‘ en - no 
oT 7 ‘Eres © Aequisition Found in a chest inThe Lost Bastille, dropped by 


} Parasite Spiders (Brightstone Cove Tseldora). 

Unlike standard weapons, this dagger is equipped on the left 
| hand for parrying. Accomplishments are forever out of reach 
, to those who constantly fear failure. A true warrior hones his 
. body and mind, and peers far beyond immediate hardship. 


[ PARRYING DAGGER 


i 


tess 


Acquisition Sold by Unbreakable Patches (Firelink Shrine) or the 
} Shrine Handmaid (Firelink Shrine) after providing Patches’ Ashes. 
| Dagger with a greatly curved guard. A dagger made espe- 
| Cially for parrying which is usually equipped in one’s left hand 
in place of a shield. 


{ PRISCILLA'S DAGGER if 5 


— 


| Acquisition Awarded after cutting off Crossbreed Priscilla’s tail c~ 
(Painted World of Ariamis). 

This sword, one of the rare dragon weapons, came from the 

} tail of Priscilla, the Dragon Crossbreed in the painted world 

of Ariamis. Possessing the power of lifehunt, it dances about 

when wielded, in a fashion reminiscent of the white-robed 


Painting guardians. 


[ RETAINER'S SHORT SWORD 


11 DLC3 


eae 


f Acquistion Dropped by daggerwieding Retainers (Frozen Eleum 
; Loyce). 

| Short sword wielded by retainers in the Garrison Ward. Long 
| ago, the retainers attended to the priestesses, but with 

1 their disappearance, the retainers were left to wander frigid 


- 


| ROTTEN GHRU DAGGER 


Eleum Loyce without purpose. 
up ae 


+more 


i 
t 
{ 


OYAL DIRK 


'* Requisition Dropped by dagger-wielding Ghrus (Faron Keep). 
, Acrude, half-rotten dagger. Choice weapon of the biunt- 
» horned Ghrus, descendants of the acolytes of Farron Keep. 
| The rancid blade is drenched in rotten waste, making it 
| acutely poisonous. 


+ 


MANIKIN KNIFE a SS i | 


Acquisition Dropped by dagger-wielding Manikins (Earthen Peak). 
Knife of the manikins of Harvest Valley. The peculiar art of 
puppetry is a vestige of the two lost lands. The Queen, 
entranced by poison, used it to beckon unknowing souls to 


‘ iS the defiled valley. 
_ [ Murky HAND SCYTHE ll DLC2 
fs Aequisition Found on a corpse inThe Dreg Heap. 
A short-shafted hand scythe wielded by the murkmen who 
tise from the depths. Enveloped by a black dampness and 
imbued with the strength of dark. 


uj 
Created by trading the Soul of Mytha, the Baneful 

with Straid of Olaphis (The Lost Bastille). 

Dagger forged from the soul of Mytha, the Baneful Queen. 
Coated with a potent poison. Mytha was the fairest queen 

in the land, until something unhinged her. Was it the poison 
found deep within the earth, or the passion that consumed 
her heart? 


oe 


'  Aequisition Given by Chancellor Wellager (Drangleic Castle) after 
| defeating the Giant Lord (Memory of Jeigh). 

, Addagger fashioned from rare geisteel, boasting an unusually 

| long blade. Geisteel was a precious alloy created in the 
eastern land of Mirrah, its composition long kept secret from 

~ | foreign lands. That is, until Chancellor Wellager was ordered 

~ by King Vendrick to grant the gifted blacksmith Llewellyn a 
lifetime contract, whatever the cost, in order to introduce 


the rare alloy to Drangleic. 
SCHOLAR'S CANDLESTICK Ill 
Sold by Greirat of the Undead Settlement (Firelink 


Acquisition 

rine) after second scavenging departure or the Shrine Hand- 
sald (Pireliok Shrine) after providing Greirat’s Ashes, dropped by 
‘Scholars (Grand Archives). 
A candlestick covered in ivory scales once used by the 
Scholars of the Great Archives. This served as their guiding — 
light, as well as a tool of self-restraint. Even today, wielders ; 
of this weapon benefit from the resulting sorcery-strength- _ 
ening properties. 


SHADOW DAGGER uu 


Acquisition Dropped by Suspicious Shadows (No-man’s Wharf) 
GU rete ard em as aa aa canta 
Dagger used by those who lurk in the shadows. Formed by 
bending a sword into the shape of a dagger. In Mirrah, the 
land of knights, there exists an order of shadow knights who 
carry out assassinations in the cover of darkness. Those who 
fled even the order of shadow knights had rejected all forms 
of honor, and resorted to unseemly mercenary work. 

ry | 


TAILBONE SHORT SWORD 


Acquisition Dropped by Wretches (Irithy!! Dungeon). 

Twisted dagger cherished by the wretched prisoners of 
Irithyll Dungeon. Crafted from a feeble tailbone, and seen as 
a sign of the dragons. Their screams are oft heard inside the 


_ | dungeon, as they naively mutilate their unworthy flesh. 
uy 
ee Dropped by dagger-wielding Rogues (Huntsman’s 


4 
a 
Dagger with a crooked tip. A common accessory of thieves, 
shoddily crafted and without much bite. 


osm 
UMBRAL DAGGER Il DLC29} 
Lcomea Dropped by Fume Sorcerers (Brume Tower/Iron Pas- 
sage). 


A sharp dagger. Crafted to facilitate assassinations with a 
focused backstab. One true strike with this blade, and your 
work will be done. 


ANRI'S STRAIGHT SWORD Il 


Acquisition Dropped by Anri of Astora, given by Ludieth of 
} Courland (Firelink Shrine) after progressing Anri's quest, found 
in Irithyll of the Boreal Valley after progressing Anri's/Yuria of 

‘  Londor’s quest. 

| Sword precious to Anri, another Unkindled. The dullest type 
1 of blade found in the ruined land of Astora. Only, it was 

+ once the sword of an earnestly noble figure, and its attacks 
are boosted by that elusive, essential property unique to 
humans: luck. 


tre 


BALDER SIDE SWORD 


BEIT meogt 


j 


Acquisition Dropped by Balder Knights (Undead Parish/Sen’s 
Fortress). 


, The knights of the ancient kingdom of Balder wielded these 
; rock-solid, long swords which are excellent for thrust at- 
tacks. Balder was the home of Knight King Rendal, but the 
> * kingdom was reduced to ruins after a widespread outbreak 


5 ~~ of Undead. 
iy 


BARBED STRAIGHT SWORD 
=rrpemeet Acquisition Dropped by Kirk, Knight of Thorns. 


{ ) The choice weapon of the infamous Darkwraith Kirk, also 
{ ; 
' ; ont 


known as the Knight of Thorns for the gnarly spikes on his 


favorite weapon. This frightful sword deals only thrust at- 
tacks, and causes heavy bleeding 
[ BARBED STRAIGHT SWORD a cn 


* Acquisition Dropped by Longfinger Kirk (Cathedral of the Deep). 
' 3 ) Sword of Longfinger Kirk, the infamous Knight of Thorns 
' 
t ; 


This sword's blade is lined with countless deadly thorns. The 
thorns of this ominous weapon induce heavy bleeding 


| BLACK DRAGON SWORD 


Ty 
Thar * Acquisition Dropped by sword-wielding Dragon Knights (Dragon 
Shrine). 
In legend, this oddly-shaped straight sword is said to be 
forged from the black dragon's tail. As it is told, the black 
dragon lost its tail to a brave warrior ina magnificent battle, 


{ | 
{ ‘ ; 
rue and the tail was later used to forge several legendary 


™ weapons. 
Ty 


Acquisition Dropped by Leydia Pyromancers (Undead Crypt). 
Straight sword wielded by Leydia apostles. Imbued with a 
special magic that makes the Blue Flame both a sword and 
magic catalyst. Execute a strong attack to emit magic The 
Leydia apostles, adept at magic, wielded unique weapons 
but were hunted down as traitors. 


Starting weapon for the Knight class, sold by Andre of 
Astora (Undead Parish). 
The wide blade of this straight sword emphasizes slicing and 
has no thrust attack. The horizontal sweeping motion makes 
this sword effective against multiple enemies. 


[ BLUE FLAME 


a ra 


[ BROADSWORD ; 


[ ASHEN WARRIOR SWORD 11 DLC2B 


| BROADSWORD 


Tg * Acquisition Dropped by sword-wielding Ashen Warriors (Brume 
f° Jf, Tower/iron Passage). 

ie , Straight sword wielded by ashen warriors. As brittle is it 
| appears. The jagged edge of this tired and worn blade tears 


into the hides of foes. 
rr 
F Requisition Found in a chest in the High Wall of Lothric. 
4 A well-crafted sword named after the ruined land. Astora, 
: 
i 
i 


' 
i 
i 
6 ee 
[ ASTORA STRAIGHT SWORD 


teraz 


before its fall, was a land replete with royal blood, and this 
weapon is both a reminder and heirloom of that era. 


{ ASTORAS STRAIGHT SWORD 


iy 
ft Acquisition Found on a corpse in the Valley of the Drakes. 
Straight sword of an unknown knight, likely one of Astora’s 
superiors. High-quality weapon with a powerful blessing. 


=e ra 


Acquisition Starting weapon for the Knight class, sold by Black- 
smith Lenigrast (Majula), dropped by Dark Stalkers and Goblins, 
found on a corpse in Earthen Peak [Poison-infused). 

Standard straight sword. This straight sword is sufficient in 
most respects, and effective in most situations if wielded 
properly. Those who aspire to master the sword are certain 

* to wield this at some point during their journey. 

ug 


Acquisition Found on a corpse in the High Wall of Lothric. 

t } Astraight sword with a broad blade designed for slashing A 
f large sweeping attack makes this effective against crowds, 
but is prone to deflection from walls in narrow spaces. 


[ BROADSWORD 
toot 


t 
t 

t ; 
t j 
+ 


| BROKEN STRAIGHT SWORD 
te: a + 


n 


Dropped by sword-wielding Hollows and Infested 
, Ghouls (Blighttown). 
{ | Half of the blade of this straight sword is broken off. Only 
t , the completely Hollowed would even consider using this as 
t | 2 weapon 
SER CECA 
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If DLC2 


[ FUME SwoRD 


BROKEN STRAIGHT SWORD — up 


Cz Starting weapon for the Warrior class, sold by Mer- 
a chant Hag Melentia (Forest of Fallen Giants/Majula), found on a 
é ne corpse in the Forest of Fallen Giants. 
te 


, Straight sword with its blade broken near in half. Nearly use- 
less in battle, but “nearly useless” trumps “empty-handed” 

| BROKEN STRAIGHT SWORD 

e 


Th | 
Found on a corpse in Cemetery of Ash, dropped by 

various enemies. 

A straight sword with a broken blade. A weapon with no 

exceptional qualities. Only a mad Hollow would choose to 

fight with this. 


, 


oe 


{ CLERIC’S CANDLESTICK 


1 
Acquisition Created by transposing the Soul of the Deacons of the 
Deep with Ludieth of Courland (Firelink Shrine). 

; Candle stick used as both sword and catalyst. Used for wor 

} ship by the Deacons of the Deep. The deacons, under the 
guidance of Archdeacon McDonnell, became both clergy- 
men and sorcerers. 


esoat 


oe ae 


CRYSTAL STRAIGHT SWORD 


i} 
+e Acquisition Sold by Domhnail of Zena (Depths/Firelink Shrine), 
E dropped by Hollow Crystallized Soldiers (The Duke's Archives). 


i 
i | A fully crystallized straight sword. How such a weapon was 
es } created is entirely unknown. The crystallization boosts its at- 
fe " for long, as it cannot be repaired. 
TTD | 


tack, but makes the blade brittle. The sword cannot be used 
{ DARK SWORD 


* Acquisition Dropped by Darkwraiths (High Wall of Lothric/Farron 
Keep). 

i 
| Pitch-black straight sword of the Darkwraith, survivor of 
}_ the land swallowed by darkness. The Darkwraiths were the 
first red orb invaders, and originators of a unique sword tech- 
nique inspired by their thick, broad blades. 

iy 


DARKSWORD 


Given after joining the Darkwraith covenant and 
reaching rank +2. 
The sword of the knights of the Four Kings of New Londo. 
Its blade is wide and thick, and it is wielded in an unusual 
manner. When the Four Kings were seduced by evil, their 
knights became Darkwraiths, servants of the Dark who 
wielded these darkswords. 


| DRAKE SWORD 
F : Awarded after cutting off the Hellkite Drake's tail 


(Undead Parish). 
This sword, one of the rare dragon weapons, is formed by 
a drake’s tail. Drakes are seen as undeveloped imitators of 
the dragons, but in they are likely their distant kin. The sword 
is imbued with a mystical power, to be released when held 
with both hands. 

up 


{ DRAKEKEEPER'S SWORD 
- 5; 
2 


Dropped by sword-and-shield Drakekeepers (Dragon 


Shrine). 

An extremely sturdy pitch-black straight sword. Colossal 
warriors staunchly watch over the shrine, ready to defend 
its resident, or allow one worthy enough to be granted 
audience. 


Dropped by Hollow Infantry (Forest of Fallen Giants/ 
No-man’s Wharf). 

Inexpensive straight sword. Standard issue for Drangleic 
foot soldiers. No masterpiece, this weapon won't be used to 
fend off any truly threatening foe. 


©“ CHAPTER S EQUIPMENT & ITEMS 25) : 


Bret ' Requisition Created by trading the Soul of the Fume Knight with 

{ , Weaponsmith Ornifex (Brightstone Cove Tseldora). 

{ Straight sword forged from the soul of the fume knight, 

t | and imbued with the Dark of Nadalia. The exile swordsman 

f ; Raine had the ability to expunge the black fog, but chose 

instead to live alongside it, in the company of the child of 
~ Dark that haunts his sword. 
i 


Acquisition Found on a corpse in Lothric Castle after defeating 
three Lords of Cinder. 


| The hunters known as the King’s Black Hands wielded paired 
| weapons. These belonged to Gotthard, who fied the castle. 
i Gotthard rose quickly through the knighthood, no surprise to 


* those who have witnessed his swordsmanship. 
up 
by a particular Heide Knight (Forest of 


Acquisition Dropped 
io can dropped by Heide Knights (Heide’s Tower of Flame) 


{ GOTTHARD TWINSWORDS 
+.-- ; 


' } 


{ HEIDE KNIGHT SWORD 
tomes + 


, Straight sword originating in Heide. A special alloy makes it 
teed very durable. The composition of the alloy of these swords 
' remains a mystery, but in Drangleic the attempt to imitate it 
resulted in the similar bradden steel. 
Ty | 


G™ 


[ IRITHYLL STRAIGHT SWORD 
oo + 


Acquisition Dropped by a particular Boreal Outrider Knight 

(Undead Settlement). 

Straight sword bestowed upon the Outrider Knights of 

i | the Boreal Valley. This weapon is enshrouded in frost, and 

{ causes frostbite. Every Outrider Knight one day devolves 

_ intoa beast, constantly hounded by Pontiff Sulyvahn’s black 
eyes. 


[ IVORY STRAIGHT SWORD 
oa -- + 


i DLC3 Bf 


Acquisition Created by trading the Soul of Aava, the King’s Pet 
i with Weaponsmith Ornifex (Brightstone Cove Tseldora). 
f , Sword of Fabian, knight of Eleum Loyce. This blade, crafted 

} with ivory ore native to the land, harnesses souls to slash 
at foes. Sir Fabian led the loyal knights of Eleurn Loyce 
straight into the depths of chaos to exterminate the terrible 
things that dwelled there, but not one of the selfless knights 


returned. 
mi) 


Acquisition Starting weapon for the Knight class, sold by Greirat 
of the Undead Settlement (Firelink Shrine) or the Shrine Hand- 
maid (Firelink Shrine) after providing Greirat’s Ashes, dropped by 
sword-wielding Hollow Soldiers. 


[ LONG SWORD 
paras sat 


A balanced, widely-used standard straight sword. Inflicts reli- 
able standard damage, as well as high thrust damage. 
. 


LONGSWORD 1 } 


‘treiegcrat Starting weapon for the Warrior class, sold by Andre 
i Hollow 
{ 
| 


Acquisition 
of Astora (Undead Parish), dropped by sword-and-shield 
Soldiers. 


Widely-used standard straight sword, only matched in ubiq- 
uity by the shortsword. An accessible sword which inflicts 
consistent regular damage and high slash damage, making it 
* applicable to a variety of situations. 


i 
a 
| 
4 


LONGSWORD IL 


Sold by Blacksmith ( found in a 
chest in the Forest of Fallen Giants [Fire-infused], dropped by Dark 
Stalkers (No-man’s Wharf) and hammer-wielding Goblins (Shaded 
Woods). 

Standard straight sword. This straight sword is sufficient in 
most respects, and effective in most situations if wielded 
properly. Those who aspire to master the sword are certain 
to wield this at some point during their journey. 


Poeaug. 


Acquisition Limited time event item commemorating the release 
of the Crown of the Ivory King DLC, found in a chest within the: 
Majula mansion basement. 

Standard straight sword. This straight sword is sufficient in 
most respects, and effective in most situations if wielded _ 
— ' properly. Those who aspire to master the sword are certain 
“=> to wield this at some point during their journey. 


LONGSWORD 


| LOTHRIC KNIGHT SWORD 


Braet aren gg eer tire or ining Hien 
‘reid (Firetink Shcine) after providing Greleat’s Ashes, dropped by 
‘sword-wielding Lothric Knights. 
A well-crafted straight sword designed for thrusting attacks, 
wielded by the venerable Knights of Lothric. The Knights of 
Lothric, with their drakes, once crushed anything that threat- 
‘ened their shores. Of course, that was a long, long time ago. 


| LOTHRIC’s HOLY SWORD ll 
Created by transposing the Soul of the Twin Princes 
Wh Ludieth of Courlend (Firsink Shrinel 


Prince Lothric's straight sword, blessed by Emma with po- 
tent magic. Young Lothric was meant to be a champion, and 
was expected to wield this platinum sword, but some things 
will remain distant dreams forever. 


Il 
t f Acquisition Given by Yuria of Londor (Firelink Shrine) after provid- 
are, ing Orbeck’s Ashes while progressing her quest. 
sigte? A twisted sword resembling the towers of Londor's Sable 
Betis Church. Eight branching blades and thorns induce bleeding. 
i) The Church's blessing makes the weapon revel in the agony 
Talk of its owner. Heavy losses of HP boost attack, a curse most 
¥ befitting its deformed appearance. 
POSSESSED ARMOR SWORD Il DLC2 


Acquisition Dropped by Possessed Armors (Brume Tower/lron 
Straight sword wielded by possessed armor. Has a heated 
blade imbued with fire. These suits of armor were once 


decorations, until the black fog ruling the tower seized 
control of them. 


SHORTSWORD ved a | 


TP go! Acquisition Sold by the Shrine Handmaid (Firelink Shrine). 

+] Small straight sword excelling in thrusting attacks. The short- 
_) sword isa light and easily wielded straight sword, due to its 
~} minimal attribute requirements 

os) 


4 B¢ 
BOI. 


(SILVER KNIGHT STRAIGHT SwoRD_ 
hg f Acquisition Dropped by sword-wielding Silver Knights (Anor 
(es lar 

fs 

ee: 

i 


Londo). 
"| The silver knights of Anor Londo guard the city using this 
} beautifully slender weapon. Its chain attacks, in which the 
S wielder takes great advancing steps and makes use of his 
bodyweight, are deadly even in single hits. 


. 


[ STRAIGHT SWORD HILT aie 35 if 
teezeonst Acquisition Available from the start of the game. 

) The hilt of this lost sword was found discarded in the 

» Undead Asylum. Only slightly better than one’s bare hands, 

. 


and not recommended for extensive use. Be certain to finda 
| feplacement quickly. 


- - 
SUN SWORD : uf 
es at Awarded after joining the Heirs of the Sun covenant 

4 and reaching rank +2. 


: 

f | Awell-forged long sword. Of unknown origin, and exhibit- 
t ing no special power, but sturdily crafted. Perhaps it does 
fees | 

t 


i Not live up to its name, but nevertheless, merely wielding 
a this sword seems to cause warmth to well up within one’s 


PUZZLING STONE SWORD lL DLci ff 


Acquisition Found in a chest in Dragon’s Sanctum after hitting 
arrow switches, dropped by Razorback Nightcrawlers (Cave of the 


A sword with a segmented blade. When swung, its seg- 
ments separate and the sword strikes in a whipping slash. 
Crafted with a rare magnetic stone of remarkable strength 
‘only found deep within caves of the Gutter. 


| RED RUST SWORD Il 


Acquisition Sold by Vengari of Forossa (Shaded Woods) after 
defeating his body in Brightstone Cove Tseldora. 

Straight sword of warrior Vengarl of Forossa. This sword is 
battle-worn and terribly rusted, but remains a deadly weapon 


‘owing to its incredible weight. Legend has it that it was built 

Nore one ok bre arena ot Forpess knighta. Until 
swung it like a wooden plaything, claiming 

ownership by demonstration. 

RINGED KNIGHT STRAIGHT SWORD 


Acquisition Found on a corpse in The Ringed City. 
Straight sword wielded by the Ringed Knights. The arms of 
early men were forged in the Abyss, and betray a smidgen 
of life. For this reason the gods cast a seal of fire upon these 
swords, and those who possessed them. 


Ill DLC2 


Acquisition Starting weapon for the Hunter class, sold by the Un- 

dead Male Merchant (Undead Burg), dropped by Hollow Warriors. 

This small straight sword is widely used, to an extent only 

matched by the longsword. An accessible sword which 

inflicts consistent regular damage and high thrust damage, 
making it applicable to a variety of situations. 


SHORTSWORD II 
Acquisition Starting weapon for the Swordsman class, found on a 
corpse in Forest of Fallen Giants. 

A small straight sword. Longer than a dagger, but still light- 
weight. Widely used, as it requires no particular strength. 

A reasonable choice that will suffice in many situations, but _ 
Not the thing to take along if you expect to face any serious 


aiLocy OMPENDIUM G9 


te 


bosom. 
(SUNLIGHT STRAIGHT SWORD q | 
: -- 4 Acquisition Dropped by Solaire of Astora. 


) This standard longsword, belonging to Solaire of Astora, is of 
+ high quality, is well-forged, and has been kept in good repair 
_} Easy-to-use and dependable, but unlikely to live up to its 
| grandiose name. 


SUNLIGHT STRAIGHT SWORD i Li 


=e 


ay (pee { Acquisition Found in a Mimic chest in Lothric Castle. 

} Straight sword imbued with the strength of lightning. This 
_ | featureless long sword contains the very power of the sun 
\ ) Perhaps is a relic of one-sided adoration. 


NAT 


11 DLC1 
Acquisition Awarded after defeating the Champion's Gravetender 
and Gravetender Greatwolf (Painted World of Ariandel). 

Weapon once wielded by the Champion of the Undead 
Match. A special paired set consisting of a broad sword and 
@ lion shield. The Champion fought on, without rest, until 

he lost his mind. In the end, only his page and a lone wolf 
Stayed at his side. 


| VARANGIAN SWORD up 


Acquisition Dropped by Varangian Sailors (No-man’s Wharf). 
Straight sword wielded by Varangians and engraved with a 
skull. A former king launched a campaign to capture these 
terrors of the high seas, but rather than imprison them, 
5 forced them into hard labor at No-man’s Wharf. The king, 

=. 4 Wracked with fear and suspicion, began to see the progeni- 
tor of the curse in anything and everything. During his reign, 
sorcerers in particular suffered dreadful persecution 


YELLOW QUARTZ LONGSWORD a up 
are 


Acquisition Sold by Chancellor Wellager (Drangleic Castle) after 
defeating the Looking Glass Knight (King’s Passage), part of Black 
Armor Weapons Pack DLC. 

A straight sword affixed with yellow quartz. This longsword 
was found in the Iron Keep. Breaks easily due to corro- 

sion, but is light and still inflicts very significant damage. In 
the Old Iron King’s great iron keep was a vast collection of 
weapons, erected as a display of strength to the world. But 
they were lost when the king’s conceit doomed the castle to 
sink into a lake of fire. 


GREATSWORDS 


lite if 


Acquisition Created by ascending a +10 greatsword/ultra great- 
sword/straight sword/dagger with the Soul of Artorias, at the Giant 
Blacksmith (Anor Londo). 

This greatsword belonged to Lord Gwyn’s Knight Artorias, 
who fell to the Abyss. Swallowed by the Dark with its mas- 

) ter, this sword is tainted by the Abyss, and now its strength 


* reflects its wielder’s humanity. 
BASTARD SWORD ey I 
* Acquisition Sold by Andre of Astora (Undead Parish). 


t This standard greatsword is normally wielded with two 
f hands due to its great weight. Usually swung in large arcs 
' 
| 


ABYSS GREATSWORD 
a mt + 


| Ata 


and effective against multiple foes. Far from ideal when 
fighting in tight quarters 


'  greatsword-wielding Hollow Soldiers (Forest of Fallen Giants). 
A standard greatsword, Heavy greatswords are designed to 
be wielded two-handed. Normally swung in large arcs and 
' effective against multiple foes, be wary that such attacks 
*~ leave the wielder wide open. 
TT 


BASTARD SWORD 
f Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) or the Shrine Handmaid (Firelink Shrine) after providing 
Greirat’s Ashes. 
A widely-used heavy greatsword normally wielded with two 
hands. Broad horizontal sweeping attacks make this sword 

' effective against multiple enemies, but unwieldy in narrow 
* spaces. 


ry 


j 


i ast 


BLACK DRAGON GREATSWORD 


r Acquisition Awarded after joining the Dragon Remnants covenant 
and reaching rank +3, dropped by Dragonfang Villard (Dragon 
Shrine). 
In legend, this oddly-shaped long sword is said to be forged 
from the black dragon's tail. As it is told, the black dragon 
! lost its tail to a brave warrior in a magnificent battle, and the 
tail was later used to forge several legendary weapons. 

uf 


eee 


t 


BLACK KNIGHT GREATSWORD 
4 Acquisition Found in a chest in Iron Keep, dropped by Kobolds 
(Aldia’s Keep). 
+ Greatsword wielded by knights who served a lord of light in 
| along-forgotten age. Even after their flesh was charred by 
flame, they remained as strong as ever, and stood watch, 
challenging visitors to their land. 


(BLACK KNIGHT SWORD _ oh reg) 
Te ie 
Re 


} Greatsword of the black knights who wander Lordran. Used 
| to face chaos demons. The large motion that puts the weight 


} of the body into the attack reflects the great size of their 
adversaries long ago. 
BLACK KNIGHT SWORD ry 
1 Acquisition Found on a corpse in the Smouldering Lake. 
)} Greatsword wielded by the Black Knights who wander the 
| lands. Designed to face chaos demons. The Black Knights 


| constantly faced foes larger than themselves, and this 
sword’s unique attack greatly reduces enemy poise. 


j 
‘. 


iu 


[ BLUEMOON GREATSWORD u 


1 as * Requisition Given by Benhart of Jugo (Memory of Orro) after 
surviving at least three boss encounters once summoned, sold by 
Merchant Hag Melentia (Majula) after defeating Benhart. 
The blade of this greatsword shines like the brilliant rays of 
the moon. In the oldest legends, rarely spoken of today, it is 
' said that the sword was born of a great white being. Then, 
+ what explains this lifeless weapon? Perhaps there has been 
some mistake. 


[ CHARRED LOYCE GREATSWORD 


HARI 1 DLC3 hf 


an * Aequisition Dropped by Charred Loyce Knights (The Old Chaos). 
A charred greatsword of the Knights of Loyce, its blade 
burned black by flame. These Knights of Loyce lacked all 
sense of self, and were driven only by the urge to expunge 
any who might disturb the flame, even former compatriots. 


{ CLAYMORE 


Acquisition Found on a corpse in Undead Burg. 

This larger type of greatsword is normally wielded with two 
hands due to its weight. This highly flexible greatsword can 
be used to attack in swings or thrusts. 


[| CLAYMORE 


eR * Acquisition Sold by Vengarl of Forossa (Shaded Woods). 
| Avery large greatsword. Very heavy, and designed for use 


with both hands. Allows for broad attacks that are effective 
against multiple foes. Requires great strength and experi- 
ence to handle effectively. 


[ CLAYMORE 


“Eaat * Requisition Found on a corpse in the High Wall of Lothric, 
{ | dropped by claymore-wielding Irithyllian Staves (Irithyll of the 
Boreal Valley). 
, An unusually large and heavy greatsword normally wielded 
with two hands. This highly versatile weapon can be swung 
' broadly or thrusted. 


Acquisition Sold by Domhnaill of Zena (Depths/Firelink Shrine). 


— 
| ) A fully crystallized straight sword. How such a weapon was 


created is entirely unknown. The crystallization boosts its at- 
tack, but makes the blade brittle. The sword cannot be used 
Fs —— —--—— aah 
4 DEFENDER GREATSWORD : iis up 


a= ~ 
| CRYSTAL GREATSWORD 


for long, as it cannot be repaired. 


Re r Created by trading the Throne Defender Sout with 
Weaponsmith Ornifex (Brightstone Cove Tseldora). 

Greatsword wielded by the Throne Defender. Unleash its 
true power to enwreath in magic. The Defender has stood by 
the throne for ages. Will his wait be worth the while? 


Peon _? 

| DRAKEBLOOD GREATSWORD 

' Acquisition Found on a corpse in Dragon's Sanctum. 
Greatsword wielded by the Drakeblood Knights, led by 

the honorable Sir Yorgh. The insignia chiseled upon its hilt 
symbolizes dragon's blood. To the Drakeblood Knights, 
fresh dragon blood was sacrosanct. They believed that by 
obtaining it, they could achieve a true understanding of life, 
transcending their own banal existence. 


a 


Acquisition Dropped by the Drakeblood Knight when he is sum- 
moned by a Man-Serpent Summoner (Archdragon Peak). 
Greatsword wielded by an order of knights who venerate 
dragon blood. This sword, its blade engraved with script 
symbolizing dragon blood, inflicts magic and lightning dam- 
age. f 


upicif 


[ DRAKEBLOOD GREATSWORD 


| 
; 
/ 
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father, and then from father to son. Drummond, and those 
before him, used this sword to repel those who would 
‘threaten their great land. 


EXECUTIONER'S GREATSWORD Ill 
Acquisition Found on a corpse in the Cathedral of the Deep. 


FIRELINK GREATSWORD Il 


Created the Soul of the Lords with 
tsactere Seen ma 
The Lords of Cinder linked the First Flame, and this Great- 
sword was wielded by their deific manifestation. This coiled 
‘word, found thrust in the bonfire, existed long before the 
throneless lords themselves. 


Acquisition Sold by Shiva of the East ( ). dropped by 
Man-Serpent Mages (Sen's Fortress). pasa 

This greatsword with an undulating blade is the choice 
weapon of the slithering serpent men of Sen's Fortress. 
This weapon is designed to flay the skin and causes heavy 
bleeding. 


Acquisition Sold by Chancellor i Castle), found 
(ona borpee fr Hunternan's Come feorenl ee 

A greatsword with an undulating blade. The unique shape is 

designed to pare the flesh, and is highly effective at causing 

bleeding. Fiamberge literally means “flame blade.” but it also 
seems to bear a certain creature's likeness. 


FLAMBERGE Ill 


Acquisition Dropped by greatsword-wielding Thralls (Undead 
Settiement/Cathedral of the Deep). 


Greatsword with an undulating blade. The blade, resembling 
flame, was crafted to mutilate flesh and induce bleeding. 


GAEL'S GREATSWORD Ill DLC2 


7 ‘Acquisition Created by transposing the Soul of Slave Knight Gael 
, with Ludieth of Courland (Firelink Shrine). 


: decapitation, this blade is heavily 
chipped and stained with the blood of countless battles. 


GREAT LORD GREATSWORD I 


Guomncraleesen siedenes oe te nas 
greatsword/straight . 
Giant Blacksmith (Anor Londo). Soya 
Greatsword born from the soul of Gwyn, Lord of Cinder. As 
bearer of the ultimate soul, Gwyn wielded the bolts of the 
‘sun, but before linking the fire, divided that power 

his children, and set off with only this greatsword as his 
companion. 


GREATSWORD OF ARTORIAS I 


Acquisition Crested ascending a Straight Sword +10 
Scken Strsight Grord 10 wh tae Goat ra ree rec 
‘smith (Anor Londo). 

Sword born from the soul of the great grey wolf Sif, guardian 
of the grave of the Abysswalker Knight Artorias. Sir Artorias 
hunted the Darkwraiths, and his sword strikes harder against 
_ dark servants. 


te 


254 Dark SOULS TRILOGY COMPENDIUM 


{ GREATSWORD OF ARTORIAS (CURSED) E nl | 


Acquisition Created by ascending a standard +10 greatsword/ultra 
greatsword/straight sword/dagger with the Soul of Sif, at the Giant 
Blacksmith (Anor Londo). 

Sword born from the soul of the great grey wolf Sif, guardian 
of the grave of the Abysswalker Knight Artorias. The sword 
can damage ghosts, as it was cursed when Artorias joined a 
* covenant with the creatures of the Abyss. 


GREATSWORD OF JUDGMENT uy 


f Acquisition Created by transposing the Soul of Pontiff Sulyvahn 
| with Ludieth of Courland (Firelink Shrine). 
A ceremonial sword, held in Pontiff Sulyvahn’s left hand, 
} representing the judgment of the moon, but with magic 
far closer to sorcery than any existing lunar power. Its dark 
q blue hues, deeper than the darkest moon, reflect sorcerer 
Sulyvahn's true nature. 


GREATSWORD OF THE FORLORN _Ilsorrsff 


Acquisition Sold by Straid of Olaphis (The Lost Bastille) after at 
least five Forlorn invaders have been defeated; the fifth being a 
greatsword-wielding Forlorn. 
Greatsword of the Forlorn, who wander the land of the Un- 
dead. The King’s elder brother Aldia sought to overcome the 
Curse through means unalike his sibling's. The Forlorn were 
born of Aldia’s sinful infatuation 

ie j Ti 


HOLLOWSLAYER GREATSWORD _ 
ae Acquisition Created by transposing the Soul of the Rotted Great- 


— 
| Wood with Ludleth of Courland (Firelink Shrine). 


; Greatsword used for a lifetime by a masked knight. Harbors 
} the fears that lurk within the minds of Hollows, and is 
particularly effective against them. Bestowed to a proper 
Mirrah knight long ago. Two-hand to execute special sword 
techniques. 

up 


Acquisition Awarded after defeating the Demon of Song (Shrine 

, of Amana). 

; Sword that opens the Embedded’s door. Shaped like a 

| weapon, but is in fact a key. Plunge the key into the Embed- 

| ded to bring a rhapsodic end to his fate. The once-human 
Embedded, realizing that he could never resist the tempta- 
tions of the flesh, bound himself eternally with chains. Since 
then, he has awaited the day that somebody will find this 
key, and bury it within his bosom. 


[ Loycr GREATSWORD 11 DLC3 


F Acquisition Created by trading the Soul of Lud, the King’s Pet with 
, Weaponsmith Ornifex (Brightstone Cove Tseldora). 

; Greatsword of the Knights of Loyce. The Knights of Loyce 

} were commanded to strike down each malformed terror that 
4 arose from Chaos, and they would not hesitate even if it 


ot 


oles 


1. -Apueeemeenee 


KEY TO THE EMBEDDED 


Need 


were their own king. 


MAJESTIC GREATSWORD __ re 


11 DLC2 


Tee Acquiettion Found in « chest in Brume Tower. 

eS an ancient greatsword of unknown origin. This sword was 

bes | Passed down through generations, until it reached Gordin, 
ad wandering knight of Forossa, and was lost upon his death 


- 4 Uncannily, every last one of the prominent swordsmen who 
©, inherited this weapon was left-handed. 


| MAN-SERPENT GREATSWORD 


Bisa 


ot Acquisition Dropped by Man-Serpent Soldiers (Sen’s Fortress/The 
Duke's Archives). 

This single-bladed blood-stained greatsword is the choice 
weapon of the slithering serpent men of Sen's Fortress. An 

: ordinary human will have great difficulty swinging this heavy 
= | beast effectively. 


MASTODON GREATSWORD if (Onyx BLADE Il DLC1 J 
at Acquisition Found in a chest in Drangleic Castle, dropped by ee *  Aequisition Dropped by Sir Vilhelm (Painted World of Ariandel). 


i | shoclee penta racawrle ot shag anid Primal Knights i | Elfriede, the eldest amongst her sisters and leader of the 
, . Sable Church, bestowed this sword to her knight. Only, 
j Greatsword of the Primal Knights that defend Drangieic f i the sword was a farewell gift, and acceptance signified the 
* castle. The brutish and mighty Primal Knights wield this ' knight's resignation f Elfriede’s oe 
) sword like a featherlight twig, but to the ordinary warrior it } why : 
* is a chore to even hold up, owing to its great weight. Terrible a 
experiments were said to have taken place in a hidden ROYAL GREATSWORD up 


manor in Drangleic. The mastermind presiding over the (Ro : 
deeds was known as Lord Aldia. as *  Mequisition Dropped by Royal Swordsmen. 
' } Greatsword of the royal swordsmen. Its undulating blade 


MIRRAH GREATSWORD up draws blood from its foes. Despite the magnificence of this 
. * Acquisition Sold by Merchant Hag Melentia (Majula) after defeat- : ; taohty Gia Lec terribly inadequate in the war against the 
i ; 
order. This one was wielded by Lucatiel. This greatsword - Lt eel eae 
! demands advanced skill in a rare and unique sword tech- tas "Acquisition Created by trading the Soul of the King with Weapon- 
* nique. A tiny message is inscribed in the blade, a promise to f , Smith Ornifex (Brightstone Cove Tseldora). 


someone special. | Greatsword of Vendrick, King of Drangleic. The strength of 
} this sword is relative to the number of souls possessed 


ing Lucatiel of Mirrah, given by Lucatiel of Mirrah (Aldia’s Keep) 
after progressing her quest. BES et 


Greatsword issued to the proud knights of Mirrah’s official [ RULER'S SWORD 


. 
j 


MOONLIGHT GREATSWORD ip | by its wielder. One fragment of Dark, having taken human 
r F ae shape, became obsessed with the King's soul. Impelied by 
Acquisition Awarded after cutting off Seath the Scaleless’ tail - ~~" its own cravings, it sought souls, and strove to make the 5 


(Crystal Cave). 
This sword, one of the rare dragon weapons, came from the 
} tail of Seath the Scaleless, the pale white dragon who be- f STONE GREATSWORD 


trayed his own. Seath is the grandfather of sorcery, and this 
sword is imbued with his magic, which shall be unleashed Acquisition Sold by Shiva of the East (Blighttown), dropped by 
{ , Stone Knights (Darkroot Garden). 


as a wave of moonlight. 
f The stone knights who guard the Darkroot Garden wield this 
MOONLIGHT GREATSWORD Il } j | moss-covered greatsword. The same magic which created 


my Gana by vada te ond apes i , the stone knights is imbued in the sword. Unleash this 
Acquisition Crea’ trading t! Paledrake with Weap- j power rf ‘ 
onsmith Ornifex (Brightstone Cove Tseldora) from NG+ onwards. = - by weking ie sorac ere atte 


strength of the Giants its own. 


cniginihimetelal: 


MOONLIGHT GREATSWORD 


Oceiros with Ludieth of Courland (Firelink Shrine). 


af Acquisition Created by transposing the Soul of Consumed 


} 
| The blade of this greatsword shines like the brilliant rays of [ STORM RULER I J 
; the moon. In the oldest legends, rarely spoken of today, it 
‘is said that the sword was born of a great white being. The time ' Acquisition Found on a corpse near Yhorm the Giant's throne in 
4 strong attack unleashes its strength, launching a wave of f Profaned Capital, dropped by Siegward of Catarina. 
moonlight. | Greatsword with a broken blade, also known as the Giant- 


, slayer for the residual strength of storm that brings giants 
to their knees. Yhorm the Giant once held two of these, 
but gave one to the humans who doubted him, and left the 

~ other to a dear friend before facing his fate as a Lord of 
Cinder. 


Legendary dragon weapon associated with Seath the pale- 
} drake. Charge strong attack to its limit to unleash moonlight [ THORNED GREATSWORD up 
wave. Oceiros, the Consumed King, was infatuated with the 


: t search for moonlight, but in the end, it never revealed itself a era * pequisition Created by trading the Looking Glass Knight Sout 
* tohim. , with Weaponsmith Ornifex (Brightstone Cove Tseldora). 
f _ Agreatsword forged from the soul of the Looking Glass 
| OBSIDIAN GREATSWORD I } i )} Knight. Strong attack unleashes its latent power. Fearing 
= j something wicked, the King fled the castle and never re- 
[Acquisition Awarded by cutting off Black Dragon Kalameet’s tail ‘ ' turned. But his warrior, forever true to his command, stands 
(Royal Wood). £3 ~~" ready to expunge those who would challenge him. 


This greatsword, one of the rare dragon weapons, is formed 
by the tail of the one-eyed black dragon Kalameet, the last of 
the ancient dragons. The mystical power of its obsidian blade 


TWIN PRINCES’ GREATSWORD i | 


ry 


f will be released when held with both hands. oS 2 f Acquisition Created by transposing Lorian’s Greatsword and 
+ f 1 Paints Holy Soren) Coane See eee mane eer tee 
OLD KNIGHT GREATSWORD I f ; a 
re } I | Sword forged from the reunion of the inseparable swords 
Acquisition Dropped by greatsword-and-shield Old Knights i * born from the souls of Lothric and Lorian, the twin princes. 
(Heide’s Tower of Flame). bes ' Their union is rooted in a curse, and perpetuated by grief. 
IEA, 


be en An old undated greatsword. Wielded by a warrior from a 


i a time so ancient that there exists no record of his endeavors. WATCHER GREATSWORD lL i 


Has extremely low durability. Sometimes, just as a thing falls race Created by trading the Throne Watcher Soul with 
to pi . it unleashi last flash of great — 2 | Aequisition 
0 pieces, it unleashes its last gi power “ Ornifex (Brightstone Cove Tseldora). 


Greatsword wielded by the Throne Watcher. Unleash its true 
power to enwreath in magic. The Watcher has stood by the 
throne for ages. Will his wait be worth the while? 


~ 
OLD MIRRAH GREATSWORD ul 


+ Acquisition Dropped by Asiatiel of Mirrah (Aldia’s Keep). 
Greatsword issued to the proud knights of Mirrah’s official 
order. This greatsword demands advanced skill in a rare and 
unique sword technique. A tiny message is inscribed in the 
blade, a promise to someone special. 


Created by treneposing te Saal 6 the aoa 
Wolf with Ludieth of Courland (Firelink Shrine). 

Greatsword of a knight tainted by the dark of the Abyss, and 
master of the wolf's blood of Farron. The wolf knight was the 
EL crontions ofthe aby and Nis skcrd note Ba g 


WOLNIR'S HOLY SWORD lil f DEMON GREAT MACHETE ¥ | | 
ren + Acquisition Sold by Shiva of the East (Blighttown), dropped bs 
- af pacmegyinth te Sohn cltycll haat { the Capra Demon and Lesser Capra Demons (Undead Burg/De. 
is s 4 \ mon Ruins). 
i 
A holy sword eroded ite sone ln baclicc lel The lesser Capra demons use these greatswords in pairs 
— edto Aegean pas the first time. This holy sword, “together The blade is cast iron and hooked. The sword is imbued with 


ee A rics, gave R no particular magic, but for those who have the strength, its 
aumen_ with three ermiets stripped from the sere, + great weight will smash foes mercilessly. 
him some sembiance of comfort. gi i) 


“RA GRE SWORDS Bork 4 iperaghese Awarded after cutting off the Stone Dragon's tail (Ash 
Me JIN = = f Lake! 


This sword, one of the rare dragon weapons, came from 
the tail of the stone dragon of Ash Lake, descendant of the 
ancient dragons. Its great mystical power will be unleashed 
when wielded with two hands. 


+ 


AGED SMELTER SWORD Il DLC3 if 


TTP HoT Acquisition Created by trading the Smelter Demon Soul with EF 
" 4 Vong cab idASsincta old As tale tai [ DRAKE KEEPER'S ULTRA GREATSWORD ll | 
te | Ultra greatsword crafted from the soul of the Smelter De- 
* mon. Its blade is imbued with a great flame. Use strong at- 
! tack to unleash its latent power. When the old king acquired } ; 
~ > the power to grant life to heaps of iron, he molded a great 
array of metallic automatons. The iron monstrosity itself was 


Fae * Acquisition Dropped by ultra greatsword-wielding Drakekeepers 
f (Dragon Shrine), 


An extremely sturdy pitch-black greatsword. Colossal 
warriors staunchly watch over the shrine, ready to defend 


of the body into the attack reflects the great size of their 


aah : , Wolf with Ludieth of Courland (Firelink Shrine) 
adversa’ long ago. 


rt f its resident, or allow one worthy enough to be granted 
perhaps one of the king’s puppets. A 1 audience. 
[ ASTORA GREATSWORD —__ piss | | DRAKEWING ULTRA GREATSWORD uf 
7 + ‘ = teorttclines 
t% } Aequisition Found on a corpse in the Cathedral of the Deep. panies ' Acquisition Created by trading the Guardian Dragon Soul with 
{8 ay ns garetts ard ced seb upon tae knights, is a relic i Weaponsmith Ornifex (Brightstone Cove Tseldora) 
i + of the ruined land of Astora. Designed for a focus on thrust A sword decorated with drake wings. Th: 
ee: ast i igs. The blade of this 
i | attacks, this sword is hard and sharp, but not unusually { sword is split into two, and is best swung in smashing 
ree | heavy: { motions rather than slices. Drakes are likely descendants 
Bi + of the ancient dragons, and although their strength pales 
SS =" Faas ae Treat , é * in comparison to the what is described in legend, to mere 
[ BLACK KNIGHT GREATSWORD “bhab it a if humans they are still mighty beasts 
haes Requisition Dropped by greatsword-wielding Black Knights. eee 2 MSE - - 
; } Greatsword of the black knights who wander Lordran. Used | FARRON GRE ATSWORD ieee II ) 
. # to face chaos demons. The large motion that puts the weight rice + Created by transposing the Soul of the Blood of the 
i 


i t Greatsword of the Abyss Watchers which is atypically paired 
=~ tts ES ' with an unusual dagger. The dagger is utilized as a wedge 
[ BLACK KNIGHT GREATSWORD Th | | , in the left hand while the greatsword is held in the right, a 
; BEE ca ~ —— unique technique that was synonymous with the Undead Le- 
Te * Requisition Dropped by greatsword-wielding Black Knights (Road gets ™ gion. Confounds foes in the manner of wolves hunting prey 


"| of Sacrifices/Smouldering Lake/Untended Graves). —— = 
| Ultra greatsword wielded by the Black Knights who wander | FUME ULTRA GREATSWORD Il DLC2 | 
) the lands. Designed to face chaos demons. The Black — TT SW Bg 5 7 
Knights constantly faced foes larger than themselves, and Acquisition Created by trading the Soul of the Fume Knight with 
t 
| 
i 
i 


as 


this sword’s unique attack greatly reduces enemy poise. Weaponsmith Ornifex (Brightstone Cove Tseldora). 

Ultra greatsword forged from the soul of the fume knight 
} The exile swordsman Raime had the ability to expunge the 
black fog, but chose instead to live alongside it, in the com- 
pany of the child of Dark that haunts his sword. 


rok 


BLACK KNIGHT ULTRA GREATSWORD up 


Acquisition Found in a chest in Brightstone Cove Tseldora, 
dropped by Kobolds (Aidia’s Keep). SES ee ee 


Ultra greatsword wielded by knights who served a lord & FUME ULTRA G REATSWORD iy zl ar " Ill i 


of light in a long-forgotten age. Even after their flesh was +t 


charred by flame, they remained as strong as ever, and TY Acquisition Dropped by Knight SlayerTsorig (Smouldering Lake) 
t } This twisted sword, the heaviest of all ultra greatswords 
resembles black slate. This weapon, said to belong to a trai- 


f ; Stood watch, challenging visitors to their land. i 
{ CATHEDRAL KNIGHT GREATSWORD lll J | i paren long ago, wes so od that it found no owner, and 
= — — ime a forgotten relic of history. 
Acquisition Dropped by greatsword-wielding Cathedral Knights a i. 
(Cathedral of the Deep) and Consumed King’s Knights (Consumed 


pnes Garcon GREATSWORD : ea Silat if 
Ultra greatsword wielded by the knights of the Cathedral of 1 a a a : 
the Deep. Highly destructive if intolerably heavy. Its blade is Acquisition Sold by the Crestfallen Merchant (Sen's Fortress), 
} \ 
j 


flattened for use as a strike weapon, but the point at the end j found on a corpse in Anor Londo, dropped by Berenike Knights. 
allows for thrusting. f One of the gigantic straight greatswords. Very few have 

what it takes to wield this incredibly heavy, damage-dealing 
monster. A favorite of the Knights Berenike, known for their 
heavy armor, and Black iron Tarkus 


CRYPT BLACKSWORD Ty | 


Acquisition Created by trading the Old Dead One Soul with Weap- - ~ a a _ - 
onsmith Ornifex (Brightstone Cove Tseidora). { GREATSWORD I ‘| 
Ultra greatsword symbolizi juardianship over the Unde: DSSS Sh Riri Re SE A ae 

. a tebe ‘ sere * Aequisition Sold by Vengarl of Forrosa (Shaded Woods), found in 


. The sword n > 
hel shitiene Rene yenonn te bon of Sey enti i ; 2 chest in No-man‘s Wharf, dropped by ultra greatsword-wielding 
: : Royal Guards. 
I j 
\ ] 
a, 


A straight sword with a very long blade. One of few ultra 
greatswords. No human was intended to wield a sword of 
this weight or destructiveness. Only a few famed warriors 
have ever wielded this great blade, for it challenges the very 
limits of human ability. 


256 DARK SOULS TRILOGY COMPENDIUM CGNs 


. 
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( PURSUER’ 


5 ‘ULTRA _GREATSWORD 


css SH 


Acquisition Found on a corpse in Farron Keep. 

This ultra greatsword, with its thick blade, is one of the 
heaviest of its kind. Highly destructive if intolerably heavy. 
There would appear to be some credence to the rumors that 
this sword tested the true limits of human strength. 


IvorY KING ULTRA GREATSWORD Il DLC3 ff 
ant * Acquisition Created by trading the Soul of the Ivory King with 
Weaponsmith Ornifex (Brightstone Cove Tseldora) 

Ultra greatsword of the Ivory King of Eleum Loyce. Wield 

{ with both hands to realize its full strength. It is said that the 

f Ivory King was once the highest ranking knight in his home 
’ of Forossa, famed for its god of war. After taking his crown, 

they say he was the first to swing his sword in times of 

need, be it for his homeland or his people. 


Acquisition Created by trading the Soul of the King with Weapon- 
smith Ornifex (Brightstone Cove Tseldora). 
An ultra greatsword forged from the soul of King Vendrick 
Inflicts heavy damage on enemy armor. Only the King knows 
whether the depiction of the Queen is a resentful mockery, 
or an affectionate exaltation 

ry | 


tor * Acquisition Created by transposing the Soul of the Twin Princes 
| | with Ludleth of Courland (Firelink Shrine) 
Ultra greatsword of Lorian, Prince Lothric’s older brother. 
Cast in smoldering molten steel, and stained black. Before 
Lorian embraced his brother's curse, he was a knight who 
single-handedly slayed the demon prince, but the victory 
~ eternally scorched his sword with flame. 

up 


Requlakion Created by trading the Soul of the Lost Sinner with 
Weaponsmith Ornifex (Brightstone Cove Tseldora). 
An ultra greatsword forged from the soul of the Lost Sinner. 
| Its blade saps the life of its wielder. The true nature of this 
sword is unknown, even to the Lost Sinner herself. Those 
who choose this sword will share the burden of the Lost 
~ Sinner's misdeeds. 
ug 


{ KING's Ss ULTRA | ‘GREATSWORD 
+ 


LORIAN'S ‘5 GREATSWORD _ 


LOTH RIC K KNIGHT GREATSWORD _ 


Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) after second scavenging departure or the Shrine Hand- 
maid (Firelink Shrine) after providing Greirat’s Ashes, dropped by 
greatsword-wielding Lothric Knights. 
Ultra greatsword of the venerable Knights of Lothric. Imbued 
} with the strength of lightning, the trademark of dragon hunt- 
+ ing. Very few have demonstrated the extreme strength and 
dexterity required for this weapon, even in the long history 
of the Lothric Knights. 


OLD KNIGHT ULTRA GREAT SWORD TRE SS: , up 


hes 7 t Acquisition Dropped by ultra greatsword-wielding Old Knights 
t 
t 
{ 
Si 


} 


(Heide’s Tower of Flame). 

| An undated ultra greatsword. Wielded by a warrior from a 

} time so ancient that there exists no record of his endeavors. 
Has extremely low durability. Sometimes, just as a thing falls 
to pieces, it unleashes its last flash of great power. 


Flassastion Created by transposing the Soul of Pontiff Sulyvahn 

with Ludleth of Courland (Firelink Shrine). 

+ Aceremonial sword, held in Pontiff Sulyvahn’s right hand, 

| representing the Profaned Flame. Long ago, when Sulyvahn 

was yet a young sorcerer, he discovered the Profaned Capi- 
tal and an unfading flame below a distant tundra of Irithyll, 

* and a burning ambition took root within him. 


d 


D 


( SMELTER SWORD 


7 


a 
Bi 


| _ ZWELIHANDER 


Fe 


il 


| ZWEIHANDER 


~ ZWEIHANDER 


Created by trading the Soul of the Pursuer with Straid 
of Olaphis (The Lost Bastille). 
Ultra greatsword of the Pursuer. Known as the mightiest of 
the straight swords, it demands great strength and dexterity 
of its wielder. The Pursuer hunts down those branded by the 
curse, as if each Undead soul that he claims will atone one 
of his sins. 


KNIGHT PAIRED GREATSWORDS _ ~ It DLC29 


Acquisition Dropped by a particular dual greatswords-wielding 
Ringed Knight (The Ringed City). 

Paired black greatswords wielded by the Ringed Knights. 
The arms of early men were forged in the Abyss, and betray 
@ smidgen of life. For this reason the gods cast a seal of fire 
upon such weapons, and those who possessed them. 


Acquisition Created by trading the Smelter Deron Soul with 

Straid of Olaphis (The Lost Bastille). 

A curved greatsword forged from the soul of the Smelter 

Demon. Its blade bears the strength of terrible flames, a la- 

tent power unleashed by a strong attack. The earth spouted 

fire, and a beast arose from the flames. The short-sighted 5 
king was incinerated by the creature in one swing, and his 

castle devoured in a sea of flames. 


Acquisition Found on a corpse in the cemetery adjoining Firelink 
Shrine. 
One of the gigantic straight greatswords. As the name 
suggests, the Zweihander is held with two hands, but its 
wielder must still be inhumanly strong. It is this great weight 
that sends foes flying when hit solidly. 

up 


Acquisition Found in a chest in Iron Keep, dropped by Parasite 
Spiders (Brightstone Cove Tseldora). 

A straight sword with a very long blade. One of few ultra 
greatswords. As the name suggests, the Zweihander is held 
with two hands, but its weight is such that even wielding it 
in this manner requires strength worthy of the blade. 


Acquisition Sold by Greirat of the Undead Settlement (Firelink 

Shrine) after first scavenging departure or the Shrine Handmaid 

(Firelink Shrine) after providing Greirat's Ashes. 

Ultra greatsword with a large, long blade. Wielded with two 

hands, yet still requiring great strength due to its weight. 

Execute powerful attacks that take advantage of its weight, 
*~ or utilize its sharp blade in thrust attacks. 


CURVED SWORDS 


| CARTHUS CURVED SWORD 


i 


L 


Acquisition Dropped by Carthus Warriors (Catacombs of Carthus). 
Curved sword of Carthus swordsmen. This weapon's thick, 
heavy blade is crafted to cause bleeding, and requires ample 
strength and dexterity to wield effectively, suggesting that 
the swordsmen of Carthus were amongst the mightiest. 


AB ( CARTHUS SHOTEL 


a a 


ne 


Dropped by shotel-wielding Carthus Warriors (Cata- 
combs of Carthus). 
Strangely curved sword crafted to cause bleeding, wielded 
by Carthus swordsmen. Shaped to sneak around the 
defenses of shields, this sword requires ample dexterity to 
wield effectively. 
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te i | 


ELEUM LOYCE 


DANCER'S ENCHANTED SWORDS II 


phe DEMON 'S SCAR Hybrid WEAPON 


MOON SWORD 

Dropped by Ringfinger Leonhard (Anor Londo) via the 
Basen of shotel 
Ringfinger Leonhard's weapon of choice, a type 
imbued with the power of the moon. Leonhard set out on a 
journey of rebirth, but decided instead to serve the goddess 
as a knight, and inherited this weapon. 


Created by transposing the Soul of the Dancer with 
casters ans! 
Paired enchanted swords that Pontiff Sulyvahn bestowed 
upon the Dancer of the Boreal Valley. These blades, symbolic 
of the Dancer's vows, are enchanted by dark magic in the 
right-hand, and fire in the left, mirroring the Pontiff. 


JAGGED GHOST BLADE I 


nae te t Acquisition Dropped by Ghosts (New Londo Ruins). 
_ 4 Jagged biade wielded by New Londo ghosts. Violent thrust 


} attack. One of the cursed weapons, Inflicts damage to 
[ MANIKIN SABRE i | 


) ghosts. 
$ af Acquisition Dropped by sabre-wielding Manikins (Earthen Peak). 
) Small curved sword of the manikins of Harvest Valley. The 
| 
i 


peculiar art of puppetry is a vestige of the two lost lands. 
The Queen, entranced by poison, used it to beckon unknow- 
ing souls to the defiled valley. 


Ill DLC2 


Created the Soul of the Demon Prince 
= greuelhetrrahsbey eran Ledeg 
This chaotic thing, the last flame kindled by the demon 
prince, is shaped like the claw marks of a demon. It is both a 
fiery bladed weapon and pyromancy flame. 


Il DLC3 


up 
Given by Laddersmith Gilligan (Majula) after buying a 
| Particular ladder (12000 Souls) and talking to him. 
} Scimitar of Laddersmith Gilligan. Nothing notable about this 
| weapon, except perhaps the luxurious jewels embedded in 
the hilt. If your aim is to appear dazzling on the battlefield, 
this might just do just the trick. 

uj 


Acquisition Created by trading the Soul of Alsanna, Silent Oracle 
with Weaponsmith Ornifex (Brightstone Cove Tseldora). 

Curved sword forged from the soul of Alsanna. Formed by 
two curious blades, this sword can restore an ally’s HP with 
8 hit from its strong attack. The enigmatic Alsanna quietly 
found a place at the \vory King’s side, and when his strength 
was fully drained, he conferred this sword, inscribed with 
the name of the land, to her. 


Acquisition Found on a corpse in Blighttown, found inside a 
Mimic chest inThe Duke's Archives, dropped by falchion-wielding 


Small curved sword. Each hit inflicts little damage, but fluid 
chain attacks are deadly. The falchion's sharp slashing attacks 
are effective against cloth and flesh, but not against metal 
armor or tough scales, 


Acquisition 

corpse in the Belfry Luna 

A standard curved sword. Each slash of a curved sword 
does less damage than a straight sword, but can deal a 
series of hits in flowing succession. The sharp blade is effec- 
tive at causing bleeding, but is soon dulled. Beware when 
facing rock-solid foes. 


‘Sold by Blacksmith Lenigrast berate found ona 
{Enchanted-infused]. 


FOLLOWER SABRE 


Sh erala at 
‘Settlement/Catacombs 

Standard curved sword and widely-used slashing weapon. 
The falchion’s flesh-rending slash attacks are greatly compro- 
mised against armor and tough scale-covered hides. 


Ill DLC1 


lose their human aspect are their likeliest prey. 


GOLD TRACER I 


Acquisition Given after providing Lord’s Blade Ciaran the Soul of 
Anorias, or dropped by her. 

Curved sword used by the Lord's Blade Ciaran, one of Lord 
Gwyn’s Four Knights. Ciaran brandishes her sword in a 
Sree ene Pie mziane with dire strocks 


Acquisition Dropped by the Lindelt Monk Dark Spirit (Aidia’s 
, Keep) from NG+ onwards. 
) Crafted at the Lindelt Monastery to replicate an ancient, sa- 
_} cred scimitar characterized by its uniquely shaped tip. When 
| @ true master wields this scimitar, their graceful chained 
4a attacks are described as mystical dances, and their deadly 
slashes as lingering nightmares. 


PAINTING GUARDIAN SWORD 


if 
TERRIER Acquisition Dropped by Painting Guardians (Anor Londo). 
f many | | Curved sword of Anor Londo Painting guards. Unique shape 

with flat tip. The guardians, who strike down those who dare 
threaten the paintings, attack in a continuous, circular danc- 

} ing motion, a technique passed down through generations 


- 

PAINTING GUARDIAN’S CURVED SWORD III J 
Acquisition Found on a corpse in Irithyll of the Boreal Valley by 
descending from Anor Londo. 

A weapon described in legends passed down amongst her 
etics, wielded by the Painting Guardians, A uniquely shaped 
weapon with a flat tip. 


ry 
foe 


{ PONTIFF KNIGHT CURVED SWORD 1g 
- 7 Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) after first scavenging departure or the Shrine Handmaid 
an (Firelink Shrine) after providing Greirat’s Ashes, dropped by Pontiff 
i Knights (Irithy!l of the Boreal Valley). 
Hs Curved sword wielded by the Pontiff’s knights, frigid spirits 
Bi that linger in Irithyll. The large blade appears to be eaten 


oe away by insects, making it lightweight but also brittle. 


QUELAAG'S FURYSWORD ip 


Acquisition Created by ascending a standard +10 curved sword/ 
Curved greatsword with the Soul of Quelaag, at the Giant Black- 
smith (Anor Londo). 

A curved sword born from the soul of Quelaag, daughter of 
the Witch of Izalith, who was transformed into a chaos de- 
mon. Like Quelaag’s body, the sword features shells, spikes, 
and a coating of chaos fire. Power affected by wielder's 
humanity. 


RED RUST SCIMITAR up 


Bree: | Acquisition Sold by Vengar! of Forossa (Shaded Woods) after 

t defeating his body in Brightstone Cove Tseldora. 

Curved sword of warrior Vengarl of Forossa. This sword is 
battle-worn and terribly rusted, but remains a deadly weapon 
owing to its incredible weight. Legend has it that it was built 
to test the limits of the strength of Forossa knights, until 
Vengarl swung it about like a wooden plaything, claiming 
ownership by demonstration. 


i 


ae 4 Acquisition Dropped by Ghrus (Farron Keep) and Demon Clerics 
iy ; (Smouldering Lake). 


A crude, half-rotten curved sword. Choice weapon of the 

} blunt-horned Ghrus, descendants of the acolytes of Farron 
Keep. The rancid blade is drenched in rotten waste, making it 
acutely poisonous. 


SCIMITAR ; if 


A 


Acquisition Starting weapon for the Wanderer class, dropped by 
scimitar-and-shield Skeletons, sold by the Undead Male Merchant 
(Undead Burg). 

Small curved sword. Each hit inflicts little damage, but fluid 
chain attacks are deadly. The scimitar's sharp slashing attacks 
are effective against cloth and flesh, but not against metal 

* armor or tough scales. 


{ SCIMITAR 5a ; up 


ee za * Acquisition Starting weapon for the Swordsman class, found on 
a corpse in The Lost Bastille, dropped by Varangian Sailors (No- 
ma jarf). 

A small curved sword with a narrow blade. The rapid slash- 
ing of the lightweight scimitar hardly allows the victim to 

! catch a breath. Has a sharp blade, but is rather ineffective 


—* against armor and hard skin. 
ry | 

Sold by the Shrine Handmaid (Firelink Shrine), 
dropped by scimitar-wielding Skeletons (Catacombs of Carthus). 
Small curved sword that excels in swift movements and 
consecutive attacks. The scimitar's flesh-rending slash 
attacks are greatly compromised against armor and tough 
,. Scale-covered hides. 


7 


aR 


poh 


SELLSWORD TWI NBLADES 


* Acquisition Starting weapon for the Mercenary class, found on @ 

corpse on the Road of Sacrifices. 

Paired scimitars used by certain sellswords. The scimitars’ 

+ sharp blades make for effective slashing attacks, but fare 

) poorly against metal armor and tough scale-covered hides. 
With a scimitar in each hand, the wielder can vary their on- 

+R slaught with unique left-handed attacks when in the proper 
stance. 


SHOTEL if 


Time Acquisition Sold by Shiva of the East (Blighttown), found on a 
oe corpse in Sen’s Fortress. 
Curved sword with sharply curved blade. Created by Arstor, 
Earl of Carim. Requires great skill to wield, but evades shield 
defense to sneak in damage. 

| 


Acquisition Found in a chest in Black Gulch, dropped by Kobolds 
(Aldia’s Keep), dropped by Rhoy the Explorer in Grave of the 
Saints. 

A uniquely-shaped curved sword. The name of its creator is 
unknown, but he was clearly a true craftsman. The curved 
blade is designed to reach around an opponent's shield to 
deal damage. Use the strong attack to utilize. 


SHOTEL Ill 


Acquisition Sold by Unbreakable Patches (Firelink Shrine) or the 
Shrine Handmaid (Firelink Shrine) after providing Patches’ Ashes. 
Broadly curved sword known as the favored weapon of 

the tragic Embraced Knight. Shaped to sneak around the 
defenses of shields, this sword requires ample dexterity to 
wield effectively. 


SPIDER FANG up 


% at Acquisition Created by trading the Sou! of the Duke's Dear Freja 
with Weaponsmith Ornifex (Brightstone Cove Tseldora). 

Curved sword forged from the soul of the Duke's Dear Freja. 
Its blade is coated with a sticky silk that is cast with each 
Strong attack, slowing enemy movement. Supposedly, the 
duke himself, an eccentric soul fascinated with spiders, 
went on to take a form that was far from human. 
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[ STORM CURVED SwoRD 


fr * Requisition Created by transposing the Soul of the Nameless King 
with Ludieth of Couriand (Firelink Shrine). 

Curved sword imbued with the strength of the Stormdrake. 
The Nameless King, ally of the ancient dragons, fought 
beside the Stormdrake in countless battles. When the great 
beast fell, the king claimed his soul, as was the custom in 


~ the age of the gods. 
1g 


Acquisition Dropped by Grave Wardens (Cathedral of the Deep/ 

Untended Graves). 

Paired weapon wielded by the grave wardens of the Cathe- 

| dral of the Deep. The grave wardens of the cathedral, who 
put down reincarnating corpses, wield weapons that cause 
profuse bleeding, for the loss of blood and bodily fluids is 

™ said to slow reanimation. 

{ WARPED SwoRD up 

Fete * Requisition Given after trading the Flexile Sentry Soul with Straid 
of Olaphis (The Lost Bastille). 
A curved sword forged from the soul of the Flexile Sentry. 
Once straight, but later twisted to reflect its warped owner. 
The sentry crammed inmates of the overflowing Bastille 
onto a rickety ship, and cast them out to the open sea. The 

*~ majority of them drowned or starved, but a few hardy survi- 

vors made land to the south, and imparted their knowledge 

of sorcery to the people there. 


i WARDEN TWINBLADES 
oe - 


SWORDS 


ARCED SWORD J 
barra { Created by trading the Flexile Sentry Soul with Straid 
| of Olaphis (The Lost Bastille). 
the south, and imparted their knowledge of sorcery to the 
people there. 
[ CARTHUS CURVED GREATSWORD Ty | 


A curved greatsword forged from the soul of the Flexile 

drowned or starved, but a few hardy survivors made land to 
Tt * Acquisition Dropped by greatsword-wielding Carthus Warriors 
i ces 


Sentry. There is something unsettling, and at the same time 
beautiful, about its long curved blade. The sentry crammed 
(Catacombs of Carthus). 

Large curved sword wielded by swordsmen of Carthus. 


|. inmates of the overflowing Bastille onto a rickety ship, 
and cast them out to the open sea. The majority of them 
The lightest of the curved greatswords. Crafted to cause 
bleeding. 


= CURVED DRAnON GREATSWORD up 


TT p% Acquisition Created by trading the Ancient Dragon Soul with 
f , Weaponsmith Ornifex (Brightstone Cove Tseldora). 

{ A curved greatsword forged from the soul of the Ancient 
t 


} Dragon. In the Age of Ancients, the world was unformed, 
shrouded by fog. A land of grey crags, archtrees, and ever- 
lasting dragons. 


CURVED NIL GREATSWORD Il DLC3 
chase * Requisition Found in a chest in Frozen Eleum Loyce after unfreez- 
forbidden weapons sealed away by the Ivory King. Formed 
by rock, tree, and the remnants of a most peculiar soul. It is 


t ing city. 
t 
{ |__ Said that the farther its wielder travels, the deadlier the blade 


A great curved sword with an ominous blade. One of the 
Te ~ becomes. 


EXILE GREATSWORD lil 


tee f the greatsword-wielding Exile’ 
conten Dropped by Wescicoas 
Bloodstained greatsword wielded by one of the: 
of Farron, who preside over the slumber of fallen warriors. 
The blade is a reminder of the exile’s past misdeeds. Inhu- 
‘_ Man strength is required to wield this heaviest of curved 
~ greatswords. 


Acquisition Awarded after joining the Gravelord Servant cov- 
enant. 


Sword wielded only by servants of Gravelord Nito, the 

first of the dead. Crafted from the bones of the fallen. The 
miasma of death exudes from the sword, a veritable toxin to 
i any living being. 


{ HARALD CURVED GREATSWORD ll DLC2 9} 


: "Acquisition Found on a corpse inThe Dreg Heap. 

Giant gold-decorated curved sword wielded by warriors of 
the Harald Legion, who sought the dark soul. The swords 
sank into the dark with the legion, where their blades were 


RAKUMO mf if 


1 Acquisition Dropped by Shiva of the East, and by Giant Skeletons. 

| Giant curved sword forged using special methods in an 

) Eastern land. This unparalleled weapon cuts like a Katana but 
) is heavier than a Nata machete. Requires extreme strength, 

dexterity, and stamina to wield. 


KUMO i 
Left: Sold by Weaponsmith Ornifex (Brightstone Cove 

Tseidora). Right: Limited time event item coinciding the release 

of the Crown of the Sunken King DLC, found in a chest within the 

Majula mansion basement. 

A curved greatsword said to have been brought to this land 

by a foreign warrior. Hold with both hands to make parrying 

possible. The exquisitely crafted wide blade makes deadly 

use of both its weight and smooth slicing action. A tough 

training regimen is required to master this sword. 


by Alva, Seeker of the Spurned (Irithyil of 


MURAKUMO 


Acquisition Dropped 
the Boreal Valley). 
The curved greatsword of Alva, Seeker of the Spurned, spe- 
Cially forged in an eastern land. Sharp but heavy, this sword 
requires extreme strength and dexterity to wield. The search 
for the spurned had no end, and so the wayfaring knight 
warmed to a most deformed weapon. 


{OL WOLF CURVED SWORD i | 
Acquisition Awarded after joining the Watchdogs of Farron cov- 


enant and reaching rank +1. 


Curved sword bearing the soul of the old wolf that stays 
with the Watchdogs of Farron. This sword, like a wolf on the 
prowl, boosts attack and restores HP with each consecutive 
hit. 

Acquisition Found on a corpse in Blighttown. 


I i 
A curved greatsword used in a mysterious ancient rite. 


imbued with a frightful occult energy which restores HP 
with each hit. 


Seas 


ee 


BERSERKER BLADE Il 


Acquisition Dropped by the Mad Warrior Dark Spirit (Belfry Sol) 
een nen 
lower). 


The katana of a berserker, by its name. The thick, shiny black 
blade cuts exquisitely. Its origins and owner are unknown, 
but at some point the blade became known by this name. 


[ BEWITCHED ALONNE SWORD I DLC2y 


eee | Aequisition Created by trading the Soul of Sir Alonne with Weap- 

j | Onsmith Ornifex (Brightstone Cove Tseldora) 

Katana forged from the soul of Sir Alonne. The captivating 

undulating design serves to enhance this weapon's mystical 

allure. Alonne came from the east, and soon became the 

Iron King’s most trusted knight. When he departed, the Old 
~ fron King bequeathed Sir Alonne’s name to his iron warriors 

[ BLACK BLADE : I 

eReD ' Acquisition Found in a Mimic chest in the Catacombs of Carthus. 

i } Ashort katana wielded by the swordsman and distinguished 

{ guest of High Lord Wolnir. This shiny black blade is thick, 

: } but shorter than the typical katana. The swordsman was a 

{ ; master of a rare technique, traces of which can be observed 

in this weapon's strong attack 


[BLACKSTEEL KATANA Tr 


Acquisition Left: Dropped by Alonne Knights (iron Keep). Right 
Limited time event item coinciding the release of the Crown of the 
Old Iron King DLC, found in a chest within the Majula mansion 
, basement. 

Blacksteel katana wielded by Alonne Knights. One of the 
* sturdiest types of katana, preferred by masters of the quick- 
aes a * draw. In the heyday of his land, the Old Iron King fancied 
entertaining dubious and eccentric guests from faraway 
lands. Most of them were charlatans, but amongst the riff 
faff was an unusual knight from the far east. He trained the 
Iron King’s men in the sword, in obeisance to his new lord 


L BLOODLUST Ill 


alae } 


Acquisition Given after joining the Mound-makers covenant and 
{ | Feaching rank +1. 
j Katana of the old Mound-maker. The Mound-maker piled sac- 
} fifices upon the altar, but became the final offering himself, 
{ leaving this katana as a gift for his dear family 


oe vs ‘ 
[| CHAOS BLADE if 


+ 


Acquisition Created by ascending a +10 katana with the Soul of 


, Quelaag, at the Giant Blacksmith (Anor Londo). 

i A curved sword born from the soul of Quelaag, daughter of 
t } the Witch of izalith, who was transformed into a chaos de- 
t 


mon. This blade inherits only the chaotic nature of Quelaag, 
. and has a unique speckled design. Blade wielder erodes 
along with opponents. 


TT 


} 


| CHAOS BLADE 


| Acquisition Created by trading the Old Witch Soul with Weapon- 
} Smith Ornifex (Brightstone Cove Tseldora) 

| Akatana of unknown origin. Damage to foes also damages 
} its owner. The peculiar pattern upon the blade suggests the 
sinister nature of this cursed blade. It is an alluring vortex, 


and a lonely soul. 
CHAOS BLADE aa 


7 pf Acquisition Found on a corpse in the Untended Graves. 
} Acursed sword of unknown origin bearing uncanny streaks 


on its blade. Attacks also damage its wielder. The sword is 
} not unlike a thing misshapen, granted life, but never wel- 
; come in this world. In other words, chaos itself 


en a 


i. 


{ DARKDRIFT die oH uf 
Bias fe | Acquisition Given by Grave Warden Agdayne (Undead Crypt) after 
j | defeating Velstadt, the Royal Aegis (Undead Crypt) and acquiring 

‘ » the King’s Ring (Undead Crypt), sold by Merchant Hag Melentia 

H | (Majula) after defeating Agdayne. 

{ Katana of Grave Warden Agdayne. Has a crystal-clear blade 

’ ! and a strong attack that slices through enemy shields. This 


* katana was originally wielded by the one who gave us the 
first death, and still exists imperfectly between planes. 


260 Dark Sous TRILOGY ComreNDIUM G9 ———— 


up 


[ WASHING POLE 


DARKDRIFT i 
Bee * Aequisition Dropped by Yuria of Londor (Firelink Shrine), or found 
i i in Firelink Shrine after summoning her for the Soul of Cinder (Kiln 
of the First Flame) encounter and reaching the ‘Usurpation of Fire’ 
j ending. 
f A cursed sword with an unseen blade, the choice weapon 
' | of Yuria of Londor. Yuria, a mentor of the Sable Church and 
a + accomplished swordswoman, is said to have claimed a 
hundred lives with this weapon. 


FRAYED BLADE ail 


it DLC2 


Bon f Acquisition Created by transposing the Soul of Darkeater Midir 
| , with Ludleth of Courland (Firelink Shrine). 

{ A dragon weapon symbolizing Darkeater Midir. The once- 
{ } exquisite blade is now stained black, and frayed at the hilt. 
{ } 


Without its sheath, it will soon crumble into nothing 


Katana forged in an Eastern land. The Katana is drawn from 
the scabbard at lightning speed, using an laijutsu technique. 
laijutsu allows the wielder to charge forward to swiftly cut 


down distant foes. 
[ MANSLAYER (EAE 


F Acquisition Found in a chest in the Shrine of Amana. 

A katana with a terribly worn blade. Appears useless, but is 

in fact coated with deadly poison. This sword has claimed 

countless victims, and the bloodstains upon its blade have 
BADACHI 


Ty 
Acquisition Dropped by Black Hand Kamui (Grand Archives). 
The hunters known as the King’s Black Hands wielded 


paired weapons. These belonged to Kamui, who looked after 
the prince. Kamui brought Onikiri with him to the Undead 


fess © Requisition Found in a Mimic chest in the Dragon Shrine, or Dran- 
gleic Castle [SotFS], found on a corpse in Harvest Valley [SotFS]. 
A katana of unknown origin. Crafted with a peculiar yet re- 
fined technique. The extremely long blade allows for strikes 
from great distance, but its construction makes it extremely 


fragile. 


providing her the Easterner’s Ashes. 

A stunning, unusually long katana forged in an eastern land. 
The extreme length of this blade provides immense range, 
but also renders the blade extremely fragile. 


THRUSTING/PIERCING SWORDS 


Acquisition Found in a Mimic chest in Doors of Pharros, given 

by Manscorpion Tark after defeating Scorpioness Najka and the 
Duke's Dear Freja (SotFS}. 

Manscorpion Tark’s thrusting sword. The scorpion pincer 
guard contains poison, which is injected into foes pierced 
by the blade. Tark’s past is a thing obscure. But then again, 

= do any of us know who we are, let alone what we may have 


been? 
Z | 


Acquisition Dropped by the Enhanced Undead (Aldia’s Keep), sold 
by Feikin the Outcast in SotFS (Huntsman’s Copse) [SotFS]. 

Rapier of darkness and chaos. Once, a brilliant young 
sorcerer cast away his earthly desires, devoting himself 
entirely to the Dark that bewitched him. Nebulous, inky and 
serene, the Dark holds an allure matched only by the fear it 
strikes in men’s hearts. Could it be nature, holding a mirror 
to mankind? 


BLACK SCORPION STINGER 


(CHAOS RAPIER 
as 


( Crow QUILLs il DLC1§ 


Settlement, where he forged Ubadachi, and was finally 
q prepared to join the ranks of the royal hunters. 
UCHIGATANA if 

: >t Acquisition Sold by Shiva of the East (Blighttown), dropped by 

the Undead Male Merchant (Undead Burg). 

Katana forged in an Eastern land. Known for its brisk slash- 
} ing motions. The Uchigatana cuts beautifully and causes 
bleeding, but its blade is easily nicked. 

up 


' Acquisition Sold by Blacksmith McDuff (The Lost Bastille). 

i Akatana of unknown origin. Crafted with a peculiar yet 

; refined technique. The finely-sharpened blade of a katana 

| slices with unmistakable smoothness, but should be 
wielded with caution, as its delicate constitution means it’s 


G2 easily worn. 
UCHIGATANA Tr 


te Lay 7 t Acquisition Dropped by the Sword Master (Cemetery of Ash). 

f oS } A.unique katana characterized by the fine craftsmanship of 
t } an eastern land where it was forged. The finely-sharpened 

he i blade cuts flesh like butter and causes bleeding, but breaks 


{ | easily as a result. 
UA 
I } 


| WASHING POLE 
7 P/F Acquisition Sold by Shiva of the East (Blighttown). 
_| Katana forged in an Eastern land. Very unusual specimen 
+ with a long blade. The blade is extremely long, but as a 


'} result, quite easily broken. 


} 


+ 
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Acquisition Found on a corpse in the Painted World of Ariandel. 
Thrusting sword wielded by Corvian Knights, and a special 
paired weapon. When twin-handed, brandish four thin-edged 
blades in the left hand. In their infatuation with Sister Friede, 
; the Corvian Knights swore to protect the painting from fire, 
and to this end, took to the execution of their own brethren. 


ug 


Acquisition Created by transposing the Soul of a Crystal Sage 
with Ludieth of Courland (Firelink Shrine). 


Thrusting sword with tiny crystals scattered across its blade, 
} used by the Crystal Sages for self-defense. The crystals 
i boost the magic damage inflicted by the sword, and the 
item discovery of its wielder, fruits of the lifetime of research 


~~~" conducted by the sages. 
[ ESPADA ROPERA up 
~ >> 4 Acquisition Given by Chancellor Wellager (Drangleic Castle) after 
i i defeating the Giant Lord (Memory of Jeigh). 
i Thrusting sword of Chancellor Wellager. Forged with rare 
| geisteel. A masterpiece of the great blacksmith Llewellyn 
; ; that he brought along as a gift when he left Mirrah for 
ET Drangleic. 
EsTOC i 
Requisition Found on a corpse in New Londo Ruins. 
) The largest of the thrusting swords. Can pierce an armored 
. knight in one thrust. The blade is also sharp, allowing slicing 
) as well. 


+ re 


[ CRYSTAL SAGE'S 


Siz 

ey! 
maar 

i ee eel) eS Bae 


Acquisition Sold by Blacksmith Lenigrast (Majula). 

A large thrusting sword with a blade. The sturdy, slender 
Jong blade is designed to pierce the armor of enemies, and 
its strong attack can even inflict damage upon foes hiding 
behind shields. Though primarily a thrusting sword, its blade 
can also be used to slash your enemy. 


Acquisition Starting weapon for the Assassin class, sold 
Cieiratot the Uniden’ Suthomars (rating Ghvinel cher feel scav: 
enging departure or the Shrine Handmaid (Firelink Shrine) after 
providing Greirat's Ashes. 

Large thrusting sword used for piercing through the armor of 
knights. The sharp edge of the sword’s rock-solid blade can 
also be used in slashing attacks. 


Il DLC3 
Acquisition Dropped by rapier-wielding Spellswords (Frozen 
Eleum Loyce). 


Rapier wielded by sorcerers of Eleum Loyce. Imbued 

with a magic that is released with a strong attack. A great 
Protective wall was erected to protect Eleum Loyce from 
the encroaching chaos, and these sorcerers were among its 
defenders. 


IRITHYLL RAPIER Ill 


Acquisition Dropped by a particular Boreal Outrider Knight 
(Lothric Castle). 


Thrusting sword bestowed upon the Outrider Knights of the 
Boreal Valley. This weapon is shrouded in frost, and causes 
frostbite. Every Outrider Knight one day devolves into a 
beast, constantly hounded by Pontiff Sulyvahn’s black eyes. 


MAIL BREAKER if 
| Acquisition Found on a corpse in Undead Burg. 
Standard small thrusting sword. Unsharpened but pointed 


solid shaft can pierce tough armor. Can be thrust using the 
a weight of one's body, and is very effective for critical attacks. 


ICE RAPIER 


MAIL BREAKER up 
TING OT Acquisition Found in a chest in the Forest of Fallen Giants, 
__, dropped by Parasite Spider (Brightstone Cave Tseldora). 

A slightly stubby thrusting sword. Has a sharp, sturdy blade 
‘ey designed for thrusting. The Mail Breaker has limited reach, 
if but a powerful critical attack. Effective against foes donning 
By thick armor or with naturally hard skin. 


Acquisition Sold by the Undead Male Merchant (Undead Burg), 
dropped by rapier-wielding Baider Knights. 

Standard thrusting sword. Regular one-handed attack can 
be delivered with shield held up. Can parry with use of left 
hand. Thrusting attacks pierce and are effective against foes 
with hard exteriors, but the wielder is left open to damage 
after a swing. 


Acquisition Sold by Blacksmith Lenigrast (Majula). 

A standard thrusting sword. Thrusting swords are light 
Swords with fine tips that can be used while holding up a 
shield, and are effective for parrying. Use quick thrusts to 
damage hard-skinned foes. Also effective when fighting in 
Narrow spaces. 


Acquisition Found on a corpse in the High Wall of Lothric. 

A lightweight thrusting sword used in noble duels employing 
fefined techniques. The primary attack of a thrusting sword 
is @ series of stabs that render foes vulnerable for a devas- 
tating final thrust. Can also attack with shield up. 


CT | 


Tpmap et Acquisition Dropped by Undead Prince Ricard (Sen's Fortress), 
{ } Arapier with intricate decorations. Chosen weapon of the 
f infamous Undead Prince Ricard. Ricard’s exploits are told in 
{ } amonomyth. He was born into royalty, but wandered the 
{ 


) lands ina fateful ill-conceived journey. He became Undead, 
4. and disappeared up North 


RICARD'S RAPIER aes i | 


Acquisition Found in a chest in Huntsman’s Copse, dropped by 

Parasite Spiders (Brightstone Cove Tseldora) 

; An exquisitely decorated rapier. Said to belong to a prince 

} who appears in an ancient tale. There are numerous varia- 

tions of the story of the prince who wandered the lands and 
eventually became Undead. The majority of these tales end 

~ in tragedy, but there are some exceptions 

— - be i aes 

[| RICARD'S RAPIER _ Wi 


TIN Acquisition Dropped by the Rapier Champion when he is sum- 
' 
{ 
i 


moned by 8 Man-Serpent Summoner (Archdragon Peak) 

A strikingly decorative rapier of an Undead prince spoken of 
} in ancient stories. Although many of the tales surrounding 
the prince are questionable, this thrusting weapon suggests 
that the stories of his graceful technique were in fact true 


[ SPIDER'S SILK ae Sire!) if 


ees * Acquisition Created by trading the Soul of the Duke's Dear Freja 

{ , with Weaponsmith Ornifex (Brightstone Cove Tseldora) 

{ Thrusting sword forged from the soul of the Duke's Dear 

i | Freja. Its needle-like blade can easily pierce the seams of the 

i} , ‘toughest armor. Supposedly, the duke himself, an eccentric 

¥ qi soul fascinated with spiders, went on to take a form that 
was far from human 


vw Sy 


[_ VELKA’s RAPIER pees 22 0 


Ee * Acquisition Found on a corpse in Painted World of Ariamis. 

i Asymbolic, powerful thrusting sword used by the Pardoner 
+ serving Velka, Goddess of Sin. It is no mere symbol to be 

| sure; the Pardoner is an inhuman swordsman, and wields 

, this enchanted blade with special sword technique 


AXES 


BANDIT AXE ul 


Found in a chest in No-man's Wharf, dropped by 

5 Parasite Spiders (Brightstone Cove Tseldora). 

; An axe of bandits of the Forossan outskirts. Very sturdily 

} built for the armament of a bandit. When Forosse fell to 

; War, its citizens were left landless, and entirely to their own 

a devices. Many were reduced to thievery, while Forossan 
knights scattered to other lands as sellswords 


{ BATTLE AXE ; ij 


Starting weapon for the Bandit class, sold by Andre of 

, Astora (Undead Parish), dropped by axe-wielding Hollow Warriors. 

_} Standard battle axe. Inflicts regular damage, making it effec- 

4 tive in various situations. Powerful attack due to its weight, 

| but one wrong swing leaves the wielder wide open, so tim- 

ing and proximity to the enemy must be judged carefully. 
up 


Acquisition Soid by Blacksmith Lenigrast (Majula), dropped by 
Goblins (Things Betwixt from NG+ onwards/S! . 

An axe crafted for battle. Axes generally deal more damage 
than swords, but each swing leaves its wielder vulnerable 
One is tempted to swing axes with wild abandon, but in fact 
their effective manipulation demands caution and precise 
timing. 


+ 
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my 


[ELEONORA Ty | 


‘Starting weapon for the Warrior class, found ina 
Mimic chest in High Wall of Lothric [Deep-infused]. 
+ Easily-wielded axe crafted for battle and inflicting standard 
} damage. Its weight can be used to inflict high damage, 
but must be used carefully as it leaves its wielder open to 
retaliation. 
up 


BOUND HAND AXE 
5 [ Sold by Chancellor Wellager (Drangleic Castle) after 


Acquisition 
; defeating the Looking Glass Knight (King’s Passage), part of Black 
‘Armor Weapons Pack DLC. 
An axe with an unusual design. Found in the Undead 
Purgatory. The chains and spikes wrapped around the axe 
! cause bleeding, but weaken the axe's effectiveness when 
* slashing. Accessories that are added to a weapon for the 
sole purpose of tormenting foes can often detract from the 
weapon's natural effectiveness. 

TT 


BRIGAND AXE 


ig + Aequisition Found on a corpse in the Road of Sacrifices. 

; Axe favored by brigands of a distant land. Surprisingly 

+ sturdy battle axe that requires more strength to wield than a 
standard axe. 


i} 
Acquisition Dropped by Maneater Mildred (Blighttown). 
} Giant butcher knife wielded by the Undead man-eating cook 
lurking in the Depths. More a tool for subduing and prepar 
} ing live catches than an actual weapon. Those who have 
faced this deadly blade have a deeper sense of how helpless 


prey must feel. 
BUTCHER KNIFE mg 


Re + pequisition Dropped by the Man-eating Madwoman (Road of 
Sacrifices). 
Butcher's knife with an oddly large blade wielded by the mad- 
| woman haunting the Road of Sacrifices. Squarelyanded hits re- 
store HP Back in the Undead Settlement, the woman acquired 
! a taste for human flesh, of which she took glee in partaking. 
up 


BUTCHER'S KNIFE 


Ble sot 
| 
j 


t ieee Created by trading the Soul of the Rotten with Weap- 
i onsmith Ornifex (Brightstone Cove Tseldora). 
* An oddly large butcher's knife. Not your standard weapon, 


but certainly deadly enough to be utilized as one. Absorbs 
the HP of foes. Who in their right mind would create such 
a thing? Perhaps it is best not to dwell on how it was likely 
used in the past. 

i} 


{ CRESCENT AXE 


fl Acquisition Sold by Trusty Patches (Firelink Shrine), dropped by 
him, 


po Sse 


Well-used old bronze battle axe with a long hilt and a 
crescent-shaped blade. One of the blessed weapons of the 
Way of White. The Crescent Axe is bequeathed to cleric war 


£ == |_riors who have proven their faith. 


[ DRAGONSLAYER'S AXE Ill } 


Acquisition Dropped by Creighton the Wanderer (Irithyll of the 
Boreal Valley). 

Axe favored by Creighton the Wanderer, infamous deserter 
of the Knights of Mirrah. Called Dragonslayer’s Axe for the 
lightning that pulsates within its blade, but Creighton used 
it to slay men. 


DRAGONSLAYER'S CRESCENT AXE LL 


Acquisition Found on a corpse in Shaded Woods. 

The beloved black axe of the gallant Shieldless Lothian, 
formerly of Forossa. No warrior matched the ferocity of un- 
beatable Lothian, but he abruptly retired from the battlefield 
and was never heard from again. Some say that he grew 
tired of the frailty of human foes, and set off to slay the 


legendary dragon. 


© Requisition Dropped by a particular Monstrosity of Sin (Profaned 
Capital). 


{ i 
} A strange weapon found among malformed inhabitants of 
, the Profaned Capital. The Profaned Flame was triggered by 
the curse of these women, relatives of a certain oracle, but 
| despite their culpability, they went on living, without any 


7 mea 


* Acquisition Awarded after cutting off a Gargoyle’s tail (Undead 
Parish/Anor Londo). 
Sliced tail of the gargoyle guarding the Bell of Awakening 
in the Undead Church or patrolling in Anor Londo. Can be 
if j used as a bronze battle axe. Bends dramatically during large 
4 attacks, owing to its nature as a tail. 
i} 


[ GARGOYLE TAIL AXE 
jaan 


t j 


a * Acquisition Created by ascending a +10 axe/greataxe with the 
Core of an Iron Golem, at the Giant Blacksmith (Anor Londo). 
An axe born from the soul of the Iron Golem, guardian of 
} Sen's Fortress who repelled countless heroes who sought 
: Anor Londo. Its powerful one-handed attack imitates the 
golem’s blade of wind, but the heavy iron blade makes it 5 


~ quite unwieldy. 2 


[ GYRM AXE up 


TT 7 Acquisition Found on a corpse in Doors of Pharros, dropped by 
{ , Gyrm Warriors (Doors of Pharros). 
An axe used by the nomadic Gyrm. At first glance this axe 
i | appears crude, but with further examination one sees the 
j , fine craftsmanship of Gyrm blacksmiths. Quite heavy for a 
: human, but flung about with reckless abandon by the Gyrm. 


I } 
Acquisition Starting weapon for the Pyromancer class, sold by 
the Undead Male Merchant (Undead Burg). 
Small hand axe. Appears identical to a lumberjack’s tool, but 
| has an ideal weight and strength, and is easy to handle. One 
wrong swing leaves the wielder wide open, so timing and 
4 proximity to the enemy must be judged carefully. 
up 


| HAND AXE 
Tp, ’ Acquisition Sold by Merchant Hag Melentia (Majula), found in a 
{ , chest in the Forest of Fallen Giants. 

| A crude hand axe. More of a tool than a weapon. Its short 
i | fange necessitates close-range, and therefore perilous, 

i combat. Does a respectable amount of damage, however, 


§ | considering its relatively light weight. 
lil } 


HAND AXE 
tregamet Starting weapon for the Pyromancer class, found on a 
j corpse in Undead Settlement. 

ft A crude hand-axe that serves both as a weapon, and a tool 

} 

: 


[ GOLEM AXE 
eas 
{ 


Cg 


{ HAND AXE 
eo 


i) 
H of many uses. Favored by pyromancers of the Great Swamp, 
1 this axe has a short range but only moderate weight, and 

. reasonable damage. Easily wielded, and more powerful than 


it appears. 
up 
* Requisition Dropped by axe-wielding Hollow Infantry (Forest of 
Fallen Giants/No-man's Wharf). 
An axe wielded by Drangleic infantry. A makeshift, crude 
weapon that deals an underwhelming amount of damage. 


[INFANTRY AXE 
EIRESs 


bes \ 
{ i 
f } 
f : 


MAN SERPENT HATCHET Ul 


TT 77 poof Acquisition Dropped by Man-Serpents (Archdragon Peak). 
5 Hatchet of the serpent men guarding Archdragon Peak. Has 
a unique, broadly curved blade that can sneak past shields. 


[ DEMON’S GREATAXE 


[ MILLWOOD BATTLE AXE Il DLC 


Acquisition Found on the corpse of a Millwood Knight in the 
Painted World of Ariandel. 
Battle axe wielded by Millwood Knights. Its blade is blessed 
by the symbol of the Ethereal Oak. A hefty axe normally 

2 _, wielded by the mightiest of warriors. 

THRALL AXE an gp 
+ pequisition Dropped by Thralls (Undead SettlementCathedral of 
| the Deep). 


, Small hand axe used by Lothric slaves. A cunning weapon 
for a cunning lot, this axe is quick and deadly. 


WINGED KNIGHT TWINAXES 


Acquisition Dropped by twinaxe-wielding Winged Knights (Lothric 
Castle) and Elite Winged Knights (Grand Archives). 

Paired beheading axes wielded by the Winged Knights, who 
swore themselves to the Angels. These axes, more befitting 
of an executioner than a knight, are indented to fit the hu- 
man body. 


GREATAXES 


BANDIT GREATAXE Il 


Acquisition Found on a corpse in The Gutter. 
A greataxe of bandits of the Forossan outskirts. Very sturdily 
built for the armament of a bandit. When Forossa fell to 
war, its citizens were left landless, and entirely to their own 
devices. Many were reduced to thievery, while Forossan 
knights scattered to other lands as sellswords. 

us 


Acquisition Dropped by dual greataxe-wielding Dragon Knights 

(Dragon Shrine). 

In legend, this oddly-shaped straight sword is said to be 

forged from the black dragon’s tail. As it is told, the black 

dragon lost its tail to a brave warrior in a magnificent battle, 

_. 8nd the tail was later used to forge several legendary 
weapons. 


B 


iy 


Greataxe of the black knights who wander Lordran. Used to 
face chaos demons. The large motion that puts the weight 
of the body into the attack reflects the great size of their 
adversaries long ago. 


af 


i] 
H 
BLACK KNIGHT GREATAXE 
ts at 


| 
Acquisition Found in a chest in Iron Keep, dropped by Kobolds 
(Aldia’s Keep). 
Greataxe wielded by knights who served a lord of light in 
a long-forgotten age. Even after their flesh was charred by 
flame, they remained as strong as ever, and stood watch, 
challenging visitors to their land. 
mp 


{ BLACK KNIGHT GREATAXE 


Acquisition Dropped by greataxe-wielding Black Knights (Smoul- 
dering Lake/Untended Graves). 


t=" 


Greataxe of the black knights who wander the lands. Used 
to face chaos demons. The unique attack of this axe greatly 
reduces enemy poise, reflecting the tremendous size of the 

q enemies that the knights have fearlessly faced. 

[ CRESCENT AXE up 
Acquisition Found in a chest in Brightstone Cove Tseldora. 

A bronze greataxe with a crescent-shaped blade. Its long 
handle gives the ‘weapon great reach. One senses that this 
@xe was once imbued with a sacred power, but only traces 
of it remain. Perhaps those who blessed this axe are no 
longer with us. 
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& 


[ DEMON’S GREATAXE 
—e F 

[ DRAGON KING GREATAXI 
- 


| 


Acquisition Sold by Shiva of the East (Blighttown), dropped by 
Taurus Demons. 
Carved from the bones of fellow demons. Wielded by the 
lesser Taurus demons. This axe is imbued with no special 
power, but can merrily beat foes to a pulp, providing you 
have the strength to wield it 

TD | 


Created by transposing the Sou! of a Demon with 
Ludieth of Courland (Firelink Shrine) 
This greataxe, a favorite among demons, contains the 
Strength of fire. The demons, born of Chaos, harbor fire, and 
yet they are twisted and malformed, such that they were 
never meant to be 


é 


r 
| DRAGONSL AYER GREATAXE 


Acquisition Awarded after cutting off the Gaping Dragon's tail 
(Depths) 
This axe, one of the rare dragon weapons, is formed by the 
tail of the Gaping Dragon, a distant, deformed descendant of 
the everlasting dragons. The axe is imbued with a mystical 
power, to be released when held with both hands 

Ty | 


{ 


Acquisition Created by transposing the Soul of Dragonslayer 
Armour with Ludieth of Courland (Firelink Shrine). 


Melted iron greataxe that once formed part of the Dragon 
slayer Armour. Thickly imbued with the power of lightning 
Use skill to draw upon the techniques used to slay the 
archdragons. 


rr; = Tas 5 ~ 

| DRAKEKEEPER’S GREATAXE uf 
Acquisition Found in a chest in Dragon Shrine. 

An extremely sturdy pitch-black greataxe. Colossal warriors 


Staunchly watch over the shrine, ready to defend its resi 
dent, or allow one worthy enough to be granted audience 


[ EARTH SEEKER 


2 


[ GIANT STONE AXE 


Il DLC1 


Acquisition Found on the corpse of a Millwood Knight in the 
Painted World of Ariandel. 
This large twin-bladed axe forged with bronze is a ceremo 
nial weapon normally used in sacred rites. Millwood is a land 
of primitive earth worship where chieftain knights served as 
high priests. 

up 


Acquisition Created by trading the Soul of the Last Giant with 
Straid of Olaphis (The Lost Bastille) 
Greataxe forged from the Last Giant's soul. This weapon 
resembles a primitive stone tool, but is quite powerful 
Owing to its immense size. King Vendrick disappeared as 
the war with the Giants reached its ferocious peak, leaving 
his castle. Some swear that upon hearing the news, the 
Queen's face remained as still as her portrait 

i | 


Acquisition Dropped by Hollow Manservants (Undead Settle- 
ment). 

This giant machete has a slash attack, and is a worker's tool 
in the Undead Settlement. This dismantling tool was not 
Originally intended for use in battle 


GREAT MACHETE _ is 


tf 


Acquisition Sold by the Crestfallen Merchant (Sen's Fortress), 
found on a corpse in the Depths, dropped by Berenike Knights. 


This greataxe is a veritable mass of iron. Its weight sends 
foes flying, but makes it difficult to handle without inhuman 


f | 
| 
Strength. Any miss makes one very vulnerable, as each 


4 swing requires the full force of the body. 


\ 


GREATAXE ii eevee 


up f BLACK DRAGON WARPICK up 


trae ' Acquisition Sold by Steady Hand McDuff (The Lost Bastille), 
dropped by Melinda the Butcher (The Gutter) (Raw-infused). 

A greataxe wielded with both hands. This greataxe, crafted 
} with a gigantic, weighty blade, is designed to inflict heavy 
damage, and requires inhuman strength to handle. Each 

' swing of the greataxe requires the full force of the body, 
CPD ~ leaving the wielder wide open. Mastering this weapon will 
require the most thorough training of both body and mind. 


} 


i 


{ GREATAXE 

eae *  Aequisition Found on a corpse in Farron Keep, dropped by 

j greataxe-wielding Large Hollow Soldiers (High Wall of Lothric/ 

; '  Lothric Castle) and Large Devouts (Cathedral of the Deep). 

} | Greataxe resembling a hunk of raw iron. If one possesses 
the inhuman strength required to lift the weapon, the great 

heft of its attacks will send foes flying. However, since every 

* swing makes use of one's entire body, attacks leave the 

wielder wide open to retaliation. 


GYRM GREATAX E 


Acquisition Given by Lonesome Gavian after passing a Souls- 
spending threshold, or dropped by him, dropped by dual 
greataxe-wielding Gyrm Warriors (Doors of Pharros). 

A greataxe used by the nomadic Gyrm. At first glance this 
greataxe appears crude, but with further examination one 
sees the fine craftsmanship of Gyrm blacksmiths. Quite 

* heavy for a human, but swung about with reckless abandon 


by the Gyrm. 
Masa) 


| 


i 


(LION GREATAXE 


Acquisition Dropped by Lion Clan Warriors (Shaded Woods). 


f | Greataxe wielded by Lion Clan warriors. The finely-crafted 
| blade cuts smoothly, evidence that the lion clansmen are 
t 1 much more than vulgar beasts. 
i 


[ STON E GREATAXE 


mos " Acquisition Dropped by Guar ; 
| } Greataxe borne by the stone knights who guard the forest 
{ | Sanctuary. This greataxe, requiring inhuman strength to 
| wield and more fitted to manual labor than battle, is never 
j 
t j 


theless completely lethal. 
mg 


[ YHORM'S GREAT MACH ETE 


gy Acquisition Created by transposing the Soul of Yhorm the Giant 
f } with Ludleth of Courland (Firelink Shrine). 
| Great machete wielded long ago by Yhorm the Giant. Yhorm 
} 
cl 


once lumbered on the frontlines with a greatshield. But one 
day, in place of his shield, a left-hand notch was added to 
his machete, enabling the smashing technique that would 
become the legacy of his later years. 


———— 


HAMMERS 


ALDIA HAMMER ll 
Tp ot Acquisition Dropped by Dragon Acolytes (Aldia’s Keep). 


Hammer used by Aldian acolytes. Not used as a weapon, 
but as an instrument to dissect the bodies of the victims 

of their experimentation. They say that Lord Aldia was the 
King’s elder brother and helped found Drangleic, but he later 
lost interest in the land's fortunes. 


{ 
f 
i 
| 


' 
' i 
- anehel 


[ BARBED CLUB Ty 


TPP Yet Acquisition Created by trading the Flexile Sentry Soul with Straid 
/ | of Olaphis (The Lost Bastille). 


A club forged from the soul of the Flexile Sentry. The spikes 
} covering its length are as vile as the sentry itself. The sentry 
crammed inmates of the overflowing Bastille onto the rick- 
. ety ship, and cast them out to the open sea. The majority of 

them drowned or starved, but a few hardy survivors made 
land to the south, and imparted their knowledge of sorcery 
to the people there. 


— " 


SMITH GIANT HAMMER 


Dropped by warpick-wielding Dragon Knights (Dragon 
Shrine). 
In legend, this oddly-shaped war hammer is said to be 
forged from the black dragon's tail. As it is told, the black 
dragon lost its tail to a brave warrior in a magnificent battle, 
and the tail was later used to forge several legendary 
weapons. 

i} 


y ai 


BLACKSMITH HAMMER 


Acquisition Dropped by the Giant Blacksmith (Anor Londo). 
Wooden hammer of the giant blacksmith in Anor Londo who 
handles lightning weapons. The giant blacksmith forges with 
this wooden hammer, as it would be hazardous to handle 
lightning weapons with metals. 


L 


( BLACKSMITH HAMMER. 


Acquisition Dropped by Andre of Astora (Undead Parish). 
Metal hammer of Andre of Astora, blacksmith at the Old 
Church. Can be used as a strike weapon, but better left in 
the hands of its talented owner. 


= 
| 


Acquisition Found on the anvil in Firelink Shrine (Untended 
Graves). 

Metal hammer passed down amongst blacksmiths of the 
shrine. Serves as a strike weapon, but also excels at reduc- 
ing poise and breaking the guard of a shield. Of course, 

a hammer’s true potential is realized in the hands of a 
blacksmith 


Souls on his services and exhausting his dialogue, or dropped 
by him. 

An ordinary hammer used by a blacksmith. Can be used as 
a hammer, but not to any great effect, as it was made to 
shape weapons, not serve as one. 


Acquisition Starting weapon of the Deprived class, sold by the 
Undead Male Merchant (Undead Burg), found in a Mimic chest in 
Anor Londo [Occult-ascended]. 

A simple wooden club. This simple bladeless strike weapon 
is effective against most foes, is easily handled, and can 
break the guard of a shield. However, a single miss makes 


*+ one wide open, so timing and proximities are crucial. 


{| CLuB 


a up 


Sold by Merchant Hag Melentia (Majula), dropped by 
club-wielding Rogues (Huntsman's Copse). 
A wooden club. A primitive weapon, to be certain, but quite 
powerful, so much so that it can break the guard of a shield. 


a 
i i 
t 

] 


.- 


Acquisition Starting weapon for the Deprived class, found on a 
corpse in the High Wall of Lothric, 

A simple wooden club. Characterized by savage leaping at- 
tacks. This crude bladeless strike weapon is effective against 
most foes, and can break the guard of a shield. 


ee 


CRAFTSMAN’S HAMMER 


Acquisition Found in a chest in The Lost Bastille after lighting a 
torch in Steady Hand McDuff's forge. 

An old smithing hammer. Looks like a typical hammer, but is 
in fact incredibly sturdy. Some say it was the hammer used 
long ago by a famed blacksmith of yore. 


ot Acquisition Found on a corpse in the Cathedral of the Deep. 
Paired hammers of the Drang Knights, descendants from 
the land known for the legend of the Linking of the Fire. 


HAMMER OF VAMOS I 


the Catacombs who rarely speaks. Can be used as a strike 
‘weapon, but better left in the hands of its talented owner. 


extenuating circumstances or has an odd sense 
‘of humor. If you care for your life, leave this one in the 


hee ae Acquisition Dropped by Yellowfinger Heysel (Road of Sacrifices/ 
Sy ; EST gfe ete let ear cella 
Penis) ‘saria’s Bed Chamber (Cathedral of the Deep). 

i Choice weapon of Yellowfinger Heysel, a Finger of Rosaria 


and xanthous scholar. This is both a weapon and a sorcery 
‘staff. The gold specks are remnants of lost sorceries. 


Acquisition Sold by Chancellor Wellager (Drangleic Castle) after 
the Glass . 

defeating papion Gis Knight (King’s Passage), part of Black 

A pole with lumps attached to it. Found in the manor in 


Aldia. Heavier than a standard mace, but with more effective 
Striking owing to its hard lumps. In the far eastern outskirts 
of Drangleic lies an old manor that is now long forgotten. 
edb aakenel hye ae that lurk there are better left 


‘Starting weapon of the Cleric class, found on 
inThe Catacombs, sold by Trusty Patches (Firelink Shrine]. 


against most foes, and can break the guard of a shield. 
However, one miss leaves one wide open. 


archetypal blunt weapon. It has a primitive 
also many i 


Acquisition Starting weapon for the Cleric class, sold by Greirat of 
the Undead Settlement (Firelink Shrine) the Shrine Handmaid 
(Firelink Shrine) after providing Greiret’s Ashes. 


now, their souls wander aimlessly in the depths of a murky 
7 


a ee 
te Acquisition Found in a chest beneath the elevator shaft in Firelink 
: es 


, Hammer with a sharp spike on its pommel. One of the 
} more barbaric cleric weapons. Uniquely, this hammer inflicts 
thrust damage, and causes bleeding 


ae 


MORNING STAR i J 


erent 


uj 
f Acquisition Sold by Blue Sentinel Targray (Cathedral of Blue), 
} found on a corpse in Majula, found on a corpse in Huntsman's 


; A club fitted with a spiked head. The spikes of this blunt 
* weapon cause bleeding. Normally wielded by clerics, but 
' clearly intended to draw blood. 


a 5 + 


MORNING STAR | 
Ty Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 

f ) Providing her the Paladin’s Ashes. 
Hammer with a sharp spike on its pommel. One of the more 
barbaric cleric weapons. The sharp thorns allow this strike 
‘weapon to induce bleeding. 


i 
f 
t ; 
1 i 
i ; 
‘ 


RAS, asked 
PICKAXE ip 


F Acquisition Dropped by Infested Barbarians (Blighttown). 

} Traditionally a mining tool, but the hard cone on the pommel! 
} is effective in battle. A downward swing of the Pickaxe can 
| crush stone; a human head would be an afterthought 


newest 


A 


+ 


REINFORCED CLUB 


raat 


oie 
Acquisition Sold by the Undead Male Merchant (Undead Burg) 
} Acclub with leather nailed to the pommel. The burg Undead 
} merchant proudly peddies this club, but its reinforcement 
] is shoddy. Indeed, its attack is stronger, but the club is no 
, longer dependably sturdy. 
i | 


EEE 


izle 


Poe - 


REINFORCED CLUB 


Tigges, Acquisition soid by Laddersmith Gilligan (Majula). 

| MF | Awooden club headed with nails. Designed as a deadlier 
'- Y | lub, and certainly offers a stronger attack, but this club 
ly ~} also seems quick to fall apart, perhaps due to its shoddy 
craftsmanship. 

RO. sata 


REINFORCED CLUB 


a | 
Bite Ot Acquisition Found on a corpse in the Undead Settlement. 
j A club made more deadly by the attachment of numerous 
brs 


nails to its heads. The nails allow this strike weapon to be 
lacerating, but the damage caused by their insertion has 
> reduced its durability, making the weapon fragile 
{ WARPICK | 
TST Acquisition Sold by Andre of Astora (Undead Parish). 
f } Hammer with a large beak-shaped pommel. Originally a pick- 
Pay, 


| axe; redesigned for battle. This simple but deadly weapon 
WARPICK 5 Ti 


hits heavily with thrust damage, such that it easily cracks 
metal armor. 

Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) after first scavenging departure or the Shrine Handmaid 
(Firelink Shrine) after providing Greirat’s Ashes. 

A war hammer with a hard pronged head. Was originally a 
Pg pickaxe, but was refitted for battle. This simple but deadly 
=| weapon hits heavily with thrust damage, easily puncturing 
ate metal armor. 


GREAT HAMMERS 


ARCHDRAKE MACE ip up 


+P Acquisition Dropped by Lindelt Clerics (Shrine of Amana). 
f ; Amace normally issued to clerics of the Archdrake sect of 
f Lindelt. The land of Lindelt is governed by stringent laws, 
i and those who dare defy them are punished without mercy. 
It is often the sinful who seek piety, spurred only by a selfish 
i desire for salvation 
i} 


j 


DEMON’S GREAT HAMMER 


sens - 


Given once after trading a Sack with Hawk Girl (Un- 


' Acquisition 

{ 1 dead Asylum), awarded after defeating the Asylum Demon on first 
‘encounter (Undead Asylum). 
, Demon weapon built from the stone archtrees. Used by 


lesser demons at North Undead Asylum. This hammer is 
1 imbued with no special power, but can merrily beat foes to a 
* pulp, providing you have the strength to wield it 


[ DEMON’s GREAT HAMMER : i uf 


Chance gift after trading a Petrified Something or 


Acquisition 
j | Smooth & Silky Stone with Dyna andTillo (Things Betwixt). 
+ Great hammer made of unknown materials. Perhaps it is 
| stone, or even wood. The origins of its name are unclear. 


j Its tremendous weight suggests that it was never intended 
for humans. Perhaps it was an offering to the demons that 
appear in legend. 


[ DRAGON TOOTH I | 


ae ! Aequisition Found in a chest in Anor Londo. 


{ } Created from an everlasting dragon tooth. Legendary great 
| ; hammer of Havel the Rock. The dragon tooth will never 

t } break as it is harder than stone, and it grants its wielder 

t ' 

a ey. 


resistance to magic and flame. 


(DRAGON TOOTH up 


Acquisition Found on a corpse in Dragon Aerie, found on a corpse 
in Belfry Luna [SotFS}. 


} Agiant dragon tooth used as a great hammer. As solid as a 
i boulder, this tooth is said to be taken from a dragon, but the 


aera + 


truth of this claim is unclear. What is certain is that it bears 
some mystical power, and its wielder gains resistance to 
magic and fire. 


(—) ‘eee 


[ GIANT WARRIOR CLUB up 


brs * Requisition Found on a corpse in the Memory of Vammar. 
Club of the Giants that besieged Drangleic. Nothing more 
than a boulder bound to a tree, but a very powerful, if primi- 
tive, weapon. King Vendrick, in adherence to Queen Nashan- 
dra’s counsel, led his armies north in an effort to subjugate 
the Giants, and claim their powerful souls for his own 


[ GRANT if 
Tt * Requisition Dropped by Paladin Leeroy (Tomb of the Giants). 
A legendary weapon of the Way of White, granted to an 
Undead paladin long ago. This mass of iron can only be lifted 
by those with inhuman strength, but it is blessed, and very 
| effective against agents of Dark. 
| GREAT CLUB ip 


Acquisition Found on a corpse in Blighttown. 


ee 
t | Giant tree branch serves as a wooden club. Smashes ene- 

mies from upside the head. The leaping attack is a trademark 
' ; 


of clubs, and this giant club is no exception. 


{ GREAT CLUB i up 


f 


{ GREAT CLUB up 


TT ge” Acquisition Limited time event item, found in a chest within the 
; Majula mansion basement. 
A giant wooden club made from the branches of a towering 


Acquisition Found in a chest inThe Gutter. 

A giant wooden club made from the branches of a towering 
tree. Designed to smash foes. Simple but terribly effective 
against common shields. 


tree. Designed to smash foes. Simple but terribly effective 
against common shields. 


- 

{ GREAT CLUB i | 
“Brae ’  Aequisition Dropped by the club-wielding Exile Watchdog (Road 

; of Sacrifices). 


Wood club fashioned from the branch of a giant tree. 
Requires considerable strength to wield. A hard, durable 
i , weapon. Its weight makes it easier to break the guard of 


break. Left by Havel himself, along with his boulderlike great 


} Large mace wielded by the knights of the Cathedral of the 


DRAGON TOOTH lll } $e _.. Shields. 
Dray Weed Dropped by Havel the Rock (Archdragon Peak) in a | GREAT MACE ll } 
{ | particular location, or when he is summoned by 2 Man-Serpent TE ; i ue 
| + Summoner (Archdragon Peak). F Acquisition Dropped by mace-wielding Cathedral Knights (Cathe- 
{ | Created from an everlasting dragon tooth that will never i i palo Deep) and Consumed King’s Knights (Consumed King’s 
| ; 


! Shield. Grants its wielder resistance to magic and fire. 


k 


ae, 
DRAKEKEEPER'S GREAT HAMMER up 
oan 


e | Dropped by great hammerwielding Drakekeepers 
, (Dragon Shrine). 

An extremely sturdy pitch-black great hammer. Colossal 

} warriors staunchly watch over the shrine, ready to defend 
its resident, or allow one worthy enough to be granted 


audience. 


et 


a 


as aa 


DRAKEKEEPER'S WARPICK i | 


ie 


[ Acquisition Dropped by great hammer-wielding Drakekeepers 
(Dragon Shrine), dropped by a certain Dark Spirit (Drangleic 

, Castle) from NG+ onwards. 

; An extremely sturdy pitch-black war hammer. Colossal 
warriors staunchly watch over the shrine, ready to defend 

! its resident, or allow one worthy enough to be granted 

* audience. 


GARGOYLE FLAME HAMMER TH | 


) t Acquisition Dropped by hammer-wielding Gargoyles (Grand 
Archives) and headless Gargoyles (Profaned Capital). 
; Stone torch hammer wielded by gargoyles of the Profaned 
} Capital. The Profaned Flame, which never goes out, imbues 
this weapon with a fire attack. 


u 


Deep. The extremely heavy strike attacks of this weapon are 

' devastating and will break weaker shields with a single blow. 
5 cad ~"* Wielding such a weapon will require inhuman strength. 
[ GREAT WOODEN HAMMER TT | 
ty ”  Aequisition Dropped by hammerwielding Hollow Workers (Un- 
f dead Settlement). 


| , This giant wooden hammer is a worker's tool in the Undead 
i \ Settlement. Intended to grind flesh and bone to prepare for 
burial, rather than use in battle. 


[ GyRM GREAT HAMMER up 


TR 1 Acquisition Dropped by great hammer-wielding Gyrm Warriors 
j 1 (Doors of Pharros). 

A great hammer used by the nomadic Gyrm. A makeshift 

| weapon created from a blacksmiths anvil. As heavy as it ap- 
pears. Crafted rather shoddily, but each hit landed is certain 
t to inflict serious damage. 


OLD KNIGHT HAMMER a i} 


at Acquisition Found in a chest in Drangleic Castle, dropped by great 

hammer-wielding Old Knights (Heide’s Tower of Flame) (Shrine of 

Amana in [SotFS}). 

An undated great hammer. Wielded by a warrior from a time 

So ancient that there exists no record of his endeavors. Has 

q | extremely low durability. Sometimes, just as a thing falls to 
* pieces, it unleashes its last flash of great power. 


oo) aaa i} 


poet ot 
Acquisition Revealed after guiding an Enslaved Pig (Brightst 
Acquisition Dropped by Infested Barbarians (Blighttown). t is | Cove Tesldors) to eat e particular batch of mushrooms. 


Ce ep ick, bt aah ope panel 
onsmith Ornifex (Brightstone Cove Tseldora). 

Great hammer forged from the soul of the Old Iron King. The 
tip is formed of molten rock. The corpse of the Old Iron King 
became the vessel that bred Ichorous Earth. The heavy rock 
tip is formed of cooled magma, with a still-smoldering core. 

Strong attack releases its inner power. 


5 ' 5 f 

Large wooden club. The giant arta ntti of f A pickaxe used for mining. Not intended as a weapon, but 

ig - " a dings § } } packs a powerful punch. This tool, designed to crush hard 
% j rock, can easily puncture weaker forms of armor. 


LARGE CLUB EE 
Acquisition Found on a corpse in The Lost Bastille, found on a ~ * Requisition Found on a corpse in Irithyll Dungeon. 
corpse in Frozen Eleum Loyce. Tool used by a miner for digging up earth. Not intended for 
A large wooden club. Not an elegant weapon by any means, use in battle. Yet the strong downward swing of this tool 
but @ beastly thing with plenty of weight to easily break a once shattered large boulders, and easily punctures weaker 
shielded defense. armor. 


LARGE CLUB TT QUAKESTONE HAMMER Ht DLci 


Acquisition Found on a corpse in the Undead Settlement. ps Se) Acquisition Found on a corpse in the Painted World of Ariandel 
Large wooden club. Requires considerable strength to wield. P} Astone hammer wielded by Millwood Knights, with a head 
q i i + Of naturally-formed stone. The Knights of Millwood would 

} fight hand-in-hand with the earth itself, and this weapon, 

} among the oldest in all Millwood, is symbolic of that relation- 


t 
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.. Ship. 
SB ESL ARMED: il DLC2 SACRED CHIME HAMMER EL 
wh oe tee Pnea COVE Taye r Acquisition Created by treading the Soul of Velstadt with Weapon- 


smith Ornifex (Brightstone Cove Tseidora). 

Great hammer of the Royal Aegis. The power of this ham- 
mer’s blessing has not faded completely, despite its being 
@xposed to the dark of the Undead Crypt. Unieash its latent 
power with a strong attack. Sir Velstadt, known as the Royal 
Aegis, gave himself to the King in both life and death 


[ SANCTUM MACE ‘i piciff 


Acquisition Found on a corpse in Shulva, Sanctum City, dropped 
by hammer-wielding Sanctum Soldiers. 

A mace wielded by sanctum soldiers. This mace was cor- 
tupted by poison when Sinh, the slumbering dragon, awoke 


Great Hammer wielded by the Silver Knight Ledo. Ledo’s { } 
hammer is far the heaviest weapon amongst those wielded ; 
by the knights of Anor Londo. Ledo, an eccentric who q H 
traveled across the outskirts, became a close friend to the t | 
giants and even Havel, the Rock. g « 


MALFORMED SHELL 


Acquisition Found in a chest in Aidia’s Keep. 
One of the malformed weapons developed in Aldia. Swung tripaast 
like @ great hammer. Appears to be a fragment of a giant en 
shell, but its precise origins are unknown. The peculiar figure & 
known as Lord Aldia attempted to uncover the secrets of life pas 

itself, and viewed the Undead as a key to this mystery. hs A mere mortal would be asphyxiated by the poison emitted 
when wielding this mace, but for the noxious sanctum 


MALFORMED SKULL Ti mas soldiers, this fact matters none 


SMELTER HAMMER “I DLC2H 


1) Acquisition Dropped by iron Warriors (Brume Tower/lron Pas- 
sage). 


Weapon wielded by the iron warriors that wander Brume 
Tower. Appears to have once been an axe, but in this terribly 
melted state it is little more than a great lump that crushes 
its foes by virtue of its sheer weight. 


SMOUGH'S GREAT HAMMER ee ae 


Acquisition Found in a chest in Irithyil of the Boreal Valley. 
Twisted great Hammer associated with Smough, the last 
knight to remain at his post, guarding the ruined cathedral 
Restore HP while Serta 8 carryover from Smough's past 


+ 


Acquisition Dropped by Enhanced Undead (Sinner’s /Aidia’ 
Keep), found in ¢ Mies chest in Aldine Rese Ieee ig 
The skull of some unidentified creature. Swing as a great 
hammer to use as a weapon. Possibly the skut of @ oregon, 
A rare specimen, likely too rare to be swung about willy-nilly. 


= 
ie} 


ae 


E's GREAT HAMMER 


Goo Undoes meaktrean eae na ne ar enn on 6 corps ta 
Great Honmar bestowed upon Corm Knights with demon 
Strate outstanding strength and unwavering faith. Decorated 
by a warding charm of Carim Temple, and imbued with the 

twisted rage of Apostie Morne. 


OLD KING'S GREAT HAMMER 


Aquisition Created the Soul of { i 
Acauiati nd by tranaposing the Soul of the Old Damon SMASERET 'S HAMMER as 0 | 
See 


survived since ot sith, won Kg, Ti me Acquisition Created by ascending 8 +10 hammer/great hammer 
4 ond imbved watt re ants With the Soul of Smough, ot the Glert Blacksmith vAnor Lande. 
‘the Chaos Flame. Great hammer from the soul of executioner Smough, who 
guards the cathedral in the forsaken city of Anor Londo 
Smough loved his work, and ground the bones of his victims 
into his own feed, ruining his hopes of being ranked with the 
Four Knights. 


Hil 


Tam MACE iy mi 0 


[ DRAGONSLAYER| SWORDSPEAR 


in} 


Acquisition Dropped by Evangelists (Undead SettlemenvCathe- 
dral of the Deep). 


Choice weapon of the evangelists of the Cathedral of the 
; Deep, mentors of the dwellers of the Undead Settlement. 


Its long, sharp spikes cause great pain and bleeding. 
{ VORDT'S GREAT HAMMER Ty 
TE pape: it Acquisition Created by transposing the Soul of Boreal Valley Vordt 
j , with Ludieth of Courland (Firelink Shrine). 
f | Great Hammer wielded by Vordt, the outrider knight of the 
r ; Boreal Valley. Weapon is imbued with frost, and causes 
; frostbite. Frost accumulates in the body causing frostbite, 
« which saps one’s health, lowers absorption, and slows 
stamina recovery. 


a 


SPEARS & PIKES 


{ ArsTOR'S SPEAR TT | 


Ea + pequisition Created by transposing the Soul of the Rotted Great- 
‘ wood with Ludleth of Courland (Firelink Shrine). 

One of the curses that festered within the belly of the 
Greatwood, and a terrible weapon favored by Earl Arstor the 
Impaler. The spear is enwreathed in rotten, heavily poison- 
4 ous meat. Defeating foes restores HR 


f 
f 
f ; 
t 


( CHANNELER’S TRIDENT 
tosses ot 


} 


Dropped by Channelers (Undead PutehiDeptal the 
Duke's Archives). 
, Trident of the Sixeyed Channelers, sorcerers who serve 
| Seath the Scaleless in collecting human specimens. 
Thrusted in circular motions in a unique martial arts dance 
’ that stirs nearby allies into a bloodthirsty frenzy. 


CH ANNELER'S TRIDENT up 


Chance gift after trading a Petrified i esmonies or 
Smooth & Silky Stone with Dyna andTillo (Things Betwixt). 
A trident wielded by an old sorcerer. The tip is sharpened so 
} smoothly that it suggests a degree of madness. Use strong 
} attack to perform a power channeling dance, the madness 
of which boosts the morale of nearby allies. 


Peon’ 5 SPEAR if 

tmp Acquisition Sold by Shiva of the + East (Blighttown), dropped by 

Batwing Demons (Anor Londo). 

Carved from the bones of fellow demons. Wielded by the 

| slim lesser Batwing demons. The weapon of these chaos 

1 demons wandering Anor Londo are different from those of 
other chaos demons, and are imbued with lightning. 


enon Created by SNA a+10 Dune sword 
| with the Soul of Ornstein, at the Giant Blacksmith (Anor Londo). 
+ Cross spear born from the soul of Ornstein, a Dragonslayer 
| guarding Anor Londo cathedral. inflicts lightning damage; 
1 effective against dragons. Two-handed thrust relies on cross 


and buries spear deep within a dragon's hide, and sends 
L DRAGONSLAYER SPEAR up 


* human foes flying. 

Created by trading the Old Dragonslayer Soul with 
Weaponsmith Ornifex (Brightstone Cave Tseldora). 
A ranseur forged from the soul of the Old Dragonslayer. The 
spear of the knight known as the Dragonslayer was imbued 
with the power of lightning, and shattered the stone scales 
of dragons. Strong attack unleashes its latent power. 

TT | 


©} Acquisition Found in Archdragon Peak after defeating the Name- 
less King (Archdragon Peak). 

Cross spear associated with Ornstein the Dragonslayer. A 
weapon of the gods imbued with the strength of lightning. 
Two-handed thrust utilizes the support of the cross and 
requires great might, but can pierce deep into the flesh of 
dragons, and send mere men flying. 


et ee 
} 
1 
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— } 


Acquisition Created by transposing the Soul of the Nameless King 

with Ludleth of Couriand (Firelink Shrine). 

A dragon hunting weapon from the age of the gods. The 

; earliest form of the cross spear, serving as both sword and 

| Spear. Its owner was the Nameless King and deific hunter of 
dragons. The swordspear is imbued with lightning, of which 


~ he was the heir. 
ny 


Acquisition Dropped by the twinspear-wielding Drang Knight 

{Irithy!l of the Boreal Valley). 

Paired spears of the Drang Knights, proclaimed descendants 

from the land known for the legend of the Linking of the 

Fire. When the Drang Knights disbanded, they scattered 

' across the lands as sellswords. They quickly became known 

~ for shieldless, aggressive tactics that struck fear in the 
hearts of men. 


{ FOLLOWER JAVELIN Il Dici ff 


VWtas r [Acquisition Found on @ Gorpes In the Painted World of Arlendel 
Light spear wielded by the Farron Followers. Balanced to 
allow for throwing. The Followers attack in groups, surround- 
ing foes, shielding themselves, and thrusting their spears 5 
at their foes. On a final command, they hurl their spears 
at their fallen foe, to give the retired warrior an honorable G 
send-off. 
i} 


ipiailia : oA % 
| DRANG TWINSPEARS 
=== ; 


[ Four- PRONGED PLOW 


~ ; "Acquisition Dropped by Wiooden Soaeareue Woman: 
| Fourpronged Plow wielded by the wooden scarecrows, 
serfs of the forest Sanctuary. The scarecrow serfs would 
+ not normally use these fourpronged plows as weapons, but 
their sharpness makes them very deadly. 
i 


* Acquisition Dropped by plow-wielding Hollow Workers (Undead 
Settlement). 
This fourpronged plow is shaped like a fist, and is a worker's 
; tool in the Undead Settlement. Not originally intended for 
| \ battle, but serves as a deadly weapon owing to its sharp 
up 


) 
+ 


— MR 
L FOUR- PRONGED PLOW 
— 


points. 


(GARGOYLE BIDENT | 
1 Tas 4 


Acquisition Created py bedi ihe Belfry Gargoyle Soul with 
Straid of Olaphis (The Lost Bastille). 
A two-pronged spear that imitates a weapon mentioned in 
an ancient text. Gargoyles are said to guard castles and forts 
i { from ill fortune, and they have appeared in many forms in 
‘ __ all the great lands throughout history. Some of them are so 
ARP Fr meticulously crafted that they look as if they might come 

to life. 


[ GARGOYLE FLAME SPEAR 


Acquisition Dropped by spear-wielding Gargoyles (Grand Ar 
chives) and headless Gargoyles (Profaned Capital). 

Stone torch spear wielded by gargoyles of the Profaned 

, Capital. The Profaned Flame, which never goes out, imbues 
this weapon with a fire attack. 


GOLDEN RITUAL SPEAR Hysrid WEAPON IL | 


POT gr? Acquisition Found in a Mimic chest in Irithyil of the Boreal Valley. 
| Aritual spear presented to Darkmoon Knights before Suly- 
+ vahn claimed the title of Pontiff. Can also be used as a staff. 
Sorceries cast using this weapon channel the wielder’s faith. 


; 
{ 
ft ; 
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oF Aequisition Found on a corpse in Lothric Castle. 
This lance features a long pole, and was originally i 


‘ Resi copped by searing Hd Knight ide Tower 
of Flame) 


mystery, but in Drangleic the attempt to imitate it resulted in 
the similar bradden steel. 


LOTHRIC KNIGHT LONG SPEAR 

anneslsasls Mua G eS oh pent ant 
Shrine) second scavenging departure or Hand- 
maid (Firelink Shrine) after providing Greirat's Ashes, dropped by 
pike-wielding Lothric Knights. 
Long spear wielded by the proud Lothric Knights. Designed 
for long-range thrusting. Lothric spear knights are known for 
their steadfastness, and this spear boosts the poise of its 
wielder. 


LOTHRIC WAR BANNER Ill DLC2 


Acquisition Found on a corpse in The Dreg Heap. 
The flagpole that once carried the Lothric crest, and guided 
the knights long ago. The tip of the pole is fitted with a 


‘sharply pointed decoration, letting it serve as a spear. 


© 


MOONLIGHT BUTTERFLY HORN I 
by ascending a +10 spear/thrusting sword 


; with the Soul of the Moonlight Butterfly, at the Giant Blacksmith 
; at 
FA aeey gr Weapon born from the mystical creature of the Darkroot 
agen Cish ie Garden, the Moonlight Butterfly. The horns of the butterfly, 


we 


‘8 being created by Seath, are imbued with a pure magic 
power. 


Acquisition Found on a corpse in the Darkroot Garden. 

Spear with blade attached to broad point. Boasts long reach, 
and can slice. The wide range of this spear makes it adapt- 
able to many situations. Its strength lies in its length, but 
in cramped quarters, this backfires, and slices ricochet off 


Sold 
career by Weaponsmith Ornifex (Brightstone Cove 


A spear with a broad blade. The blade is widened and given 
extra weight to allow for slashing. The broader attacks of the 
Partizan, however, make it less effective in narrow spaces. 


Acquisition Found on a corpse in the Undead Settlement. 
Spear with blade attached to broad point. Long reach, and 


Acquisition Given by Mild-Mannered Pate (Earthen Peak) after 
surviving the encounter against The Last Giant once summoned, 
dropped by Pate. 


A long spear wielded by Pate. This appears to be a very 
ordinary spear, but seems to have accumulated power over 
‘the course of countless battles. It is not always advisable to 
‘stand out. Especially if you have something to hide. 


~ Requisition Sold by Andre of Astora (Undead Parish). 
i Peng nena ih 2 very long red fit Tacitionally uned ty 


A spear originating in Heide. A special alloy makes it very du- 
rable. The composition of the alloy of these spears remains a 


Acquisition Found in a chest in Earthen Peak. 

A spear with an extended pole. Offers a very long reach, 
even for a spear, allowing for attacks from safer distances 
Traditionally a weapon of regimental rather than single com- 
bat due to its unwieldiness. However, if you can manage to 
.. effectively step around an opponent, they will hardly have a 
chance to hit back. 


{ PIKE 00 
inthrope Hunters (Road of Sacrifi 

tnd Sage's Premsoes (Rows ct Secstoes, See 

Long spear with a very long hilt. Designed for long-range 

thrusting. Has the longest range of the non-projectile 

weapons, but its very length makes it unwieldy in certain 

situations. 


_l pic 


Spontoon used by warriors on pilgrimage. Rather worn from 
the long journey it has doubtless seen. A spear which also 
doubles as a catalyst for sorceries, making it an ideal choice 
for light-footed pilgrims. 


IGHT SPEAR 


Acquisition Found on a corpse in The Ringed City. 

Black spear wielded by the Ringed Knights. The arms of 
early men were forged in the Abyss, and betray a smidgen 
of life. For this reason the gods cast a seal of fire upon these 
spears, and those who possessed them. 


I DLC2 


a \ 
ROTTEN GHRU SPEAR i | 
= Faacuicies ; 


by spear-wielding Ghrus (Farron Keep/ 


Die 


i 


Dropped 
Smouldering Lake). 
A crude, half-rotten curved spear. Choice weapon of the 
blunt-horned Ghrus, descendants of the acolytes of Farron 
Keep. The rancid tip is drenched in rotten waste, making it 
acutely poisonous. 

ip 


SAINT BIDENT 
pa Sif Acquisition Found on a corpse in the Cathedral of the Deep. 
A silver bident decorated by a holy symbol, formerly wielded 
by Saint Klimt. He discarded this weapon, that draws upon 


one’s faith, on the day that he put his own faith behind him. 


4 ist heeaadon Dropped by spear-wielding Silver Knights (Anor 
indo). 


The silver knights of Anor Londo guard the city using this 
beautifully slender weapon. The spear can be wielded by 
both hands in a focused thrust that uses one’s body weight, 
or swung in a large sweeping motion. 


[ SILVERBLACK SPEAR Ul } 


J Acquisition Dropped by spear-wielding Grave Wardens (Earthen 
Peak/Undead Crypt). 

A silverblack spear imbued with the power of dark. The 

grave wardens vowed to ensure the tranquility of those who 

slumber in the Undead Crypt. If one dares disturb them, the 

grave wardens make no allowance for stature or riches, and 

will readily bury them along with the others. 


{ SOLDERING IRON ul | 


iy} °3 Acquisition Dropped by Jailers (Irithy!! Dungeon). 

Branding iron used by the jailers prowling Irithyll Dungeon. 
Press its searing tip against foes to inflict fire damage, and 
temporarily block Estus healing. 


TRILOGY ComPENDIUM sce et 


SPEAR 


if | WINGED SPEAR 


i | 


eae (| 


[Lightning-ascended). 
Standard spear used commonly by soldiers. Long reach, and 
can be used with shield up. Effective against hard exteriors, 
i | A-standard spear. Spears allow one to attack a foe froma 
{ | distance, and while holding up a shield. Thrusting attacks are 
| } effective even against opponents with strong defense, but 
i 
c PEAR 


and can hit for high damage at the right moment of an 
they have a narrow point of contact and won't effectively 
{ j 
{ } 
| ; 
| i 


: ' dropped by the Phalanx (Painted World of Ariamis) or spear- 
‘ 
blocked by shields. 
it V; 
i 


wielding Hollow Soldiers, found in a Mimic chest in Sen’s Fortress 
SPEAR 
© Acquisition Sold by Blacksmith Lenigrast (Majula). 


Starting weapon for the Herald class, sold by Greirat 
of the Undead Settlement (Firelink Shrine) or the Shrine Hand- 
maid (Firelink Shrine) after providing Greirat’s Ashes, dropped 
by spear-wielding Hollow Soldiers and Devouts (Cathedral of the 
Deep). 

Common short spear that allows attacking with shield up. 
Spear attacks are centered on thrusting, but can inflict high 
damage when timed with the end of an enemy's swing. 

up 


Created by trading the Guardian Dragon Soul with 
Weaponsmith Ornifex (Brightstone Cove Tseldora). 
A spear said to have been forged in Aldia. Contains the 
power of a great flame, which is unleashed in a strong 
attack. The mysterious Lord Aldia secluded himself inside 
a manor to conduct various experiments. Those invited to 
the manor disappeared, replaced over time with malformed 
beasts that roamed its halls. 


" Acquisition Sold by the Undead Male Merchant (Undead Burg), 
enemy's swing. But the hit radius is small, and it is easily 
break through a shielded defense. 

bad ‘ 


(sree SPEAR 


t 


[ STONE SOLDIER SPEAR 


' Acquisition Dropped by Stone Soldiers (Drangleic Castle). 
Spear of the castle stone soldiers. Sir Velstadt could always 
be found at the King’s side, and followed him upon his exit 


f 
i The knights in his service waited patiently for his return, until 
i 


they turned to stone. 
{TAILBONE F SPEAR iy | 


Tystag i Acquisition Dropped by spear-wielding Wretches (Irithyll Dun- 


geon). 

Twisted spear cherished by the wretched, failed prisoners of 
[ WINGE NGED SHEAR 
— } 


Irithyll Dungeon. Crafted from a feeble tailbone, and seen as 
a sign of the dragons. Their screams are oft heard inside the 
,. dungeon, as they naively mutilate their unworthy flesh. 

i} 


Found on a corpse in the cemetery adjoining Firelink 
; Shrine. 
, Along-hilted spear with a barbed point. Long reach, and can 
‘ \ be used with shield up. Effective against hard exteriors, and 
{ hits for high damage at the right moment of an enemy's 
"i Swing But the hit radius is small, and it is easily blocked by 
Acquisition Sold by Steady Hand McDuff (The Lost Bastille), 


shields. 

up 
found in a Mimic chest in the Iron Keep [Lightning-infused), 
dropped by spear-wielding Hollow Soldiers (Forest of Fallen Gi- 
ants) [SotFS]. 
A spear with winged lugs. Longer than standard spears, 
allowing for attacks from further away. Thrusting attacks are 
effective even against opponents with high defense, but 
they have a narrow point of contact and won't effectively 
break through a shielded defense. 


Ee 


3] 


INGED SPEAR 


preaet 
’ 
‘ 


’ 
| ereieenintees 


—— ry 


Acquisition Sold by Unbreakable Patches (Firelink Shrine) or the 
Shrine Handmaid (Firelink Shrine) after providing Patches’ Ashes. 
A long-hilted spear with winged lugs. Long reach, and can 

} be used with shield up. Spear attacks are centered on thrust- 
,_ ing, but can inflict high damage when timed with the end of 


an enemy's swing. 
11 DLCiff 


Acquisition Created by trading the Soul of Sinh, the Slumbering 
Dragon with Weaponsmith Ornifex (Brightstone Cove Tseldora). 


{ YORGH' S SPEAR 
Spear wielded by Sir Yorgh during his invasion of the 
i Sanctum City. After his defeat of the Sunken King, Sir Yorgh 
pierced Sinh, the slumbering dragon, with this spear to claim 
| SE? its blood. But Sinh immediately awoke, spewing a poisonous 
: fog that blanketed the city in death, and Sir Yorgh disap- 
peared into the Eternal Sanctum. 
poke — 
{ YORSHKA'S SPEAR iy | 
Ea, "Requisition Found in a chest in Irithyl! of the Boreal Valley. 
This treasure, gifted to the Yorshka Church, is enchanted by a 
soporific spell, and was surreptitiously worshipped by Irithyil 


| slaves. As a weapon, it is part spear and part hammer, the 
i former allowing thrusting, and the latter allowing strikes. 5 


{ i 


t i 


HALBERDS 


BLACK KNIGHT GLAIVE til 


Acquisition Found on a corpse in the Untended Graves. 

Glaive of the black knights who wander the lands. Used to 

face chaos demons. The unique attack of this glaive greatly 
reduces enemy poise, reflecting the tremendous size of the 

| BLACK KNIGHT HALBERD 


enemies that the knights have fearlessly faced. 
o 
EF * Requisition Dropped by halberd-wielding Black Knights. 
i | Halberd of the black knights who wander Lordran. Used to 
face chaos demons. The large motion that puts the weight 
of the body into the attack reflects the great size of their 
t adversaries long ago. 


' ‘ 


[ BLACK KNIGHT HALBERD up 
ane | pequisition Found in a chest in the Shaded Woods. 

{ ) Halberd wielded by knights who served a lord of light ina 

t ; long-forgotten age. Even after their flesh was charred by 

{ } flame, they remained as strong as ever, and stood watch, 
challenging visitors to their land. 


; H 
+ 


[ BLUE KNIGHT'S HALBERD 
+--- ; 


t / i 
fee, 


aT 


Acquisition Dropped by Blue Sentinel Targray (Cathedral of Blue). 
Halberd of Targray, Knight of the Blue. A fitting weapon for 

a shepherd of lost souls. Those who put faith in an absolute 
t | good also believe in the existence of true evil. But to others, 
i | the distinction between the two can be quite unclear. 


i 

| CRESCENT AKE TT | eer 
' Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 

| providing her the Paladin’s Ashes. 

, Acrescent-shaped halberd resembling a long-handied battle 

) axe. Traditionally wielded by Way of White clerics. ; 


as 
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CRUCIFIX OF THE MAD KING ill DLC2 


"Acquisition Dropped by Shira, Knight of Filianore (The Ringed 
City). 

A cross spear hung with a malformed corpse. Once, a mad 
king was born to the pygmy royalty, and Shira, knight of 
Filianore, put him to rest. But Shira’s cross spear, unable 
to kill the undying king, only pinned itself to him. Shira 
delivered them together to a darkroom, where she stayed 
and held them close. 


DRAGONRIDER'S HALBERD Il 


Acquisition Created by trading the Dragonrider Soul with Straid 
of Olaphis (The Lost Bastille). 

Halberd of the Dragonriders, King Vendrick’s royal guard. A 
highly versatile weapon that can slash, sweep, and thrust 
when wielded nimbly, and is also imbued with magic. De- 
‘mands great skill of its wielder, and thus served to test the 
worthiness of those who aspired to join the Dragonriders. 


GARGOYLE'S HALBERD I 


Acquisition Dropped by Gargoyles (Undead Parish/Anor Londo). 
Halberd of the gargoyle guarding the Bell of Awakening 
in the Undead Church. Perfectly standard bronze halberd 


GIANT'S HALBERD I 


Acquisition Sold by the Giant Blacksmith (Anor Londo), dropped 
by Giant Sentinels (Anor Londo). 


Large halberd made of old brass, used by the giant sentinels 
of Anor Londo. Brass contains traces of lightning, but as 
the halberd is designed for the giant sentinels, its weight is 
unbearable. 


emer | 


Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) after first scavenging departure or the Shrine Handmaid 
(Firelink Shrine) after providing Greirat's Ashes. 

This halberd with a large blade was a scythe refitted for 
battle. Designed for slicing, and inflicts slash damage. 


Acquisition Found on a corpse in The Catacombs. 

Weapon with a long curved blade. Converted from a wheat- 
harvesting tool. The magnificent sharp curved blade instills 
fear in opponents. Perhaps it is their survival instinct at work. 


GUNDyR'S HALBERD Ill 


Acquisition Created by the Soul of Cham; 

with Ludleth of Courlend (Firclinn Stieeh teat! 
Halberd of Gundyr the Champion, received when he wes 
charged with his duty. This old cast-iron halberd has the 
Power to break poise, and is said to never crumble, seeming 
to suggest that Gundyr was fated to eternal service from the 


Acquisition Found on a corpse in Undead Parish, found in a 
Mimic chest in Anor Londo [Crystal-ascended]. 

Long-hilted weapon mixing spear and axe is difficult to 
handle, requiring both strength and dexterity. The Halberd 
has two elementary attacks: spearlike thrusting and large 
Sweeping swings. However, one false swing and the wielder 
is left wide open. 


Acquisition Dropped by halberd-wielding Hollow 
rer Percpatctier a phedpmnliaeng Samay 
‘sold by Blue Sentinel Targray (Cathedral of Blue). 


skills, but can be a very effective weapon when its two func- 
___ tions are applied property. 


272 Dark so 


Te } 


HALBERD {a i | 


+ Aequisition Sold by the Shrine Handmaid (Firelink Shrine), 

| dropped by halberd-wielding Large Hollow Soldiers (High Wall of 

* Lothric/Lothric Castle) and Large Devouts (Cathedral of the Deep) 

4 This long-hilted weapon mixing spear and axe is difficult to 
handle, requiring both strength and dexterity. Can be thrust 

* like a spear or swept sideways like an axe, making it a versa- 

= tile weapon effective against multiple foes. 


HELIXHALBERD Z uj 


a t Acquisition Found in a chest in the shrine of Amana. 
f 


} Ahalberd with a helixshaped handle, headed with a double 
} blade. A complex design, some would say excessively so, 

} that hides a spear within its handle. Although its precise 

: origins are unclear, its construction appears to utilize tech- 
.. niques from the lost land of Olaphis. 


IMMOLATION TINDER HYBRID WE APON My ip : my 


© Acquisition Dropped by Fire Witches (Irithyil of the Boreal Valley) 
} Profaned Flame wielded by the Irithyllian witches, frigid 

} Spirits roaming the Boreal Valley. This torch, both a weapon 
|) and a staff, is enshrouded in an everlasting flame 


pact ay 


LIFEHUNT SCYTHE a | 
te ror 1 Acquisition Created by ascending a +10 halberd/whip with the 

Bee Soul of Priscilla, at the Giant Blacksmith (Anor Londo). 
~ , Scythe born from the soul of Priscilla, the stark white cross 
} breed trapped inside the Painted World of Ariamis. Even the 
Gods feared Priscilla’s lifehunt ability, and in the hands of a 
mortal, its power will turn upon its wielder. 


Acquisition Found on a corpse in The Catacombs. 

} Halberd with a large, hard beak-like protrusion. Inflicts thrust 
} damage. Instead of thrusting like a spear, the wielder of the 
) Lucerne aims to club the head with its hard beak 


aa 


{ Luc ERNE 

Brean { Acquisition Sold by Chancellor Wellager (Drangleic Castle). 

i ) Ahalberd characterized by a sharp beaked spike. This 

i + weapon is swung down upon foes like a pickaxe, utilizing 

L } its own weight in a powerful attack. Can break through a 

ty , shielded guard and deal damage 

Bay ore 

{ LUCERNE a | 


Acquisition Found on a corpse in the High Wall of Lothric. 
A polearm with a sharp, hard pronged head that inflicts 
thrust attacks. The Lucerne is wielded overhand like a 
hammer, or can be swung from the side to break through 
— , shields. 

eee oe 
[ MASTODON HALBERD ud 


af Acquisition Dropped by Primal Knights (Drangleic Castie/Doors 
, of Pharros). 

Halberd of the Primal Knights that defend Drangleic castle 
The brutish and mighty Primal Knights wield this halberd like 
a featherlight twig, but to the ordinary warrior it is a chore 
to even hold up, owing to its great weight. Terrible experi- 
ments were said to have taken place in a hidden manor in 
Drangleic. The mastermind presiding over the deeds was 
thought to be Lord Aldia. 


OLD KNIGHT HALBERD maser up 
a 


Soa) 
’ 


Se. 


Found on a corpse in pathway connecting Heide’s 
Tower of Flame and No-man’s Wharf. 
An undated halberd. Wielded by a warrior from a time so 
ancient that there exists no record of his endeavors. Has 
extremely low durability. Sometimes, just as a thing falls to 
pieces, it unleashes its last flash of great power... 


ULS TRILOGY COMPENDIUM G3 —————________. 


WINGED. KNIGHT HALBERD iy | 


| i 
, aplakien Found on a corpse in Harvest Valley. 
An undated pike. Wielded by a warrior from a time so 


| 
" 
eee Acquisition Dropped by halberd-wielding Winged Knights (High 
Wail of Lothric/Lothric Castle) and Elite Winged Knights (Grand 
Archives). 
Halberd wielded by the Winged Knights, who swore them- 
selves to the Angels. The thick, heavy, bloodstained blade 
can only be swung by one with inhuman strength. 


“Il DLC} 


( WRATHFUL AXE 


" Acquisition Created by trading the Soul of Elana, Squalid Queen 
with Weaponsmith Ornifex (Brightstone Cove Tseldora). 
An armament forged from the soul of Elana, child of Dark. 
Use strong attack to unleash its latent power. When the 
Abyss dissipated, the things that called it home were frag- 
mented and scattered across the realm. Eventually these 

~ pieces regained form, in ways that hinted at humanity's true 
nature. 


REAPERS 


[ BONE SCYTHE 


ancient that there exists no record of his endeavors. Has 
extremely low durability. Sometimes, just as a thing falls to 
pieces, it unleashes its last flash of great power... 
=x HILTED HALBERD Ty | 
tree ' Acquisition Found on a corpse in the Undead Settlement. 
{ ) 
f halberd is associated with clerics. Can be thrust like a spear 
i} } of swept sideways like an axe, making it a versatile weapon 
fi j effective against multiple foes. 

up 
, Straid of Olaphis (The Lost Bastille). 
{ Halberd forged from the soul of a Skeleton Lord. Imbued 
i ; with the power of dark. The unsettling skull carved into this 
| halberd recalls the final moments of the Skeleton Lord from 
‘ 4 whom it was created 
(SANTIER’s SPEAR up 
Fee f Acquisition Found in a chest in Doors of Pharros. 
{ } Aspear that was embedded in a stone statue. According to 
{ 
{ ; 
i i the walking statue. Perhaps this is that very spear... But 
j | _ it will be difficult to utilize such a thing in the manner of a 
{B= __ spear. Your only choice is to swing it around, and smite foes 

about the head. 

{ SCYTHE : ple if 


Long-hilted weapon mixing spear and axe. The red-hilted 
f ‘Acquisition Created by trading the Skeleton Lord’s Soul with 
an old local legend, a great spear was used to defeat Santier, 


Acquisition Found on a corpse in Sen's Fortress. 

Halberd with a large blade. Scythe adjusted for battle. 
Designed especially for slicing. However, one false swing 
leaves one wide open. 


up 
’ Acquisition Sold by Steady Hand McDuff (The Lost Bastille), 
‘ found on a corpse in Brume Tower, found in a chest in the Shaded 
Woods [Dark-infused]. 
A scythe fitted with a large custom blade. Has an extended 
slashing reach when swung broadly, but beware, these at- 
' tacks make the wielder very vuinerable. 


Il DLC2 


Acquisition Sold by the Stone-humped Hag (The Dreg Heap) or 
the Shrine Handmaid (Firelink Shrine) after providing her the Old 
Woman's Ashes. 
A long-handled greatsword that made its way from a distant 
land. Crafted entirely with bronze, making it exceedingly 

/ heavy. Splitieaf refers to the shape of the great blade, and its 
~~~ ~~" resemblance to the veins of a leaf. 

up 


Pareegost Dropped by halberd-wielding Royal Guards (Drangleic 
f | Castle/Undead Crypt). 
f. , Replica of the halberd of the loyal knight Syan. A meticulous- 
| ly-crafted, distinguished weapon. Sir Syan was widely known 
j as the kingdom's most loyal knight, and when the Giants 

invaded, he volunteered to lead the advance party, but was 
slaughtered most dishonorably. The King commissioned 
feplicas of Syan’s accoutrements and bestowed them to 
Promising knights, but not long after they donned the armor 
did they go thoroughly mad. 

7 


SPLITLEAF GREATSWORD 


— } 


j 


a 


[ SYAN's HALBERD 


TITANITE CATCH POLE 


' Acquisition Dropped by Titanite Demons. 

Weapon of the titanite demon, a faceless stone monster 
born from titanite slab. One of the enchanted weapons, 
perhaps from residual power of the titanite slab. Known for 
its leaping attack which comes smashing down on foes from 
above. 


Created by trading the Covetous Demon Soul with 
Straid of Olaphis (The Lost Bastille). 
Scythe forged from the soul of the Covetous Demon. The 
curved spine of the Covetous Demon is as hard as rock, and 
rather than slicing through flesh, this weapon seems to grind 
it apart. That thing that ended up as a monstrous fiend, what 
was it to begin with, and why did it never leave the queen? 
Perhaps it was entranced by some perversion of love. 

up 


2 


L CRESCENT SICKLE | 


“ 


Acquisition Given after joining the Brotherhood of Blood cove- 
nant and reaching rank +2, sold by Chancellor Wellager (Drangleic 
Castle) from NG++ onwards. 
2 nial instrument. 
FRIEDE’S GREAT SCYTHE iL DLC1 
Created by transposing the Soul of Sister Friede with 
blade thinly coated by Painted World frost that easily breaks 
the guard of shields. In the painting, the scythe is a symbol 
of a long-lost home, possibly explaining Elfriede’s preference 
| Harvest Valley) or after defeating the sickle-wielding Dark Spirit in 
) Earthen Peak. 
i , Alarge sickle with a round blade. The thin blade, fortified 
; ; 
(oe GREAT CORVIAN SCYTHE Ul 3 
a Dropped by scythe-wielding Corvians (Road of Sacri- 
tellers. The mistress of the Painted World is said to wield a 
great scythe herself. Great scythes inflict profuse bleeding, 
: such that the blood splatters on the wielder. 
Created by strapping a large blade to a hilt. A crude 
makeshift weapon with low durability. Primitive weapons 
can be more effective at evoking fear than more advanced 


A sickle with a crescent-shaped blade. This sickle, enchanted 
by magic, is not intended as a weapon, but rather a ceremo- 
Ludleth of Courland (Firelink Shrine). 
A great scythe wielded by Sister Elfriede, with a curved 
~ for it. 
| FULL MOON SICKLE _ up 
* Acquisition Dropped by Artificial Undead (Huntsman’s Copse/ 
with bradden steel, slices with a fine smoothness. Hooks 
into flesh, then rips it apart to cause bleeding. 
Acquisition 
fices/Untended Graves). 
Great scythe of the forlorn souls guided by heretical story- 
( Great MACHETE uj 
* Acquisition Dropped by Undead Jailers (The Lost Bastille). 
efforts. Perhaps this is why the wielder chose this fearsome. 
creation. 


GREAT SCYTHE ll 


Acquisition Sold by Titchy Gren (Undead Purgatory) after joining 
Rie rekiaricedlol tase Gorerane, dropped ny Purealte Spiders 
(Brightstone Cove Tseldora). 

A great scythe used to harvest grain. Normally used as a 
farm tool, not a weapon. It feels almost as if there were 
power in its giant blade, perhaps drawn from the fears of 
those hunted by this fearsome thing. 


GREAT SCYTHE 


Acquisition Found on a corpse in the Undead Settlement. 
Attacks with this large scythe, normally used for crop har 
vesting, are effective at breaking past shields. The magnifi- 
cent sharp curved blade instills fear in opponents. Perhaps it 
is their survival instinct at work. 

Il I 


Acquisition Dropped by a particular scythe-wielding Pontiff Knight 
(Irithyil of the Boreal Valley). 

; Great scythe wielded by the Pontiff's knights, frigid spirits 

} that linger in Irithyll. The large blade appears to be eaten 

| Sway by insects, making it lightweight but also brittle. 


Bebe 


up 
_ Aquisition Sold by Merchant Hag Melentia (Majula) after 
defeating Titchy Gren (Undead Purgatory), given after joining the 
Brotherhood of Blood covenant and reaching rank +3. 
The scythe used by Titchy Gren, and by believers in Nahr 
Alma, god of blood. Normally used only in ceremonies. 
imbued with the power of dark. This is no place for talk of 


"such things, however. 

SCYTHE OF THE FORLORN lL SoTFS 
we f Acquisition Sold by Straid of Olaphis (The Lost Bastille) after at 
{ ee , _ least five Forlorn invaders have been defeated; the fifth being a 
{ } ‘scythe-wielding Forlorn. 
1g ; Scythe of the Forlorn, who wander the land of the Undead. 
f The King’s elder brother Aldia sought to overcome the curse 
{e) ' through means unalike his sibling's. The Forlorn were born of 


~ Aldia’s sinful infatuation. 
{SCYTHE OF WANT up 


meet Acqutetion Created by trading the Soul of Nashandra with Weap- 
i ; onsmith Ornifex (Brightstone Cove Tseldora). 

, Avscythe born from the soul of Nashandra. The old one of 

_} the Abyss was reborn in death, split into miniscule frag- 

, ments, and spread across the land. After regaining their 

. shapes, they crawled forth, yearning for strong souls, in 
search of greater power. 


ber omens 


SILVERBLACK SICKLE 


up 
(if Acquisition Dropped by Grave Wardens (Undead Crypt. 
) Asilverblack sickle imbued with the power of dark. The large 
arced blade reaches around shields and inflicts damage. The 
_) Qfave wardens vowed to ensure the tranquility of those who 
| slumber in the Undead Crypt. If one dares disturb them, the 
4. grave wardens make no allowance for stature or riches, and 
will readily bury them along with the others. 


peace 
473) 

Nae tes] 

> 


Acquisition Created by trading the Executioner’s Chariot Soul 
with Straid of Olaphis (The Lost Bastille). 

Lance forged from the soul of the Executioner’s Chariot. Its 
cross-shaped blade causes bleeding. The perverse design of 
this Spear mirrors the chariot from which it came, a merci- 
‘ze A less creation that endlessly tortured the Undead. 


[ GRAND LANCE 
te -- + > 


up 


Acquisition Found in a chest in the Memory of Orro, found on a 
corpse in the Forest of Fallen Giants (SotFS} 

A lance fashioned from rare geisteel. Designed for high-rank- 
} ing Drangleic knights, hence the decorative design Geistee! 
{ equipment is of the finest make, but geisteel is so fare that 


' very few of these weapons were actually used in combat 


[ HEIDE GREATLANCE 
+--- 3 


' ‘ 


Acquisition Dropped by Heide Knights (Shrine of Winter) from 
NG+ onwards, dropped by a particular Heide Knight (The Gutter) 
from NG+ onwards [SotFS] 
; Alance originating in Heide. A special alloy makes it very 
f durable. The tip of the lance has been extended. The com- 
Position of the alloy of these lances remains a mystery, but 
~ in Drangleic the attempt to imitate it resulted in the similar 
bradden steel. Lances are normally wielded by mounted 
knights, and it takes considerable training to handle one on 
the ground 

uf 


HEIDE LANCE 
Fae * Acquisition Dropped by a particular Heide Knight (Drangleic 
| Castle), dropped by a particular Heide Knight (The Gutter) [SotFS}. 
A lance originating in Heide. A special alloy makes it very du- 
table. The composition of the alloy of these lances remains 
& mystery, but in Drangleic the attempt to imitate it resulted 
in the similar bradden steel. Lances are normally wielded 


by mounted knights, and it takes considerable training to 
handle one on the ground 


{ 
! 


11 DLC3 


Acquisition Dropped by Rampart Golems (Frozen Eleum Loyce). 
Lance wielded by the rampart golems, granted life by the 

Ivory King. The golems were charged with the containment 
} of the creatures of chaos within the boundaries of the wall 


f RAMPART GOLEM LANCE 
— 


When the doors of Eleum Loyce were flung open, the place 
turned frigid and lifeless, but the golems remained dutifully 
on guard. 


. } 
GHD. 


TWINBLADES 
f ra ie 


Acquisition Given byTitchy Gren after joining the Brotherhood of 
Blood covenant and reaching rank +1, sold by Chancellor Wellager 
(Drangleic Castle) from NG++ onwards. 
A twinblade imported from a foreign land. The razorsharp 
blades cause bleeding, but as a result, are easily worn and 
dulled. When wielded by a master, this dual-tipped blade 
is an unparalleled weapon that hardly allows a foe the op- 
portunity to retaliate 

up 


Acquisition Created by trading the Dragonrider Soul with Straid 
of Olaphis (The Lost Bastille). 


— + 
' 
} Twinblade of the Dragonriders, King Vendrick’s royal guard. 
Twinblades are wielded with an unusual technique. This 
one strikes hard, but is very heavy. Demands great skill of 


t 
| } : 
f its wielder, and thus served to test the worthiness of those 


*~ who aspired to join the Dragonriders. 
; uf 


CURVED TWINBLADE 


ae re 


A 


{ DRAGONRI DER TWIN BLADE 


[RED IRON TWINBLADE 


+ 


tee! 
! } 
Le 


Acquisition Found on a corpse in the Shrine of Amana 
A twinblade with heavy blades on each end. More suited to 
smashing foes than slashing them. Requires a great deal of 
muscle to wield artfully. The twinblade closely imitates the 
design of a foreign-made weapon that has blades affixed to 
both ends of its hilt 


SORCERER'S TWINBLADE Hysniowraron «LL DLC3) 
ez i Acquisition Found in a chest in Frozen Eleum Loyce after dispel- 
f ling the blizzard. 


, Atwinblade originating in Melfia. Doubles as a catalyst for 
+ sorcery. A rare weapon used by very few warriors, owing to 
its dependence on honed skills with both staff and sword 
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Acquisition Dropped by Stone Knights (King’s Passage). 

Twinblade of the castle stone soldiers. Sir Velstadt could 

always be found at the King’s side, and followed him when 
he fled. The knights in his service waited patiently for his 


return, but turned to stone before he did. 
(Twi NBLADE | ie 


as r haabiitios Sold by Weaponsmith Ornifex i irighoo Cove 

Tseldora), found in a chest inThe Lost Bastille. 

A twinblade fashioned from rare geisteel. Designed for 

} high-ranking Drangleic knights, hence the decorative design. 

r Geisteel equipment is of the finest make, but geisteel is so 
rare that very few of these weapons were actually used in 

saad ™ combat 


{ STON E TWINBLADE 
=e ; 


WHIPS 


| BLOODIED WHIP up 
trae * Acquisition Dropped by whip-wielding Torturers (Huntsman’s 
Copse). 

A blood-stained whip. A tool made for a purpose forbidden 
by the gods. Its effect is augmented by its pointed tip, but 
still only marginally effective against protective covering such 


as hard armor. 


t 
1 


(GUARDIAN TAIL 3 ERY laa ; aa: : Te ie a | 
P ~ + 


Acquisition Awarded by cutting off the Sanctuary Guardian's tail 
(Sanctuary Garden). 

Sliced tail of the Sanctuary Guardian. This flexible, spiked, 
and highly poisonous tail would make a rather obnoxious 
weapon. 


NOTCHED WHIP Teo des a | 


Rees Acquisition Dropped by Xanthous King Jeremiah (Painted World 
i of Ariamis). 
Whip with sharp spikes. Only slightly effective against armor 
and tough scales, but quite formidable against enemies with 
exposed skin. Also causes heavy bleeding. 


pe ; eyes) 


t 
} 


[ NOTCHED WHIP 


pane + Requisition Found on a corpse in Huntsman’s Copse. 
1 | Awhip covered in spikes. Shreds skin and causes bleeding 
Very effective against bare flesh, but not against enemies 
} with armor or like protection. 


t 


2 NOTCHED WHIP 


PE 


* Acquisition Found on a corpse in the Cathedral of the Deep. 
Awhip with thorny spikes that shred skin, causing heavy 
bleeding. The Cleansing Chapel uses whips such as these in 
order to produce the drops and puddles to wipe clean during 


its rituals 
up 


1 


{ OLD WHIP 
TF “hE " Acquisition Chance gift after trading a Petrified Something or 
{ , Smooth & Silky Stone with Dyna andTillo (Things Betwixt). 
| | Aleather whip that has seen plenty of use. It appears no 
t | different than an ordinary whip, but is charmed by an ancient 
t blessing that boosts damage inflicted on Hollows. The bless- 
Ss ing is likely the work of a cleric, but whether the spell is 
~ —* good or evil is unclear. 


UL DLC1 


Acquisition Created by transposing the Soul of Sister Friede with 
Ludieth of Courland (Firelink Shrine). 

A flail used by the bulbous Father of the Painted World to 

} shred his own skin, producing blood to appease the flame. 
Both a weapon and a miracle catalyst. Ariandel, being the 

Yr ., festorer of the Painted World, knew that it was painted with 
blood, and only blood could protect the secret. 


[ ROSE OF ARIANDEL Hyskip WEAPON 


eT 


q | SPOTTED WHIP | 


Acquisition Created by trading the Demon of Song Soul with 
Straid of Olaphis (The Lost Bastille). 

Awhip born from the soul of the Demon of Song. Covered 
with strange spots that betray its poisonous effects. The 
Demon's sonorous voice, in stark contrast to its hideous 
form, is surely intended to lure people close so that it may 
devour them 


{ SPOTTED. Ww HIP 


\ } Acquisition Found on a corpse in the Undead Settlement after 
Great Swamp Cuculus survives the encounter against the Old 
Demon King (Smouldering Lake) once summoned. 
Whip mottled with venomous-looking spots. Favored by 
some female pyromancers of the Great Swamp. As its 
Noxious appearance would suggest, damage from this whip 
“ poisons its victims, slowly but surely guiding them to their 


deaths. 
(WH IP I | 
t * Acquisition Found on a corpse in Blighttown. 
Leather whip. Not intended for battle. Virtually ineffective 
against armor and tough scales, but quite formidable against 
enemies with exposed skin. 
[w HIP u } 


effective against bare flesh, but not against enemies with 


t ' Acquisition Sold by Laddersmith Gilligan (Majula), found on a 

corpse in the Forest of Fallen Giants [SotFS]. 

A leather whip. Not normally used on the battlefield. Very 
armor orf like protection. 


[w HIP. bebe 


a Acquisition Found on a corpse in the Undead Settlement. 


A leather whip that was never intended for use in combat 
{wi TCH’S Loc KS” 


Of little use against armor and tough scales, but quite formi- 
dable against enemies with exposed skin. 


8 Acquisition Found in a chest in the Grand Archives. 
A whip fashioned from the black hair of a daughter of the 
Witch of Izalith, creator of the Flame of Chaos. The long, 


shining locks woven together to create this whip are imbued 
with the essence of fire, which can be channeled through 
the use of its Skill. 


GAUNTLETS & CLAWS 


[ BONE FIST lL DLC3 


tas 1 Found on a corpse in Frozen Eleum Loyce, dropped 

f » by Ice Stallions (Frozen Eleum Loyce) after being summoned by 

Z another player. 

; Bone that is bound to the fist. Used to enhance hand-to- 
hand combat. Salvaged from a malformed creature. Enables 


’ one to fight with inhuman strength, as if the very spirit of 
the bone’s malicious owner has taken control. 
tS 1 } 
Acquisition Sold by Andre of Astora (Undead Parish). 
The weapon augments one's bare hands with thick, studded 
leather. The Caestus has a short reach, but quick cool down. 
} Amount of damage inflicted is dependent on its wearer's 


| strength. 


| CaEsTUS 
meee ; 


rt 
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See ay 


Sold by Merchant Hag Melentia (Majula), dropped by 
Acquisition by ‘ 
Weapon used to strike with one’s fists. The thick leather 
} covering bears iron studs, and protects the hands while 
ae augmenting their striking power. Attacks with the fists are 
yes solely dependent on one’s strength. With this weapon, any 
=> encounter becomes a brawl. 


CAESTUS Il 


[ DRAGON BONE FisT Bisse _ ih 


Recre af Created by ascending a +10 Caestus or Claw with the 
j , Core of an Iron Golem, at the Giant Blacksmith (Anor Londo) 
i A weapon from the soul of the Iron Golem, guardian of Sen's 
i } Fortress who repelled countless heroes who sought Anor 
} Londo. The Gods fused the power of the soul with the great 
bones of the dragons, forming an appropriate core for the 
~ giant golem 
up 


8) Acquisition Found on a corpse in the Undead Settlement. 
<: A fistfighter's weapon made from thick straps of leather 
‘studded with iron rivets. When two-handed, caesti are 
equipped to each hand. 


A weapon formed by three sharp claws. Attacks cause 
bleeding, and the wounds inflicted are not easily mended. 
Preferred weapon of the spooks of an Eastern land. 


TH 


Acquisition Found on a corpse in the Consumed King’s Garden. 
Weapon favored by intelligencers of an eastern land. The 
lacerations it inflicts do not mend easily. When two-handed, 
claws are equipped to each hand. 


up 
Acquisition Sold by Laddersmith Gilligan (Majula). 
A weapon that attaches to the hands. The wearer attacks in 
@ scratching motion with these three-pronged claws. Claws 
inflict deep wounds and cause bleeding 


CROW TALONS Il DLC1 


57 Acquisition Found on a corpse in the Painted World of Ariandel. 
Talons used by Corvian Knights. Inflicts five perpendicular 
slashes, causing heavy bleeding. In their infatuation with 
Sister Friede, the Corvian Knights swore to protect the paint- 
,_ ing from fire, and to this end, took to the execution of their 

_. ,. Own brethren. 


+ 


MALFORMED CLAWS nt a 
Dropped by Suspicious Shadows (No-man’s Wharf) 


teen , 
i , from NG+ onwards. 
One of the malformed weapons developed in Aldia. Appears 
to be a crustacean pincer, but its precise Origins are unclear. 
i , Use strong attack to inflict damage even upon foes with 
’ raised shields. The peculiar figure known as Lord Aldia at. 
tempted to uncover the secrets of life itself, and viewed the 


Undead as a key to this mystery. 
MANIKIN CLAWS AC uf 


Rass © Acquisition Dropped by claw-wielding Manikins (Harvest Valley) 

} Claws used by the manikins of Harvest Valley. The peculiar 

f art of puppetry is a vestige of the two lost lands. The Queen, 
i | entranced by poison, used it to beckon unknowing souls to 
the defiled valley. 


+ 


[ MANIKIN CLAWs Pb Hie .2: 7 il 
fae + 


Dropped by Londor Pale Shade Dark Spirit (Farron 
Keep/rithyil of the Boreal Valley). 
Weapon of the Pale Shades, assassins of the Sable Church 
of Londor. The curved claws cause heavy bleeding. When 
two-handed, claws are equipped to each hand 


F z ty. ies 
{ WoRK HOOK uf 
Pay © Acquisition Found in a Mimic chest in Earthen Peak 
t A hook that covers the hand. Clearly not intended as a weap- 
‘ On, but certainly sharp enough to shred an enemy's skin 
i 
' ; 
Beale a, 


{DARK HAND | 
pg” Acquisition Awarded after joining the Darkwraith covenant, 

dropped by Darkwraith enemies (New Londo Ruins). 

The Darkwraiths, incited by Kaathe, use the power of the 

dark soul to absorb humanity, an art shared by this weapon, 

which also acts as a special shield. The ancients, Particularly, 

could sap the humanity of even a replete saint in the blink 


BELL KEEPER BOW 


Braeawet Acquisition Dropped by Enhanced Undead (Sinn 
; ) and enemy Bell Keepers (Belfry Luna/Belfry Sol) [SotFS]. 
i ; Wooden bow used by bell keepers. Very light, and requiring 
} hardly any strength. The bells symbolize forbidden love; the 
bell keepers, their faithful guardians, everready to annihilate 
trespassers. They will stand watch, for ever and ever, these 
determined, if ill-fated, marionettes. 

iy 


( BLACK BOW OF PHARIS 


of an eye. 
iy | 


DARK HAND 
|} Weapon that allows its wielder to evoke an art unique to 


; nf Acquisition Sold by Yuria of Londor (Firelink Shrine). 
Londor, the land of the Hollow. It is also said to be an ancient 
felic of a Primordial Serpent. The Dark Hand mercilessly saps 


the essence of its victims, and can also double as a special 
shield. Cannot be used two-handed. 
| 


{ DEMON'S FIST 


Acquisition Created by transposing the Soul of s Demon with 
Ludleth of Courland (Firelink Shrine). 


A demonic fist that burns with fiery essence. Its wielder can 
felease this power through use of its Skill. When two-hand- 
@d, fists are equipped to each hand. 


Piles r Acquisition Dropped by Forest Hunter Pharis in the Darkroot 


Garden. 

The preferred black bow of the heroic archer Pharis. Has a 
} longer range than standard bows, but is more difficult to 
use. Without proper abilities, results will be underwhelming 


| 


Acquisition Dropped by at least one or all three particular Elder 
Ghrus (Farron Keep). 

A black longbow named after a hero of old. Known for the 
unusual stance from which it is fired. Has a longer range 
than standard bows, but successful usage requires 4 
Kets Cee trained, dexterous hand. 


{ BLACK BOW OF PHARIS- 


ee 
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LONG BOW J 


[| Bow OF WANT I J 
Zia " Acquisition Created by trading the Soul of Nashandra with Weap- 
onsmith Ornifex (Brightstone Cove Tseldora). 

A bow created from the soul of Nashandra. The old one of 
the Abyss was reborn in death, split into miniscule frag- 
ments, and spread across the land. Light and Dark are two 
sides of the same coin, much like the soul and the curse. 
The beings who presented themselves to those in search of 
kinghood were drawn to their awesome strength. 


COMPOSITE BOW I J 


Rt at Acquisition Found on a corpse in New Londo Ruins. 
} Composite bow emphasizing power. Requires more strength 
| than standard bows. However, its range is shorter, making it 
} unfit for sniping. 
1 


NSA. 


( COMPOSITE BOW i | 


Sold by Weaponsmith Ornifex (Brightstone Cove 
Tseldora). 
A bow crafted from various materials. inflicts more damage 
than ordinary bows, but has a shorter range, making it unfit 
for sniping. 


COMPOSITE BOW TT | 
Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Dreamchaser’s Ashes. 

Composite short bow emphasizing power. Its size allows 
for quick shots. Though more powerful than standard bows, 
it also requires more strength of the user, and its range is 


3 | 


®t Acquisition Created by ascending a +10 bow with the Soul of 
) Gwyndolin, at the Giant Blacksmith (Anor Londo). 
_; Bow born from the soul of the Dark Sun Gwyndolin, Dark- 
‘ } moon deity who watches over the abandoned city of Gods, 
{ Anor Londo. This golden bow is imbued with powerful magic 
oe 


Y and is most impressive with Moonlight Arrows. 
DARKMOON LONGBOW lil j 


t Acquisition Created by transposing the Soul of Aldrich with Lud- 
_,  leth of Courland (Firelink Shrine). 
+ Longbow of Darkmoon Gwyndolin, who was gradually de- 
) voured by Aldrich. This golden bow is imbued with powerful 
* magic and is most impressive with Moonlight Arrows. 


- 


[ DRAGONRIDER BOW up 


Acquisition Created by trading the Dragonrider Soul with Straid 
of Olaphis (The Lost Bastille). 

Bow wielded by the Dragonriders, King Vendrick’s royal 
guard. Merely drawing this bow requires inhuman strength, 
but each shot has deadly potential. Demands great skill of 
its wielder, and thus served to test the worthiness of those 
who aspired to join the Dragonriders. 


DRAGONRIDER BOW Ill 


©) Acquisition Found on a corpse in the Smouldering Lake. 
Longbow of the Dragonriders, who served the Old King of 

| Want. The Dragonriders were the Old King’s royal guard, and 

__ | great strength was demanded of them. Merely drawing this 

bow calls for inhuman strength. The worthy few who can 

j master this bow, however, use it to devastating effect. 


HUNTER'S BLACKBOW I 


Acquisition Found in a chest in Drangleic Castle. 

A black bow designed for long distances. Difficult to handle 
at first, and requiring some amount of practice to master. 
The hunting goddess Evlana was no goddess at all, but 
rather a brave and highly skilled bow huntress. Long after 
her demise, the passing of lore transformed her into a deity. 


Il 
PT OT TO Aequisition Sold by Steady Hand McDuff (The Lost Bastille), 
dropped by bow-wielding Hollow Soldiers (Forest of Fallen Gi- 
ants), found on a corpse in Shulva, Sanctum City. 


| Asstandard bow used by hunters. Equip arrows to use. 


{ LONGBOW if 

Po pet Acquisition Found on a corpse in Darkroot Basin, dropped by 

| | bow-wielding Hollow Soldiers (The Duke's Archives) 
and Giant Skeletons (Tomb of the Giants). 

_ Large bow. Projectile weapon for experienced hunters. 

Equip arrows to use. 


' i 
t 
f 


i 
+ 


am 


( LONGBOW ng 


tes Requisition Found on a corpse in the High Wall of Lothric, 
{ / | dropped by bow-wielding Skeletons (Catacombs of Carthus) and 


Carthus Warriors (Catacombs of Carthus). 

Longbow commonly used by hunters. Arrows must be 

equipped in order to use bows. Up to two kinds of arrow 

) can be equipped at a time, and these can be switched as 

necessary. 5 


_ to 
7) Acquisition Dropped by Varangian Sailors (No-man’s Wharf). 

{ } Abow built for sea-faring marine warriors. Has an extended 

f _ range for hunting down sea monsters from afar. A great sea 


) lies to the north of Drangleic, and beyond that is an unex 
plored continent that is home to things inhuman. 


{ sHoRT Bow i | 


Starting weapon for the Hunter class, sold by the 


Acquisition 

{ } Undead Male Merchant (Undead Burg), dropped by bow-wielding 
4 Hollows and Skeletons. 
| Small bow. Standard projectile weapon. Equip arrows to use. 


ae 


Acquisition Starting weapon for the Bandit class, found in a chest 
in Majula, found on a corpse in Iron Keep [+1 

The type of small bow used by hunters in training. Equip 
arrows to use. 


SEES © 


bone eset 
eX 
poe sy 


SHORT BOW iL 
POT Yo ~ Acquisition Starting equipment for the Thief class, sold by Greirat 
} ; of the Undead Settlement (Firelink Shrine) after first scavenging 

i 

Li | 


departure or the Shrine Handmaid (Firelink Shrine) after providing 
Greirat's Ashes. 
Standard small bow. Its size allows for quick shots. Arrows 
‘ } must be equipped in order to use bows. Up to two kinds of 
~--= =" arrow can be equipped at a time, and these can be switched 
between as necessary. 


Ill DLC2 


WHITE BIRCH BOW 


Acquisition Found on a corpse inThe Ringed City. 

A short bow crafted with white birch. Endowed with light- nad ay 
manipulating magic. The bow is a relic from an ancient land 
of sorceries that was swallowed by the Abyss, most known 
for its folktale of the heroic Abysswalker. 


MENT & 


tee 


ALONNE GREATBOW 


Acquisition Dropped by greatbow-wieiding Alonne Knight 
y 1 Panaine Wan Ketpkiccniele Caste}, found on e corpes in Brum 
| Tower. 


= 
q Unique bow equipped by Alonne Knights. This very powerful 
+ bow uses greatarrows, but each draw of the string requires 
_} agreat deal of time, leaving the shooter vulnerable. In the 
“heyday of his land, the Old Iron King fancied entertaining 
dubious and eccentric guests from faraway lands. Most 


of them were charlatans, but amongst the riff-raff was an 
men in the sword, in obeisance to his new lord. 
| DRAGONSLAYER GREATBOW I } 
Bow of the Dragonslayers, led by Hawkeye Gough, one of 
Gwyr's Four Knights. This bow’s unusual size requires that it 


unusual knight from the far east. He trained the Iron King’s 
t Acquisition Found on 8 corpse in Anor Londo. 
be anchored to the ground when fired. Only uses specialized 


great arrows. 
: iN 
[ DRAGONSLAYER GREATBOW I if 
* Acquisition Created by trading the Old King Sou! with Weapon- 
ayy ay smith Ornifex (Brightstone Cove Tseldora). 


5 | Agreatbow said to be used to down ancient dragons flying 
~~} high above the clouds. Extremely large for a mere bow, 
{/__— | and more destructive than any ranged weapon imagin- 
i able. Shooting this bow first requires the grounding of its 
Stabilizing anchor, which takes time and leaves the shooter 
vulnerable. Also requires greatarrows. 
| 


DRAGONSLAYER GREATBOW 
dropped by bow-wielding Silver Knights (Irithy!l of the Boreal 


a { Acquisition Found on a corpse in Irithyll of the Boreal Valley, 
ia 
Res 


; Greatbow used by the Dragonslayers during the age of 
; 4 gods. Far greater in size than any normal bow, and far more 
devastating. The bow must be anchored to the ground when 
* fired, a time-consuming operation that leaves the user 
vulnerable. Only specialized great arrows can be fired from 


the bow. 

GOUGH'S GREATBOW ip 
Tappa NT Acquisition Given by Hawkeye Gough ser defect! 

ss > ing Black 
if , Dragon Kalameet, or dropped by Hawkeye Gough. 
ba ‘| Greatbow used by Hawkeye Gough, of Lord Gwyn’s Four 
i 4 Valance Hal ig seein This bow is larger than even 

va , those u: the famed Dragonslayers. Only their leader, 
4q = | Gough, had the strength to handle it. 


[M ILLWOOD GREATBOW 


1 DLCi 


” 
5 Acquisition Found on a corpse in the Painted World of Ariandel. 
4 Greatbow crafted with black oak and wielded by Millwood 
; Knights. Only specialized great arrows can be fired from the 
+ bow. It is said that the Millwood Knights used these to face 


} their sworn enemy, the Abyss Dragon. 


ONISLAYER GREATBOW Il 


4 Acquisition Found on a corpse in the Profaned Capital. 

u A unique greatbow handed down in an eastern land, where 
} tales are told of its use in slaying giant horned oni. Drawing 
| a bow of this size takes time, and leaves the user vulnerable. 
4 Only specialized great arrows can be fired from the bow. 


- 


[ POSSESSED ARMOR GREATBOW 


Ul DLC2B 


—- Dropped by Possessed Armors (Brume Tower/Iron 
Greatbow wielded by possessed armor. Crafted with mul- 
tiple layers of iron, resulting in almost excessive sturdiness. 
These suits of armor were once decorations, until the black 
fog ruling the tower seized control of them. 
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ADED GREAT BOW _ 


I DLC3 


Acquisition Found in a chest in Frozen Eleum Loyce. 

i | Agreatbow made of animal bone. The fine craftsmanship 
suggests that it originates in Lanafir. The unusual design 

| appears to have ceremonial implications, but may simply be 

I | intended to intimidate foes 


CROSSBOWS 


isa To | 
Acquisition Found on a corpse in the Cathedral of the Deep, 
dropped by crossbow-wielding Devouts (Cathedral of the Deep) 


The largest crossbow, and suitably powerful for its size. The 
bow string is made of metal, requiring great strength to fire 


[ ARBALEST 
ae ; 


Acquisition Found in a chest in The Duke's Archives. 
| Repeating crossbow cherished by the weapon craftsman 
Eidas. Its elaborate design makes it closer to a work of art 
than a weapon. Intricate mechanism makes heavy damage 
possible through triple-shot firing of bolts, but in fact each 
,. bolt inflicts less damage. 
up 


AVELYN 
Era © Acquisition Found in a chest in the Undead Crypt, dropped by 
f i Bowman Guthry (Brightstone Cove Tseldora) [SotFS) 
H An extremely rare rapid-firing crossbow. Fire three succes: 
' sive bolts. inflict heavy damage by making all three shots 
i count. Fiorenza, the richest merchant in all of Volgen, recre- 
f 4 ated this lost weapon after reading of it in an old book 


Ley a Ty | 


Acquisition Found on a corpse in the Grand Archives. 
An extremely rare rapid-firing crossbow. Fires three succes. 
sive bolts by means of an elaborate mechanism. Inflict heavy 
damage by making all three shots count. Despite its use as 
@ weapon, this crossbow is also a priceless work of art, and 
it bears resemblance to a musical instrument 

iy 


| AVELYN 
t--- } 


~ wos + 


{ HEAVY CROssBow 


TEESE 


Acquisition Found on a corpse in the Depths. 
t Powerful large crossbow. While bows require both hands, 
i @ crossbow is held in one, but arming each bolt takes time 
} Equip bolts to use 

4 ' 


[ HEAVY CROSSBOW i up 


™= ne = — 

Ra * Requisition Sold by Weaponsmith Ornifex (Brightstone Cove Tse! 
i 

{ 


, dora), dropped by crossbow-wielding Royal Swordsmen, found in 
@ chest in Earthen Peak. 


i A large crossbow that deals heavy damage. Equip bolts to 
| ; use. Unlike bows, a crossbow can be held in one hand 


{ HEAvy CROSSBOW 
3 — 
i 


f Acquisition Dropped by crossbow-wielding Cathedral Knights 
(Cathedral of the Deep). 
A large, powerful crossbow. Must be readied before firing 
Bolts must be equipped in order to use crossbows. Up to 
two kinds of bolt can be equipped at a time, and these can 
be switched as necessary. 

Ty | 


Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) after second scavenging departure or the Shrine Hand 
maid (Firelink Shrine) after providing Greirat’s Ashes, dropped by 
sword-wielding Lothric Knights. 
Crossbow used by the proud knights of Lothric. It bears an 
elaborate gold design. The crossbow has been blessed with 
* the power of lightning, in anticipation of the use of Lightning 
Bolts. 


 haneaiake 
[ KNIGHT's CROSSBOW 
tomee " 


Creu CROSSBOW 


c 1 Acquisition Found on a corpse in Undead Burg, dropped by 


iy 
crossbow-wielding Hollow Soldiers and Balder Knights. 
Cor cx CROSSBOW _ 


Standard crossbow issued to soldiers. While bows require 
' Acquisition Sold by Steady Hand McDuff (The Lost Bastille), 

found on a corpse in the Forest of Fallen Giants. 

A standard crossbow. Equip bolts to use. Unlike bows, a 


inenamerent 


takes time. Equip bolts to use. 
up 


both hands, a crossbow is held in one, but arming each bolt 
crossbow can be held in one hand. 


Gum: CROSSBOW ry | 


* Acquisition Sold by Greirat of the Undead Settlement (Firelink 

¥ Shrine) or the Shrine Handmaid (Firelink Shrine) after providing 
Greirat’s Ashes, dropped by Hollow Soldiers. 

k Standard crossbow wielded by common soldiers. Must be 
readied before firing. Bolts must be equipped in order to use 
crossbows. Up to two kinds of bolt can be equipped at a 

* time, and these can be switched between as necessary. 


Camas CROSSBOW Il DLC2 9 


eae r Created by transposing the Soul of Slave Knight Gael 
{ with Ludleth of Courland (Firelink Shrine). 

This crossbow, customized for repeat-firing to face mobs 
alone, was wielded by Slave Knight Gael. Used in the battles 
of an endless journey, this crossbow is covered with twists 
f and dinks, rusted with blood, and made extremely brittle 

r ~ from overuse 


i Dici ff 


Found on a corpse in Dragon's Sanctum, dropped by 
Sanctum Knights (Dragon's Sanctum). 
Crossbow wielded by sanctum knights. Strong attack fires 
dark bolts. These guardian knights were sentenced to eter 
nal stewardship of the Sanctum in a clandestine ritual carried 
out in the great depths, but today the sanctum receives nary 


~ a visitor. 
SANCTUM REPEATING CROSSBOW i Diciff 
Acquisition Dropped by Sanctum Knights (Dragon's Sanctum). 
Repeating crossbow wielded by sanctum knights. Strong at- 
| tack fires dark bolts. These guardian knights were sentenced 
} to eternal stewardship of the Sanctum in a clandestine 
ritual carried out in the great depths, but today the sanctum 
receives nary a visitor. 


SHIELD CROSSBOW up 


‘ermereret Created by trading the Executioner’s Chariot Soul 
} with Straid of Olaphis (The Lost Bastille). 
+ Chariot. Iron plate serves as a shield while firing. The merci- 
less chariot inflicted agony upon others with utter impunity, 
* from possible retribution. 
SNIPER CROSSBOW 
i Large crossbow with long distance used by Carim snipers. 
| Often used with sniper bolts. But while crossbows are nor 
(s SNIPER SRDS oy | 
tery z + Acquisition Found on a corpse in Lothric Castle. 
lengthy base makes aiming difficult, and accurate usage 
requires a trained, dexterous hand. 


[ SANCTUM CROSSBOW 


these + 


oe 


CREE, 


Crossbow created from the soul of the Executioner's 
and the crossbow created from its soul strives to protect 
i} 
1 Acquisition Found on a corpse in Sen's Fortress. 
' mally easy to use, the Sniper Crossbow requires dexterity. 
Long-range heavy crossbow used by Carim snipers. Its 


CATALYSTS & STAVES 


{ ARCHDEACON’S GREAT STAFF Ti | 


© Acquisition Given after joining the Aldrich Faithful covenant and 
reaching rank +2. 
Large staff bestowed upon Archdeacons of the Cathedral 
of the Deep. The Archdeacon McDonnell’s trespass, the sin 
of channeling faith for sorcery, transformed what wes once 
merely a symbol of ecclesiastic authority into a catalyst of 


sorceries. 
up 
Acquisition Sold by Felkin the Outcast (Huntsman’s Copse). 
Staff of members of the Archdrake sect of Lindelt. A catalyst 
for sorceries and hexes. In Lindelt, known for its clerics and 
their miracles, sorcery is believed to be a profane practice. 
But as with anything, such beliefs are part faith and part 
front, and this staff was born of that hypocrisy. 


Ss. 


l ARCHDRAKE STAFF 


al 


I DLC3 


Acquisition Found on a corpse in Frozen Eleum Loyce. 
Staff of Azal, sage of Forossa. Rather roughly crafted, but 
imbued with the magic of Azal. Greatly intensifies spells, but 
also drastically reduces spell usages. This staff, unfit for the 
inexperienced, is evidence of sage Azal’s prowess. 

up 


Acquisition Dropped by White Hollow Mages (Brightstone Cove 
Tseldora). 

Staff used by hollowed Drangleic sorcerers. A catalyst for 
sorceries and hexes. The bat affixed to its tip is a simple 
charm. It has no bearing on the staff's powers, but the 
germs on the cadaver poison foes upon contact in strike 


attacks. 

r - sais : : 

BEATRICE'S CATALYST fi | 
*  Aequisition Found on a corpse in the Valley of the Drakes after 
defeating the Four Kings. 
Catalyst belonging to Beatrice, the rogue witch. Contrasts 
with Vinheim catalysts. This ancient catalyst shows signs of 
being used for age-old sorceries. It has passed the hands of 
many generations to gett here. 


{ BLACK WITCH'S STAFF Hi up 


= * Acquisition Dropped by Leydia Witches (Undead Crypt), found in 

i a Mimic chest in Aldia’s Keep [SotFS}. 
Staff used by Leydia witches. Imbued with a special magic, 
making it a catalyst for sorceries, miracles, and hexes. 

; Leydia apostles are adept at magic, and wielded unique 
weapons, but were deemed blasphemous and slaughtered. 


i up 


[ BONE STAFF 


' Requisition Found on a chest inThe Lost Bastille. 
) Staff crafted with animal bones. A catalyst for sorceries 
and hexes. Properly trained sorcerers receive their first 
staff from their master after reaching a certain level of ac- 

complishment. Those without proper training must devise 
[ COURT SORCERER'S STAFF 


something of their own making. 
Ill } 

* Acquisition Found in a Mimic chest in the Profaned Capital. 
) Catalyst used by the court sorcerers of the Profaned Capital. 
, Very powerful when wielded by an exceptionally intelligent 
) sorcerer. The court sorcerers laid claim to the legacy of the 
renowned Big Hat Logan, going so far as to emulate him 
with copies of the staff he used. 
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{ AZAL'S STAFF 
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[ BAT STAFF 
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[ DEMON’s CATALYST 
aE 


a : Awarded after defeating the Demon Firesage (Demon 
ins). 

Demon catalyst formed from Izalith molten rock. Can be 
used as fire weapon. The Demon Firesage was the first de- 
mon, and the last master of the original fire arts, before the 
Witch of Izalith was engulfed by Chaos, creating pyromancy. 
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HERETIC’S STAFF 


TZ OT Acquisition Found on 8 corpse on the Road of Sacrifices. 
Catalyst used by generations of heretic sorcerers. Sorcery 
is 8 logical academic discipline, and the power of sorceries 
depends heavily on the casters intelligence. 


IZALITH CATALYST I 
cane Awarded after defeating the Daughter of Chaos (Lost 


Catalyst of the Witch of Izalith of long ago, when her daugh- 
ters were still flame witches, before they were engulfed 
by the Chaos Flame. Before the birth of pyromancy, their 
wands were mediums for sorcery, but knowledge of this 
flame sorcery has long since vanished. 


IZALITH STAFF 


Acquisition Found on a corpse in Smouldering Lake. 

Ancient catalyst of the Witch of Izalith and her ; 
used long before the dawn of chaos and of pyromancy. With 
the birth of the Chaos Flame, the flame witches were at 
‘once both sorcerers and shamans. Faith adjusts the power 
of sorceries cast using this catalyst, and the staff also 
seems to boost the power of dark sorceries. 


Black Hollow 

Acquisition Dropped by Mages (Huntsman’s Copse/ 
Staff used by hollowed Drangleic sorcerers. A catalyst for 
‘sorceries and hexes. The lizard affixed to its tip is a simple 


charm, and has no bearing on the staff's powers. 

Acquisition Found in a chest in The Duke's Archives after progress- 
‘ing Big Hat Logan's quest and defeating him. 

Catalyst of Big Hat Logan, the great sorcerer and seeker of 
knowledge. Originally the same catalyst employed by the 


over time due 
to Logan's use. Very powerful when used by one of superior 
intelligence. 


MAN-GRUB'S STAFF Il 


Acquisition Given after joining the Rosaria's Fingers covenant and 
feaching rank +2. 
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the Abyss. A rough, old wooden catalyst large enough to be 
used as a strike weapon. Similar to the Tin Crystallization 
Catalyst, it boosts the strength of sorceries, but limits the 
number of castings. 


Acquisition Created by ascending catalyst (except Demon's 
Cotalyatizalith Catelyst/Tin Darkanoon Catstve) with the Soot of 
Manus, at the Giant Blacksmith (Anor Londo). 

A sorcery catalyst born from the soul of Manus, Father of 


Acquisition Dropped by Man-Serpent Summoners (Archdragon 


A staff with a small bow! attached to the tip, similar to a 
The staff's history is unclear. It may be a relic of an ancient 
Serpent's greed, or a ritual artifact used to summon souls. 


MURKY LONGSTAFF Ill DLC2 


Acquisition Found on a corpse inThe Dreg Heap. 
The long-handied staff wielded by the murkmen who rise 
from the depths. Slethered with a black murkiness, and fit 
for dark sorceries. 


[ OLENFORD'S STAFF Sib) | | 


Acquisition Found in a chest behind a secret door in the Undead 


Staff of Olenford the sorcerer. A catalyst for sorceries and 
hexes. Olenford, revered as the father of sorcery in Meifia, 
sought knowledge that surpassed mankind's ken, and so 
<4 ventured into the Undead Crypt, and did away with his 

~~ ~ humanity. Some hold the theory that Melfian sorceries and 
Pyromancies originated within the boundaries of Drangleic, 
in ages past. 


[ OOLACILE CATALYST SpE rate i} 


% Dropped by Oolacile Sorcerers (Oolacile Township/ 
fi 

; 
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Acquisition 
Chasm of the Abyss). 
Everyday Oolacile sorcery catalyst formed by several en- 
chanted branches. Boosts sorcery adjustment, but lost land 
sorceries are not offensive, and attacks are not boosted by 
intelligence. 

a | 


{ OOLACILE IVORY CATALYST = 


Acquisition Soid by Dusk of Oolacile (Darkroot Basin) and Eliza- 
beth (Oolacile Sanctuary). 

Sorcery catalyst of lost land of Oolacile. Formed by en- 
chanted whitebark branches. The whitebark boosts sorcery 
adjustment, but the sorceries of this lost land are gentile and 
not affected by intelligence. 
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PREACHER'S RIGHT ARM 


HL DLC2 9) 
Acquisition Found on a corpse in The Ringed City. 
The desiccated right hand of a white-faced locust that rose 
from an abyssal swamp, that happens to perform as a 
Catalyst for sorcery. The white-faced locusts were meant to 
beckon men to the dark with sermons, but most of them are 
unable to think past their own stomachs, the unruly mob! 


if i DLC3 


Found on a corpse in Frozen Eleum Loyce, dropped 
by staff-wielding Retainers (Frozen Eleum Loyce). 
Staff wielded by the retainers in the cathedral city. Long ago. 
the retainers attended to the priestesses, but with them 
gone, the retainers were left to wander frigid Eleum Loyce 


SAGE'S CRYSTAL STAFF fe a | 


Acquisition Dropped by the Daughter of Crystal Kriemhild (Grand 
Archives). 


peers 


RETAINER STAFF 


ff 


Crystal catalyst presented as a gift by the Crystal Sages to 
) their favorite pupil, Kriemhild. Crystal spheres devour the will 
es q of the user, and this staff increases the potency of sorceries 
"1. &t the cost of increased FP consumption for Skills 

iy 


[ SORCERER'S CATALYST i BS, a - 


at Acquisition Starting weapon for the Sorcerer class, sold by Griggs 


_, ofVinheim (Firelink Shrine) and Rickert of Vinheim (New Londo 
Ruins), found on a corpse in Undead Burg. 

Sorcery catalyst used by sorcerers of Vinheim Dragon 
School. Equip catalyst to use sorceries. Attune sorceries 
from a scroll at a bonfire. Most sorceries have limited no 
* of uses. 


SORCERER'S STAFF aa Ul } 


pat Starting weapon for the Sorcerer class, sold by Carhil- 
_ | lion of the Fold (No-man’s Whart/Majula) [8 INT req.], found in 
chest in the Forest of Fallen Giants. 

The first staff of most sorcerers. A catalyst for sorceries and 
hexes. To use sorceries, attune a sorcery at a bonfire and 
equip a staff. The strength of most sorceries is affected by 
the caster’s intelligence. 


SRCERES SIAR) 0 


Ca | Asquisition Starting equipment for the Sorcerer and Assassin 

| lass, sold by the Shrine Handmaid (Firelink Shrine), dropped by 
Sage's Devouts (Road of Sacrifices). 
Staff used to cast sorceries. A common catalyst given to 
sorcerers of the Vinheim Dragon School. Equip a catalyst to 
use sorceries. Sorceries must be attuned at a bonfire before 
use. 
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STAFF C OF A “AMANA 


1 J Acquisition Dreads by Amana Shrine Maidens (Shrine of 
} Amana). 
Staff held by a priestess of Amana. A ritual staff that was not 
intended for use in battle, but nevertheless it functions as a 
catalyst for sorceries and hexes. The Demon was contained 
within the shrine by sacred rituals, but over time the tradition 
was lost, and the Demon set free. It gained knowledge, and 
learned to lure humans into its lair using song. 

up 


TAFF O OF WISDOM 


: Acquisition Found in a chest in Dragon Shrine, found in a Mimic 

| , chest in Brightstone Cove Tseldora [SotFS], 

Staff of the lost land of Olaphis. Sorcery-dedicated catalyst. 
Cannot be used to cast hexes. The crystal at the tip of the 

| | Staff greatly augments spell strength Already a finely-crafted 
staff, made even more effective by its crystal, the brilliance 
of ~ of which has been polished over time with powerful magic. 


Ss ORYTEL! LE ER'S STAFF _ 


ats ' Acquisition Dropped by Corvian Storytellers. 

| Staff of a heretic storyteller who shares tales of the Painted 
{ World to forlorn souls. The storytellers, too, are wretched be- 
' | ings with no place to go. Their bodies, souls, and even their 

i staves are all tainted through and through. 


j serene STAREHN a: | 4 Sno) 


PRs + pequisition Given by Felkin the Outcast [20 INT and Faith req.) 

{ ; or dropped by him, found in a Mimic chest in Aldia’s Keep; latter 

‘ location not present in [SotFS] 

‘ | Asstaff said to have been forged in Aldia. A catalyst for 

sorceries and hexes. Particularly powerful for casting hexes 

¢ The mysterious Lord Aldia secluded himself inside a manor 

~ + to conduct various experiments. Those invited to the manor 
disappeared, replaced over time with malformed beasts that 
roamed its halls. 


TIN BANISHMENT CATALYST l 


re + 

t | Catalyst of the banishment sorcerers who flooded New 

t Londo to seal off away the Darkwraiths and the Kings 

who fell to Dark. In contrast to other catalysts, the metal 
catalyst qualifies as a weapon, as it inflicts physical damage, 


however small 


Acquisition Found on a corpse in Blighttown. 
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TIN CRYSTALLIZATION CATALYST vee aos | 


fe ' Acquisition Dropped after progressing Big Hat Logan's quest and 
| a j defeating him (The Duke's Archives). 

f Catalyst imbued in terrifying crystal magic. Used by Logan 

| after his fixation on Seath. Makes all sorceries incredibly 

f powerful, but demands extremely high intelligence from its 


q ' wielder, and halves sorcery usages 


| TIN DARKMOON CATALYST 


Acquisition Created by ascending any catalyst (except Demon's 
i Catalystizalith Catalyst/Manus Catalyst) with the Soul of Gwyndo- 
‘ » lin, at the Giant Blacksmith (Anor Londo). 


Catalyst born from the soul of the Dark Sun Gwyndolin, 
Darkmoon deity who watches over the abandoned city of 
Gods, Anor Londo. Gwyndolin is Gwyn’s lastborn and a le- 
* gitimate god, but he is also a Moon sorcerer, and this wand 
is boosted by faith, not intelligence. 


TRANSGRESSOR'S STAFF 


— } 


Acquisition Sold by Chancellor Wellager (Drangles Castle) after 
defeating the Looking Glass Knight (King’s Passage), part of Black 
Armor Weapons Pack DLC. 

A staff enwreathed in a matte blackness. Found in the heart 
of the Dark Chasm. A catalyst for sorceries and hexes. No 

i one knows what lies beyond the dark passages found across 
~~~" Drangleic, but perhaps they are better left undisturbed. 


: + Acquisition Found in a chest in Majula’s pit. 
} Branch of a forest-wandering witchtree. A catalyst for sorcer 
; 
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ies and hexes. Now it is used as a weapon, but this was 
Originally a part of a witchtree. 
: 
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WIT¢ HTREE BRANCH ii | 


i Acquisition Found on a corpse in Irithy!l of the Boreal Valley. 


The branch of a large, well-tended witchtree, used as a 
= eee 
| DARK PYROMANCY FLAME 


sorcery catalyst. Witchtree staves are customary in the far 


north, and allow for faster casting than ordinary catalysts. 
PY ROMANCER'S PARTING FLAME 


2 


[| PYROMANCY FLAME 


FLAMES 


Acquisition Found on a corpse in The Gutter. 

A flare catalyst used by pyromancers. Pyromancers rouse 
this flame to produce various fire arts. The flame rewards 
those with a thirst for power. The more Hollowed one is, the 
stronger its effect. 


Il DLC1 


Acquisition Found on a corpse in the Painted World of Ariandel. 
The pyromancy flame of Livid Pyromancer Dunnel that 
attracts the echoes of death. When Dunnel lost his hideous 
spouse, he gave his own pyromancy flame as an offering, 
which transformed into a parting flame. Not long after, Dun- 
nel became a mad spirit, damned to wander the lands. 


Acquisition Starting weapon for the Pyromancer class, given by 
Laurentius of the Great Swamp (Firelink Shrine) after freeing him 
from captivity, given by Eingyi (Quelaag’s Domain) [12 INT req.]. 
Flame medium used by Great Swamp pyromancers. 
Pyromancers arouse this flame to produce various fire arts 
Equip pyromancer flame to produce pyromancy. Attune py- 
= romancies from a scroll at bonfire. Most pyromancies have 


limited no. of uses. 

up 

if * Acquisition Found in a chest in No-man’s Wharf. 

A flame catalyst used by pyromancers. Pyromancers rouse 
this flame to produce various fire arts. Equip pyromancy 
flame to produce pyromancy. Attune pyromancies at a bon- 
fire. The strength of a pyromancy depends on the strength 
of one’s pyromancy flame, which can be improved through 
reinforcement 

uy 


ten * Acquisition Starting equipment for the Pyromancer class, given 
by Cornyx of the Great Swamp (Firelink Shrine) after freeing him 
from captivity in the Undead Settlement. 
Flame catalyst used by pyromancers. Equip a pyromancy 
flame to utilize pyromancy. Pyromancies must be attuned at 
a bonfire before use. 
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[ PYROMANCY FL AME 


[Py ROMANCY FLAME 


PYROMANCY FLAME (ASCENDED) 


\ 


Acquisition Created by ascending a +15 standard Pyromancy 

Flame at Quelana of Izalith (Blighttown). 

Pyromancy flame drawing upon the latent power of Quelana 

| of Izalith, mother of pyromancy. For the pyromancer, a flame 
is a precious thing indeed, to be nurtured, often for an entire 

‘lifetime. When the flame is shared, it creates an eternal 

™ bond between the parties. 


TALISMANS 


CANVAS TALISMAN 


Acquisition Starting weapon for the Cleric class, sold by Trusty 
Patches (Firelink Shrine) after defeating Gravelord Nito. 

Medium for casting miracles of the Gods. Canvas Talisman is 
| for clerics on pilgrimage. Equip talisman to cast miracles. At 
; tune miracles from a scroll at a bonfire. Most miracles have 


| limited no. of uses. 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Paladin’s Ashes. 

‘Medium for casting miracles of the Gods. Canvas talismans 
are austere items carried by heralds. Equip a talisman or a 
‘sacred chime to cast miracles. Miracles must be attuned at a 
bonfire before use. 


Ne DARKMOON TALISMAN I 


Acquisition Given after joining the Blade of the Darkmoon cov- 
‘enant and reaching rank +1. 

Medium for casting miracles of the Gods. Granted to Dark- 
moon Blade knights, adherents to the Covenant of the Dark 
Sun Gwyndolin. This talisman demands dutiful faith from its 
owner, but has very high miracle adjustment. 


THOROLUND TALISMAN i 
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Acquisition Sold by Petrus of Thorolund (Firelink Shrine) and 
Trusty Patches (Firelink Shrine). 

Medium for casting miracles of the Gods. This talisman is 
only granted to high-ranking Thorolund clerics. Has high 
miracle adjustment which, thanks to divine protection, is not 
dependent upon faith 


VELKA'S TALISMAN 
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Acquisition Sold by Oswald of Carim (Undead Parish). 
Medium for casting miracles of the Gods. This black tuft of 
hair that serves as a talisman belongs to Velka, Goddess of 
Sin. It casts miracles not by drawing upon faith, but intel- 
ligence. 


IVORY TALISMAN I 
, 9% Acquisition Dropped by Reah of Thorolund, or defeating Petrus of 
! Thorolund efter progressing his quest. n 


Medium for casting miracles of the Gods. Ivory Talismans 
are granted only to female clerics, and their value is affected 
dramatically by their owner's faith. 


SAINT'S TALISMAN Il 


Ye  _—s-_— Acquisition Found on a corpse in the Undead Settlement. 

Medium for casting miracles of the Gods. Ivory talismans 
are given only to women clerics, and faith greatly affects 
their effectiveness. There is a certain frailty to this talisman, 
which undermines the steadfastness granted by its Skill. 


SUNLESS TALISMAN lil 


p | Acquisition Dropped by Sirris of the Sunless Realms (Firelink 

Shrine), found on a corpse in the Cemetery of Ash after progress- 

ing her quest. 

Talisman given to the knights of the Suniess Realms, who 

Serve the nameless moon. Scales with intelligence, which 

a. is rare for a miracie catalyst, but makes it compatible with 
Dark. In the Suniess Realms, this fact is related first as an 


SUNLIGHT TALISMAN I 


Acquisition Dropped by Solaire of Astora. 

Medium for casting miracles of the Gods. The talisman of 
Solaire of Astora, the Knight of Sunlight, is decorated with a 
holy symbol, illustrated by Solaire himself. This talisman is @ 
Projection of Solaire's upstanding, unwavering faith. 


SUNLIGHT TALISMAN Il 


Acquisition Found near a particular pot of Estus Soup in Farron 


The Knight of Suniight’s personal talisman for casting 

miracies of the Gods. The talisman bears the Knight's own 
holy illustration, an emblem of his unwavering faith. Use of 
the talismans Skill fills the user with similar steadfastness. 


Acquisition Found in a chest in Firelink Shrine, sold 
Fsldieripms (Firelink Shutaak ei Rah oftepesters Vinson 
Medium for casting miracies of the Gods. Standard talis- 
man issued to common believers. Equip talisman to cast 
miracles. Attune miracles from a scroll at a bonfire. Most 
aE miracles have limited no. of uses. 


TALISMAN Ill 


} Acquisition Starting equipment for the Herald 
Shrine Handmaid (Firelink Shrine). etre 
; Talisman for casting miracles of the Gods. Once a very com- 
2 mon item among the ranks of the old Way of White. Equip a 
talisman or @ sacred chime to cast miracles. Miracles must 
be attuned at a bonfire before use. 


( WHITE HAIR TALISMAN _ 


ROA Lay 
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Acquisition Found on a corpse in the Smouildering Lake. 
Talisman made from a lock of white hair. This lock of hair 
belonged to a deformed member of the chaos witches, 
mothers of the art of pyromancy. Fashioned into a talisman, 
it enables the wielder to cast both miracies and pyroman- 
cies. 


SACRED CHIMES 


ARCHDRAKE CHIME up 
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Acquisition Sold by Felkin the Outcast (Huntsman’s Copse). 
Sacred chime used by members of the Archdrake Sect of 
Lindelt. A catalyst for miracles and hexes. The land of Lindelt 
is governed by stringent laws, and those who dare dety 
them are punished without mercy. It is often the sinful who 
seek piety, spurred only by a selfish desire for salvation 


( CAITHA’S CHIME _ ia up 
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Acquisition Found in a chest in Drangleic Castle 

Sacred chime blessed by Caitha, goddess of tears, Hex 
dedicated catalyst. Cannot be used to cast miracles. Caitha, 
the goddess of tears, is known as a compassionate being 
that is with us in times of tragedy, but some believe that she 
is a demoness that guides us toward misfortune. 


CAITHA'S CHIME : j ug 
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Acquisition Found on a corpse in the Grand Archives. 

Sacred chime blessed by Caitha, goddess of tears. Rare 
even amongst Carim clerics. Affected by intelligence, a rare 
thing for miracle catalysts, and also agreeable with miracles 
that lean towards the Dark. Its existence is concealed in the 


«. Name of the Archbishop, as it is anathema 


| CHIME OF 
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Acquisition Created by trading the Soul of Nadalia, Bride of Ash 
with Weaponsmith Ornifex (Brightstone Cove Tseldora) 

Sacred chime forged from the soul of Nadalia, Bride of Ash 
Nothing appears sacred about the frightful design of this 
chime, but it does have the benefit of raising one’s faith. The 
oozing, frozen iron forming the bell seems to anticipate 4 
scream. 


| CHIME OF WANT 1 iE) a up 


i, 


- 


Acquisition Created by trading the Soul of Nashandra with Weap- 
onsmith Ornifex (Brightstone Cove Tseldora). 

Sacred chime created from the soul of Nashandra, The old 
‘one of the Abyss was reborn in death, split into miniscule 
fragments, and spread across the land. After taking their 
shapes, they courted monarchs of considerable power, 
which they desired to make their own. 
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CLERIC’S SACRED CHIME ig TH | 
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Acquisition Starting weapon for the Cleric class, found on a 
corpse in Majula, sold by Licia of Lindelt (Heide’s Tower of Flame) 
Most clerics receive this as their first sacred chime. A cata- 
lyst for miracles and hexes. To use miracles, equip a sacred 
chime and attune a miracle at a bonfire. The strength of most 
miracles is affected by the caster's faith. 


CLERIC'S SACRED CHIME 


[ SAINT-TREE BELLVINE 


Starting equipment for the Cleric class, dropped by 
Grave Wardens (Cemetery of Ash/Untended Graves). 
Sacred chime for casting miracles of the Gods. Chimes such 
as these are often given to clerics who become Undead 
Equip a talisman or a sacred chime to cast miracles. 
Miracles must be attuned at a bonfire before use. 


toa r 


CRYSTAL CHIME 
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aie *  Aequisition Found on a corpse in the Cathedral of the Deep. 
Sacred chime for casting miracles of the Gods. A bellvine cut 
from a small saint-tree that has been meticulously tended 
to. Saint-tree belivines are customary in the far north, and 
allow for faster casting than ordinary sacred chimes. 
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Acquisition Found on a corpse in the Grand Archives. 

} Asacred chime, once the possession of Gertrude, the 
Heavenly Daughter, and defiled by the scholars of the Grand 

+ Archives. The power of crystals granted the scholars a de- 

gree of success. In this case, their work enabled this chime 

to be suitable for casting both miracles and sorceries. 


Disc CHIME aE up 


* Requisition Found on a corpse in Grave of Saints. 

; Arare sacred chime of unknown origin. Can be used as a 
shield. This chime, likely brought here by a visiting saint, 
slightly augments the effects of miracles. Use strong attack 
to emit miracles and hexes. 
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{ DRAGON CHIME 
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Acquisition Given by Darkdiver Grandahl after joining the Pil- 
grims of Dark covenant and reaching rank +3, or dropped by him. 


i A sacred chime shaped as a dragon. A catalyst for miracles 
i ;} and hexes. This chime sat long in the Dark Chasm, but still 
{ one senses a sublime purity. Only those with the deepest 
‘ * faith can wield this chime, but they will be rewarded with 
en ~ greatly amplified spells. 


[ Ipov's CHIME f ip up 


PRE + 


i 


Acquisition Given by Licia of Lindelt (Heide’s Tower of Flame) [30 

Faith req.], dropped by her via the Crushed Eye Orb. 

Sacred chime of Licia of Lindelt. A catalyst for miracles and 

; hexes. In any town there will be a few folk with unusual 
urges. They either endeavor to resist these urges, or act 
upon them out of the view of others. The world is not so 

7 welcoming they may bare their souls true. 


PRIEST'S CHIME is up 


Ea t Found in a chest in The Lost Bastille, sold byTitchy 

Gren after joining the Brotherhood of Blood covenant. 

Sacred chime granted to high-ranking clerics. A catalyst 

for miracles and hexes. Drangleic was the home of many 

clerics, but King Vendrick held a lukewarm opinion of their 

- |. Powers, and kept them only as attendants to ceremony. In 
% this sense, Drangleic was not the place for a cleric with any 


ambition. 
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PRIEST'S CHIME i; 


| Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) after first scavenging departure or the Shrine Handmaid 
(Firelink Shrine) after providing Greirat's Ashes. 

Sacred chime for casting miracles of the Gods, of the type 
given to Lothric priests. To cast a miracle, the caster learns 
’ @ tale of the Gods, and says a prayer to be blessed by its 
> revelations. The faith of the supplicant affects the strength 


of the miracle. 
up 


PROTECTIVE CHIME 
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e Acquisition Found in a chest in Majula’s pit. 


Witchtree belivine that sprouts amongst old growth. A 
catalyst for miracles and hexes. Clerics who were ostracized 
devised this as an alternative catalyst for casting miracles. 
Most clerics who are stripped of their status are good-for 
nothings, but among them are powerful spell casters who 
represented real threats to the establishment. Although not 
a proper catalyst, the belivine is quite powerful. 

iy | 
Acquisition Dropped by Company Captain Yorshka (Anor Londo). 
A sacred chime belonging to Yorshka. Her brother, the 
former knight captain, presented her with this medium to- 
gether with another gift: her name. The ringing of the chime 
must have done much to soothe her loneliness. 
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ARROWS 


[ DARK ARROW 


Acquisition Sold by Grave Warden Agdayne (Undead Crypt). 
Arrows imbued with dark flame. Tipped with Dark Pine 
Resin. Weapons fortified with dark are effective against 
those who fear the dark, such as clerics and magical crea- 
tures. Useful in the short term for those who have learned 
no magic, or whose magic is exhausted. 

Ti 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Easterner’s Ashes. 

Ritual arrows said to have been used by savage hunters. 
Inflict dark damage. It is said that these arrows scrape out 
death from their targets, but savages are known to tell tall 
tales. 
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| DARK ARROW 


| FEATHER ARROW 

Acquisition Sold by multiple merchants, found on a corpse in 
Darkroot Basin. 

Red feather arrows of the Lord’s hunters. Their long range 
makes them effective for sniping. 


; 


FEATHER ARROW ug 


' Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Dreamchaser’s Ashes. 

Red feathered arrows used by hunters. Their long range 
makes them ideal for distant targets. Simultaneously equip 
, uP to two types of arrows, and switch between them as 


Ry 


ies Acquisition Found in a chest in Iron Keep. 

i j} Sacred chime commonly used by clerics of Lindelt. A 
ia } catalyst for miracles and hexes. A sacred chime serves to 
} conduct the power of miracles, but in the past, something 


entirely different served the same purpose. 


i} 
IS 


SACRED CHIME OF FILIANORE Ill DLC2 9} 


a 1 Acquisition Given by Shira, Knight of Filianore (The Ringed City) 

fter progressing her quest and choosing the “Accept the request” 

; dialogue option. 

| Asacred chime blessed by Princess Filianore, matriarch of 
the church. Filianore’s favor Knows no boundaries, and this 
sacred chime expands the range of vicinity-affecting miracles 

> that heal, cure, or provide other enhancements. 


i 
ey 
tie 
§ 


beh 


oa cen 


beh Ae needed. 

[ FIRE ARROW I } 
rane ' Acquisition Sold by the Undead Female Merchant (Undead Burg). 
} Arrows fired with flaming tips. Inflicts fire damage. 


i 
. 


FIRE ARROW Il 


Acquisition Weaponsmith Ornifex (Brightstone Cove 
Gelacral tod ors cores i ere Forest of Fellon Ghent and 
tron Keep. 

Arrows imbued with fire. Tipped with Charcoal Pine Resin. 
Weapons fortified with fire are effective against against foes 
vulnerable to magic and fire, such as Undead or beasts. Use- 
ful in the short term for those who have learned no magic, 
or whose magic is exhausted. 


FIRE ARROW lll 
Acquisition Sold Greirat of the Undead Settlement (Firelink 
Shrine) Brive Shrine Hendnsetd (Firelink Shrine) after providing 
Greirat's Ashes, dropped by bow-wielding Skeletons and Carthus 
Warriors (Catacombs of Carthus). 

Shoot arrows with burning tips dealing fire damage. 
Simultaneously equip up to two types of arrows, and switch 


[ MOONLIGHT ARROW ll q 

te ay | 1 Sold by Greirat of the Undead Settlement (Firelink 

f Shrine) after second scavenging departure or the Shrine Hand- 
maid (Firelink Shrine) after providing Greirat’s Ashes, found on a 

; corpse in Anor Londo. 

i Magical arrows said to have been used by the Darkmoon 

Knights. imbued with a silver light, these arrows inflict 

magic damage. It is said that long ago the God of the 

Darkmoon Gwyndolin wielded these arrows with a matching 

golden bow. 


. - - . : 
| POISON ARROW i i 


Ess } Aequisition Sold by the Undead Female Merchant (Undead Burg) 
} Arrow with point dipped in poison. Ensures the demise of 
>) prey in a hunt, or the target in an assassination. Once an 

} enemy is poisoned, one need only wait 


} 
4 See 


between them as needed. 
up 


uf 


[ POISON ARROW 


| IRON ARROW 
Hand McDuff tthe Lost Bastille), dropped by Verangian Sailors 
bow-wielding Maniki: 


Sold by Blacksmith Lenigrast (Majula) and Steady 
(No-man’s Wharf) and ins (Earthen Peak). 


Standard arrows made of iron. Sturdy arrows that pierce ef- 
fectively. Iron arrows are powerful, but not cheap. Be certain 
not to overuse them. 


LACERATING ARROW 


* Acquisition Sold by Lonesome Gavian, found on a corpse in The 
Gutter, dropped by bow-wielding Rogues (Huntsman’s Copse) 

| Arrows imbued with poison. Tipped with Rotten Pine Resin. 
} Poisoned foes slowly lose HP over time 


{ 
i . 


tog 
t \ 


ee. 


Acquisition Found on a corpse in Brightstone Cove Tseldora, 
found on a corpse in Huntsman's Copse [SotFS]. 

Arrows that cause bleeding. Tipped with finely sharpened 
arrow heads. Bleeding foes’ max HP is lowered. 


POISON ARROW 
t Sold by Unbreakable Patches (Firelink Shrine) or the 


; Arrows with poisoned tips. inflict poison damage that gradu- 
} ally wears down foes. 


se - 


teow + 

fj Shrine Handmaid (Firelink Shrine) after providing Patches’ Ashes. 
{ 

i 

{ 

‘ 


STANDARD ARROW _ 


ip 
Acquisition Sold by multiple merchants. 
@ shorter range. 


LARGE ARROW Ill 


f Acquisition Sold by multiple merchants. 


Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) or the Shrine Handmaid (Firelink Shrine) after providing 
Greirat’s Ashes. 


Large, more powerful arrows with a shorter range due to 
their weight. Simultaneously equip up to two types of ar 
rows, and switch between them as needed. 


LIGHTNING ARROW Il 


Seat 
t Standard arrow. Arrows must be equipped to be fired 

' 

i 

[ STANDARDARROW 0 | 


Sold by Greirat of the Undead Settlement (Firelink 
Shrine) or the Shrine Handmaid (Firelink Shrine) after providing 
Greirat’s Ashes, found on a corpse in the High Wall of Lothric. 
Standard arrows used with bows. Simultaneously equip 
up to two types of arrows, and switch between them as 
needed. 

| 


egos! 


Acquisition Sold by Chancellor Wellager (Drangleic Castle). 
Weapons fortified with lightning are effective against foes re- 
sistant to magic and fire. Useful in the short term for those 
who have learned no magic, or whose magic is exhausted. 


MAGIC ARROW Il 


Acquisition Sold by Chancellor Wellager (Drangleic Castie). 
against heavily armored foes or creatures with thick scales. 
Useful in the short term for those who have learned no 
magic, or whose magic is exhausted. 


Acquisition Sold by the Giant Blacksmith (Anor Londo). 

Arrow granted to those bound by Covenant to the Dark Sun 
Gwyndolin, Lord Gwyn’s lastborn. Moonlight Arrows glow 
silver, and inflict magic damage. 


Acquisition Starting item for the Bandit class, sold by Blacksmith 
Lenigrast (Majula) and Steady Hand McDuff (The Lost Bastille), 
dropped by various enemies. 

Inexpensive wooden arrows. Easily acquired, but not very 
threatening. Bows are excellent tools for attacking foes from 
a safe distance, but require the equipping of some type of 
arrow. 


Woop ARROW ao 


9f Acquisition Sold by the Shrine Handmaid (Firelink Shrine). 

1) Inexpensive wooden arrows. Weaker arrows that can be eas- 
ily purchased in bulk. Simultaneously equip up to two types 
of arrows, and switch between them as needed. 


WOODEN ARROW i neler | } 
pees (Acquisition Solid by multiple merchants. 

Standard arrow. These arrows do not fly particularly far, nor 
do they inflict a terrible amount of damage, but their cheap 
cost makes them useful when volume is required. 


GREATARROWS 


{ DESTRUCTIVE GREATARROW SS aSanEEaEnenianaae ip 
Acquisition Sold by Vengarl of Forossa (Shaded Woods) and Royal 


t } 

| Sorcerer Naviaan (Aldia’s Keep), dropped by greatbow-wielding 

Alonne Knights and Alonne Knight Captains (Iron Keep). 

: Greatarrows with intricately crafted tips. Designed to de- 

{ stroy equipment with impact. Bravery does not necessarily 
entail going head-on with a foe, especially if they have better 

™ armor than you. Use these arrows, and grind them down 

from afar. 


[ DRAGONSLAYER ARROW 


ten biomass Sold by the Giant Blacksmith (Anor Londo), found on 
a corpse in Anor Londo, dropped by Silver Knights (Anor Londo). 
fie »| Giant dragon-hunting arrows, resembling iron spears. Used 
by Hawkeye Gough and his Dragonslayers, they puncture 
human flesh easily. Dragonslayer Arrows can only be used 
with the Dragonslayer Greatbow, and vice-versa. 


f DRAGONSLAYER GREATARROW 1g 

Acquisition Sold by Greirat of the Undead Settlement (Fire- 

i link Shrine) after second scavenging departure or the Shrine 
Handmaid (Firelink Shrine) after providing Greirat’s Ashes, found 

‘on a corpse in Irithyll of the Boreal Valley, dropped by greatbow- 

wielding Silver Knights (irithyll of the Boreal Valley). 

Large spearlike arrows created by the giant blacksmith of 

the gods. Can only be used with greatbows. These large ar 

rows were said to have been used by dragon hunters during 


the age of the gods. Easily pierces human flesh. 
DRAGONSLAYER L IGH TNING ARROW Ill 3 
Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) after second scavenging departure or the Shrine Hand- 
maid (Firelink Shrine) after providing Greirat’s Ashes, found in a 
7 Mimic chest in Irithyll Dungeon. 
; Large spearlike arrows enveloped in lightning created by 
the giant blacksmith of the gods. Can only be used with 


+ greatbows. Lightning has been a weapon of dragonslayers 
ever since the time of Gwyn, the First Lord. 


FIRE GREATARROW __ py BSS 


tj + equisition Sold by Royal Sorcerer Naviaan (Aldia’s Keep). 

t | Greatarrows imbued with fire. Tipped with Charcoal Pine 

{ Resin. Weapons fortified with fire are effective against 

t } against foes vulnerable to fire, such as Undead or beasts. If 
t you require magic but have learned none yourself, these will 
serve you well. 


SOS, . 


in Sold by Hawkeye Gough (near Battle of Stoicism 
Gazebo), found on corpses in Royal Wood. 
Great arrow used by Hawkeye Gough, one of Lord Gwyn’'s 
} Four Knights, for dragon slaying. Requires Greatbow. Gough 
personally crafts each stone tip, and wraps the shaft tightly 
with tree bark 


sarees 


IRON G REATARROW - 
! Acquisition Sold by Steady Hand McDuff (The Lost Bastille), 
dropped by greatbow-wielding Alonne Knights (Iron Keep). 
Standard greatarrows made of iron. More effective than 
} wooden greatarrows, but considerably heavier. 


- 


LIGHTNING GREATARROW 


up 
* Aequisition Sold by fata Sorcerer Naviaan (Aldia’s Keep). 
} Greatarrows imbued with lightning. Tipped with Gold Pine 
Resin. Weapons fortified with lightning are effective against 
i foes resistant to magic and fire. If you require magic but 
have learned none yourself, these will serve you well. 


kampermnesct (—) ecenene= 


MILLWOOD GREATARROW 
i) *  Aequisition Found on a corpse in the Painted World of Ariandel, 


_ i DLC 


sold by the Shrine Handmaid (Firelink Shrine) after providing her 

the Captain's Ashes. 

Heavy, sturdy greatarrows made of black oak that deal heavy 

damage but have limited range. Can only be fired using a 

greatbow. It is said that the Millwood Knights used these to 
~ face their sworn enemy, the Abyss Dragon. 


( ONISLAYER GREATARROW 


a 4 Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 


providing her the Easterner’s Ashes, found on a corpse in the 
Profaned Capital. 
Large arrows used to destroy giant horned oni in an eastern 
land. Can only be used with greatbows. Made from the 
feathers of an aged crow, it is said that these arrows fly as 
~ straight as their master. 
~ DARK BOLT | up 
Acquisition Sold by Grave Warden Agdayne (Undead Crypt). 
Bolt imbued with dark flame. Tipped with Dark Pine Resin 
Weapons fortified with dark are effective against those who 
fear the dark, such as clerics and magical creatures. Cross- 
bows and specialized bolts allow warriors with low dexterity 


to inflict elemental damage. 


BOLTS 


EXPLODING BOLT 


T /. " Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 


providing her Greirat’s Ashes when he departs for third time scav- 
enging, found on a corpse in the Cathedral of the Deep. 
Bolts that explode on impact. Deals area fire damage in the 
immediate vicinity. Due to the risk of detonation, the amount 

[ F IRE BOL T 

[H EAVY BOLT 


of bolts the user can carry is greatly limited. These are, after 


ail, prototypes created by the weapon craftsman Edmond. 
[t HEAVY BOLT 


You get what you pay for. 
i _up 
| are * Requisition Sold by Blacksmith Lenigrast (Majuta) and Steady 

f Hand McDuff (The Lost Bastille), found in a chest inThe Lost 
Bastille, Earthen Peak and Undead Crypt. 

i Standard crossbow bolts made of iron. Effective at piercing 
enemies. Very effective in ranged attacks, though somewhat 


expensive to use willy-nilly. 
Ty | 


[Heaw to BOER! Fiat 


Acquisition Sold by Greirat of the Undead Settlement (Firelink 
j Shrine) after first scavenging departure or the Shrine Handmaid 
. .  (Firelink Shrine) after providing Greirat’s Ashes, dropped by 
: ' Devouts (Cathedral of the Deep) and Cathedral Knights (Cathedral 
| of the Deep). 
| Large, more powerful bolts with a shorter range due to their 
+ weight. Simultaneously equip up to two types of bolts, and 
switch between them as needed. 


Acquisition Sold by Weaponsmith Ornifex (Brightstone Cove 

Tseldora) 

Bolt imbued with fire. Tipped with Charcoal Pine Resin. 

Weapons fortified with fire are effective against foes vulner 
able to fire, such as Undead or beasts. Crossbows and 

specialized bolts allow warriors with low dexterity to inflict 

elemental damage. 


fecslakion Sold by multiple merchants. 
Large bolt. Used mainly with the Heavy Crossbow. These 
weighty bolts inflict high damage, but have reduced range. 
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LIGHTNING BOLT I 


: “s Acquisition Sold by the Giant Blacksmith (Anor Londo). 
5 Special bolts imbued with lightning, crafted by the giant 

blacksmith of Anor Londo. The giant blacksmith has never 
seen a crossbow, but remembers the specifications of the 


Woop BOLT ET } 


Sry * Acquisition Sold by multiple merchants 
i } Basic wood bolt. These bolts do not fly particularly far, nor do 
t they inflict a terrible amount of damage, but their cheap cost 
t 


} makes them useful when volume is required 


i up 


bolts requested by ancient warriors. 
I i 


| LIGHTNING BOLT 
hs Acquisition Sold by Chancellor Wellager (Drangleic Castle). 
yf Bolt imbued with lightning. Tipped with Gold Pine Resin. 
tage . Weapons fortified with lightning are effective against 
foes that are resistant to magic and fire. Crossbows and 
specialized bolts allow warriors with low dexterity to inflict 


LIGHTNING BOLT Ill 


We Acquisition Sold by Greirat of the Undead Settlement (Firelink 


» | Shrine) after second scavenging departure or the Shrine Hand- 

. maid (Firelink Shrine) after providing Greirat's Ashes, found on a 

1g | corpse in irithylt Dungeon. 

18 * Bolts imbued with lightning created by the giant blacksmith 

vr of the gods. However, the gods never used crossbows. 

"+ These bolts are likely artifacts of the dragonless era, when 
the pact between gods and humans was upheld. 


MAGIC BOLT Il 


Acquisition Soild by Chancellor Wellager (Drangleic Castile), found 
in 8 chest in Shaded Woods. 

Bolt imbued with magic. Tipped with Aromatic Ooze. Weap- 
‘ons fortified with magic are particularly effective against 
heavily armored foes or creatures with thick scales. Cross- 
bows and specialized bolts allow warriors with low dexterity 


to inflict elemental damage. 
_ if 


| SNIPER BOLT 


Acquisition Sold by multiple merchants, found on a corpse in 
‘Sen’s Fortress. 


Red feather bolts used with the Sniper Crossbow. Their long 
range makes them effective for sniping. 


SNIPER BOLT Ty 


Acquisition Sold by Greirat of the Undead Settlement (Firelink 

Shrine) after first departure or the Shrine Handmaid 

(Firelink Shrine) after providing Greirat’s Ashes. 

Red feathered bolts used by snipers of Carim Their long 

frange makes them ideal for distant targets. Though typically 

AN used with Sniper Crossbows in Carim, these arrows can still 
be used with any kind of crossbow. 


[ SPLINTERING BOLT TT | 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 

Providing her Greirat's Ashes when he departs for third time 

scavenging. 

Bolts that explode immediately after being shot. Makes 

unusual shots possible, and releases splinters that cause im- 

“4 mense bleeding. These are, after all, prototypes created by 
the weapon craftsman Edmond. You get what you pay for. 


STANDARD BOLT I 


Acquisition Sold by mu! found 
vty tiple merchants, on a corpse in 

5 Standard crossbow bolt. Used mainly with the Light Cross- 
a bow. Equip crossbow with a bolt to fire. 


STANDARD BOLT lll 


Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) or the Shrine Handmaid (Firelink Shrine) after providing 
Greirat’s Ashes, dropped by Hollow Soldiers. 

Standard bolts used with crossbows. Simultaneously equip 
up to two types of bolts, and switch between them as 
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ees © Acquisition Sold by Blacksmith Lenigrast (Majula) and Steady 

f , Hand McDuff (The Lost Bastille), found on a corpse in the Forest 

} of Fallen Giants. 

; | Inexpensive wooden bolts. Not very intimidating, but highly 
j portable. Use of a crossbow requires the equipping of bolts 
{ * which are shorter than arrows 


WOOD BOLT Sn iw ny 
elie Acquisition Sold by the Shrine Handmaid (Firelink Shrine) 


t } Inexpensive wooden bolts. Weaker bolts that can be easily 
{ } purchased in bulk. Simultaneously equip up to two types of 
‘ } bolts, and switch between them as needed 


MISC. EQUIPMENT 


BINOCULARS Cli er Ie 


TERN Acquisition Available as starting gift, found on a corpse in Firelink 
f } Shrine. 
{ Binoculars made of brass. Use to peer at distant scenery. 
| This advanced device was built by a famous craftsman of 
j Astora. Its utility is singular, but its applications many. The 
4 value of these specs depends greatly on the imagination of 
their owner. 


{ BINOCULARS ee iT 


te rm * Acquisition Found on a corpse in Majula. 

i } Binoculars are used to peer at distant sights. Equip in place 
{ } Of 8 weapon to use. A rare tool crafted in Volgen. These 

t } won't help you in battle, but with a little creativity, can be put 


{ , to good use. 

SCs 

| BINOCULARS ny 
Graze Acquisition Found on a corpse in the High Wall of Lothric. 

i i Binoculars made of brass. Use to peer at distant scenery 

{ } Their utility is singular, but applications many. The value of 

' } these specs depends greatly on the imagination of their 

t } Owner. 


1} RO, 


{ FOLLOWER TORCH aa “ll Dici 


TDIARIT Acquisition Found on 2 corpse in the Painted World of Ariandel 
' } An offensive torch used by the Farron Followers. Provides 
| 
i 
i 


| light and doubles as a weapon. Some forms of the Abyss 
} manifest as pus within the body, treated from ancient times 
with fire. 


Se 
[ SKULL LANTERN i i} 
Paes? 1 Acquisition Found on a corpse in Tomb of the Giants, dropped by 


{ ; Necromancers (Catacombs). 

{ _ | Skull Lantern of the Catacombs necromancer. Droops from 
{ } his long beard locks. This lantern alights the Tomb of the Gi- 
i 


ants, Nito’s light-devouring domain of death. Also serves as 
8 fire damage strike weapon. 


(Ttorcx i ~- 


TIGA Acquisition Sold by the Shrine Handmaid (Firelink Shrine). 

i i Asimple, makeshift torch made from an oily rag wrapped 
‘ } around the end of a stick. Torches such as these are the 
bie } easiest way to illuminate one’s surroundings, but their use 
| 


comes at the cost of occupying a hand that would otherwise 
be free. Can be used as a rudimentary weapon to inflict fire 
damage. It possesses no Skill, being an ordinary, basic tool. 


rat 2 
| CRIMSON 


RMA 


SMALL SHIELDS 


{ BENHART SPARMA 0 | 


* Acquisition Given by Benhart of Jugo (Memory of Orro) surviving 
at least three boss encounters once summoned, sold by Merchant 
Hag Melentia (Majula) after defeating Benhart. 

Small shield of Benhart of Jugo. This parma, emblazoned 

i with a family crest of some sort, has clearly been around for 

several generations, but has no special value 


[ BUCKLE R- I } 
Ene Sold by Undead Male Merchant (Undead Burg), 
j dropped by Balder Knights (Undead Parish/Sen’s Fortress). 
Very small round metal shield. Parry attacks with large 
center protrusion. Small shields are always less stable, but 
{ landing critical hits after parry is easier. This shield is special- 
ized for parrying ~ 
[ BUCKLER up 
Tee r Acquisition | Found on a corpse in the Forest of Falien Giants. 
| } A traditional small metal shield. Small shields are very light 
and easy to use, but have low stability when attacked. The soma 
center of a buckler is convex, designed to brush attacks ee. aie 
t aside, making parrying easier. + 
{ BUCKLER i | 
sae ' Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) or the Shrine Handmaid (Firelink Shrine) after providing 


Greirat’s Ashes. 
A very small round metal shield. It features a large central 
protrusion designed for parrying attacks. 


WF ome 


[ CaDucEus ROUND SHIELD 


ea 


renee ROUND SHIELD 


tare } 


Acquisition Found on a corpse in Firelink Shrine. 

Round wooden shield crafted in Lordran. Decorated by an 

ancient blue Caduceus. The giant trees in Lordran are distant 
offspring of the great stone archtrees. This shield inherits 

their properties, and the wood greatly reduces magic dam- & 


. age. 
va 


Acquisition Starting equipment for the Pyromancer class, found 
on a corpse in the Undead Settlement. 


Standard round wooden shield. It is decorated with twin 


{c RYSTAL RING SHIELD 


( CURSED BONE ‘SHIELD | 


DRAGC NHEAD SHIEL D 


(EAS TERN IRON SHIELD 


Found in a chest in pathway connecting Majula and 
Heide’s Tower of Flame. 
A standard wooden parma. The fancy name and nifty paint 
are surely a merchant's efforts to make this very ordinary 


shield more attractive. 

ng 
Acquisition Sold by the Shrine Handmaid (Firelink Shrine). 
Standard round wooden shield. It is daubed with a red paint 
that symbolizes the blood of warriors. Wooden shields are 
light, manageable, and offer relatively high magic absorption. 


Created by ascending a +10 shield with the Soul of 
the Moonlight Butterfly, at the Giant Blacksmith (Anor Londo). 
Weapon born from the mystical creature of the Darkroot 
Garden, the Moonlight Butterfly. imbued with a powerful 
crystal power, like the butterfly created by Seath the Scale- 
less. Can emit crystal light rings. 
up 


Acquisition Dropped by Merciless Roenna (Huntsman’s Copse), 
dropped by the Prowling Magus (Shrine of Amana). 

Smail shield used by Aldian warlocks. Reinforced by a 
covert ritual that granted the shield the power of flame. Can 
deflect spells by parrying. The peculiar figure known as Lord 
Aldia kept Giants in his manor, and attempted to recreate a 
dragon, but after some time, was not heard from again. 


1 DLC29 


Acquisition Found on a corpse in The Ringed City. 
This shield, as hard as a great boulder, is formed by the head 
of the descendant of an Archdragon. The Ringed Knights, by 
command of the gods, stood amongst the ranks who set 
out to slay the dragons, but their contributions were never 


lauded 
my 


Acquisition Soid by the Shrine Handmaid (Firelink Shrine) after 
providing her the Easterner’s Ashes. 


A thick, round metal shield decorated with the unique crest 


snakes, an ancient symbol of the Great Swamp. Wooden f 
shields are light, manageable, and offer relatively high magic 


| EFFIGY (SHIELD 


of an eastern land. Heaviest of the smail shields, it is impres- 


: iss | 


Acquisition Dropped by Hollow Priestesses (Dragon Shrine), 
dropped by Peculiar Kindalur (Shrine of Amana), found in a chest 
in the Cathedral of Blue [SotFS}. 


hadi 


sively weighty and thus able to deflect attacks with ease. 

iy 
Acquisition Found on a corpse in Tomb of the Giants. 
Frightful occult shield. Defends against divine weapons and 
lightning. In an ill-fated plot to destroy the very gods, the 
followers of the occult once attempted to steal the power of 


A parma used by clerics on pilgrimage. Enchanted with a 
somewhat fragile blessing that allows spells to be deflected l 


ELKHORN ROUND SHIELD 


Gravelord Nito, the first of the dead. 
it ug 


by parrying. Unfortunately, the shield provides very little yc } 
physical defense, and is more of a lucky charm than a proper 
shield. 


up ; 


Acquisition Found on a corpse in Brightstone Cove Tseldora. 


vou SMALL SHIELD _ 


aon } 


Acquisition Soild by Greirat of the Undead Settlement (Firelink 
Shrine) or the Shrine Handmaid (Firelink Shrine) after providing 
Greirat's Ashes. 

Standard round wooden shield. The biue antlers are reminis- 
cent of designs found in Mirrah. Wooden shields are light, 
manageable, and offer relatively high magic absorption. 


A small shield used by clerics on pilgrimage. Enchanted 
with a somewhat fragile blessing that allows spells to be 


| FOOT SOLDIER SHIELD 


ae 


t 
deflected by parrying. Specially-crafted to provide extra 
durability and some level of physical defense. 

| CRACKED SROUND SHIELD 


: es " 
+ Acquisition Starting equipment for the Pyromancer class, 
dropped by Hollow Warriors (Firelink Shrine/Undead Burg). 


; 
I j ; 
l ' fo) ' 
Round wooden shield. Cracked and nearly broken. Wood 


shields are lighter than metal shields, but this one has lower 
physical damage reduction stability, partly due to cracking. 


a= 


Acquisition Dropped by shield-wielding Hollow Infantry (Forest of 
Falien Giants/No-man's Wharf) and Skeletons. 

A smail shield used by Drangleic foot soldiers. A clearly 
makeshift shield that does not offer significant defense. The 
only advantage of this shield is that it makes parrying easier. 
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GHRU ROTSHIELD lil 


by spear-wielding Ghrus (Farron Keep/ 
Sroulderng Lake) 
A rotting makeshift shield scavenged by the forest-dwelling 
Ghrus. Barely effective as a shield. However, its rotten state 
has made it poisonous, and resistant to other poisons as a 
result. 


{ LLEWELLYN SHIELD ie | 
pares | Aequisition Dropped by Horace the Hushed 

j Metal shield crafted by the great smith. Fashioned from rare 
{ geisteel, it excels at various types of damage absorption 

{ , 


Hees + 


GOLDEN FALCON SHIELD Il 


Acquisition Found on a corpse in the Shaded Woods, dropped 
by Falconers (Things Betwixt) from NG+ onwards or (Shrine of 
Winter/Brightstone Cove Tseldora) [SotFS]. 

Small shield used by Voigen Faiconers. Appears like a glis- 
tening gold faicon from afar. Domestic Volgen soldiers are 
infamously timid, so it is no wonder that this fierce band of 
mercenary falconers was hired to compensate. The falcon- 
ers are rumored to be untrusting of others, and demanding 
of prompt, full payment. But no wonder; they deliver much 
more than they are paid, and are well aware of it. 


GOLDEN FALCON SHIELD Ill 


Acquisition Found on a corpse on the Road of Sacrifices. 

A metal shield fashioned in the form of a falcon with wings 
outstretched. The golden falcon was the emblem of an 
ancient band of seliswords, and even to this day, many mer 
cenaries remain who look upon it as a token of good fortune. 


lil 
After defeating the Abyss Watchers (Farron Keep), 


Acquisition 
found at 8 particular grave at the Cemetery of Ash after Hawkhood 
the Deserter leaves Firelink Shrine, or after defeating him. 
Shield that belonged to Hawkwood, a deserter from the 
Undead Legion. The unique swordsmanship of the Watchers 
does not normally allow for the use of shields, and Hawk- 
wood's very possession of it was telltale of his defeat. 
IRON PARMA up 
Acquisition Starting equipment for the Warrior class, sold by 
Maughlin the Armorer (Majula). 
A small shield made of iron. The unusual design suggests a 
foreign origin. Lightweight despite its iron construction, and 
Sturdy despite its small size, but not sufficient to protect one 
from real danger. 
i 
Acquisition Starting equipment for the Thief class, dropped by 
; Hollow Soldiers (High Wall of Lothric/Lothric 
An orthodox, round smail shield made from metal. Small 
shields offer little absorption and stability, but they 
are lightweight and ideal for parrying. 


Acquisition Starting equipment for the Wanderer class, sold 
Undead Male Merchant (Undead Burg). z 
Round leather-covered shield. A standard, widely-used 
shield. Small shields are always less stable, but landing criti- 
cal hits after parry is easier. 


| Acquisition Starti lipment for the Sorcerer 

Shrine Handmaid (Fireling Shrine). bapeelacth wis 
An orthodox, round small shield covered with leather. Small 
shields offer little damage absorption or stability, but they 
are lightweight and make ideal instruments for parrying. 


Acquisition Dropped by Stone Soldiers (Drangleic Castie). 

A small shield fashioned from rare geisteel. A masterpiece 
of the great blacksmith Llewellyn that he brought along as a 
gift when he left Mirrah for Drangleic. 


[ MAGIC SHIELD 


| 

bh aae © Acquisition Dropped by Leydia Pyromancers (Undead Crypt) 
; } Small shield used by Leydia apostles. imbued with a special 
{ magic that allows spells to be deflected by parrying. The 
| Leydia apostles were inhabitants of the Undead Crypt, but 
failed to treat death with the proper respect. As punishment 
they were denied peaceful deaths 

uj 


i ) Ashield used by the manikins of Harvest Valley. The peculiar 
{ } art of puppetry is a vestige of the two lost lands. The Queen 
{ 
i 


MANI t 3 


} entranced by poison, used it to beckon unknowing souls to 
the defiled valley. 


Sires, 
PHOENIX PARMA 


tece ; 
{ } 


uf 
Acquisition Found in a chest in Iron Keep. 
Asmall shield decorated with a phoenix. The sea of flame 
{ } that swallowed the Iron Keep took this shield as well, but 
{ } when it was retrieved it was mysteriously unscathed, save a 
t , degree of discoloration. 


SIE FIER. 
PLANK SHIELD a | 
mete Acquisition Starting equipment for the Deprived class, found on a 


corpse in Blighttown. 
f | Makeshift shield built from wood planks. Provides minimal 
} protection, but at a cost of moderate humiliation 


[ PLANK SHIELD _ 
Purest 


Ti | 
Acquisition Starting equipment for the Deprived class, found 
; Of a corpse in the Undead Settlement, dropped by Large Hollow 
Soldiers (Undead Settlement). 
Makeshift shield cobbled together from wooden planks. 
Provides minimal protection, and at the cost of moderate 


i 
{ 
: humiliation. 


[ RED AND WHITE ROUND SHIELD 


meet 


ip 
Acquisition Dropped by faichion- and scimitar-and-shield wielding 
Skeletons (Firelink Shrine/The Catacombs). 
Round wooden shield crafted in Lordran featuring an impres- 
} sive red and white design. The giant trees in Lordran are 
distant offspring of the great stone archtrees. This shield 
a inherits their properties, and the wood greatly reduces 
magic damage. 
i i | 


[ RED AND WHITE ROUND SHIELD i BS 


‘eae: * Acquisition Found on a corpse in the Undead Settiement 
t i Standard round wooden shield. It features a striking red and 
white design. Wooden shields are light, manageable, and 


[ 
} | offer relatively high magic absorption 
ul 


| 


SACRED BLOOM SHIELD 


1 = Paola 1 Acquisition Found on a corpse in Lothric Castle. 
{ } A treasured antique of the Way of White, known to some as 
j } the Sorcerer's Bane. The large blossom design that graces 
} the shield is said to be a sacred flame, and the shield is 
i " P 1 blessed with high magic protection. 
Breit A Sa 


{ SANCTUM SHIELD i DLC1 jl 


i" } 
2 
7 

SMALL LEATHER SHIELD if 


a 


{ SMALL LEATHER SHIELD 


- - } 


Acquisition Found in a chest in Dragon's Sanctum. 

A shield with a curious design. One of the treasures of the 
Sunken King. A mixture of mystical tree branch and sacred 
chime iron allows this shield to serve as a catalyst for 
miracles and sorceries. Most of the miracles and sorceries 
created in the Sanctum City were lost, but the quality of 
their armor and shields suggests highly advanced craftsman- 
ship 


Acquisition Starting equipment for the Sorcerer class, sold by 
Undead Male Merchant (Undead Burg). 


Small, leather-covered round shield, reinforced in critical 
spots with metal. Small shields are always less stable, but 
landing critical hits after parry is easier. 


up 
Acquisition Found in a chest in the Forest of Fallen Giants. 
Small, leather-covered shield. A particularly traditional type of 
small shield. Small shields are very light and easy to use, but 
not very stable when attacked 


[ SMALL LEATHER SHIELD ig 
| * Acquisition Found on a corpse in the Undead Settlement, 


dropped by hatchet-wielding Man-Serpents (Archdragon Peak) 
A small, leathercovered round shield. It features a large 
central protrusion designed for parrying attacks, 


@ 
t 


[ SUNLIGHT 


+= - } 


Acquisition Given after joining the Heirs of the Sun covenant and 
reaching rank +1. 

A small shield depicting a hero of yore. Perhaps these famed 
champions are no more, or perhaps they have no desire 
appear in public view. But their very absence has made tales 
of their brave deeds all the more alluring, and this shield 
memorializes one of their brethren. 


PARMA 


[ TARGET SHIELD 
tenins + 


} 


Acquisition Starting equipment for the Thief class, found on a 

corpse in Undead Burg, dropped by Hollow Thieves (Undead 

Burg). 

Small round metal shield. Four protrusions used to parry 

i attacks. Small shields are always less stable, but landing 
critical hits after parry is easier. This shield is specialized for 


™ parrying. 
up 


(TARGET SHIELD 

Pes + Acquisition Found in a chest inThe Lost Bastille. 

i } Small metal shield with protrusions. Small shields are very 

H light and easy to use, but are not very stable when attacked. 
The protrusions on the center of the shield are designed to 

t brush attacks aside and make parrying easier. 


$a + 
i , Greirat of the Undead Settlement (Firelink Shrine) after first scav- 
f enging departure or the Shrine Handmaid (Firelink Shrine) after 
i providing Greirat’s Ashes. 
f Asmall, round metal shield. The four distinctive protrusions 
' ! are designed to brush attacks aside, making it ideal for 
, > parrying. 
GRESSOR'S LEATHER SHIELD cites (3 a | 
Tigmeteet Acquisition Sold by Chancellor Wellager (Drangleic Castle) after 
defeating the Looking Glass Knight (King’s Passage), part of Black 
Armor Weapons Pack DLC. 
; Ashield enwreathed in a matte blackness. Found in the 

heart of the Dark Chasm. No one knows what lies beyond 
' the dark passages found across Drangleic, but perhaps they 
~ are better left undisturbed. 


Acquisition Dropped by Varangian Sailors (No-man’s Wharf). 
Small Varangian shield engraved with a strange pattern. A 
former king launched a campaign to capture these terrors of 
the high seas, but rather than imprison them, forced them 
into hard labor at No-man’s Wharf. 


[ VARANGIAN SHIELD 


WARRIOR'S ROUND SHIELD 


s 


WARRIOR'S ROUND SHIELD 


Acquisition Sold by Undead Male Merchant (Undead Burg). 
Round wooden shield crafted in Lordran. Decorated with 
the ancient Labrys axe. The giant trees in Lordran are distant 
offspring of the great stone archtrees. This shield inherits 
their properties, and the wood reduces magic damage. 


t Acquisition Sold by the Shrine Handmaid (Firelink Shrine). 
Standard round wooden shield. It bears a double-biaded axe, 
the mark of a warrior. Wooden shields are light, manageable, 
and offer relatively high magic absorption 


WATCHER'SS SHIELD 


Acquisition Created by trading the Throne Watcher Soul with 
Weaponsmith Ornifex (Brightstone Cove Tseldora) 

Smail shield used by the Throne Watcher. Made from an old 
sacred chime. The Watcher has stood by the throne for ages. 
Will his wishes be fulfilled? 


SHIELDS 
i i Soeur ee 


ARCH DRAKE SHIE LD 


Acquisition Found on a corpse in The Lost Bastille. 
Shield of the Archdrake sect of Lindelt. The dragon was 
engraved for ritual purposes, but the shield itself is highly 
functional. The secrets of Lindelt rituals are protected by the 
Archdrake sect, and only a select few are given access to 
their canon of knowledge, which includes the truthful origins 
of the Archdrake sect itself. 

a. 


| BALDER SHIELD 
ea ” Acquisition Sold by the Crestfailen Merchant (Sen's Fortress), 


P A dropped by Baider Knights (Undead Parish/Sen’s Fortress). 


Shield of the knights of the ancient kingdom of Baider. 
Tweaked for improved stability. Baider was the home of 
Knight King Rendal, but the kingdom was reduced to ruins 
after a widespread outbreak of Undead. 

BELL KEEPER SHIELD uj 
T "Acquisition Dropped by enemy Bell Keepers (Belfry Sol/Belfry 
Luna) and Enhanced Undead (Sinner's Rise). 

A wooden parma issued to bell keepers. Very light, and 
requiring hardly any strength. The bells symbolize forbidden 
love; the bell keepers, their faithful guardians, everready to 


annihilate trespassers. They will stand watch, for ever and 
~ ever, these determined, if ill-fated, marionettes. 
iy ary 
BLACK DRAGON 


SHIELD IL } 


rook ay” " Acquisition Dropped by sword- and warpick-wielding Dragon 
j Knights (Dragon Shrine). 

A shield that appears in ancient legends. Strangely shaped, 
} and said to be crafted from the talons of the black dragon. 
The legend of the pale dragon is told in various locales, but 
each account is fragmentary. Very rarely is the black dragon 
mentioned, and some say that it is merely an embellishment 
adopted in later retellings of the story. 
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BLACK FLAMESTONE PARMA ll 
Acquisition ‘Chancellor Wellager (Drangleic Castle) after 
Hpstouang bis Looting Glens Knlghe (Wing's Peosege). prt of Black 
Armor Weapons Pack DLC. 


A small shield affixed with a black crystal. Found deep inside 
the Gutter, in the Black Gulch. Heavier than a standard smail 
shield but the hard crystal boosts its defense against slash- 
ing. Some of the more determined souls exiled to the Gutter 
sought to scale the walls of the forsaken place and walk — 
the earth once again, but failed, and wasted away mired in 
misery and resentment. 


BLACK KNIGHT SHIELD I 


Acquisition Dropped by Black Knights. 

Shield of the Black Knights that wander Lordan. A flowing 
canal is chiseled deeply into its face. Long ago, the black 
knights faced the chaos demons, and were charred black, 
but their shields became highly resistant to fire. 


BLACK KNIGHT SHIELD il 


Acquisition Dropped by Black Knights (Road of Sacrifices/Smoul- 
dering Lake/Untended Graves). 

Shield of the Black Knights who roam the lands. A flowing 
canal is chiseled deeply into its face. Long ago, the black 
knights faced the chaos demons, and were charred black, 
but their shields became highly resistant to fire. 


BLOODSHIELD 1 


Acquisition Found on a corpse in Painted World of Ariamis. 
The bloodshield spoken of in the lost legends. The red of 
blood is slightly enchanted, and boosts various resistances. 


CADUCEUS KITESHIELD ij 
Tap et Acquisition Sold by Andre of Astora (Undead Parish), dropped by 
} , Hollow Crystallized Soldiers (The Duke's Archives) 


; Medium metal shield. Decorated by an ancient biue Cadu. 
i } ceus. A standard, widely-used shield 


i } 
[ CARTHUS SHIELD me 


t ) 


Il 


Acquisition Dropped by Carthus Warriors (Catacombs of Carthus). 
The tattered remnants of a leather shield used by a Carthus 
swordsman. The swordsmen of Carthus were particularly 
agile, and this common shield is Surprisingly light for one of 
medium size. 


‘ 
i } 
t 
{ J 


5 + 


CHAOS SHIELD Bin! 


Acquisition Sold by Felkin the Outcast (Huntsman’s Copse), 
dropped by Enhanced Undead (Aldia’s Keep). 


| 
Shield of darkness and chaos. Once, a briljant young 


a oe ~> \ 
| \ 
\ 1 
; \. Serene, the Dark holds an allure matched only by the fear it 


sorcerer cast away his earthly desires, devoting himself 
strikes in men’s hearts. Could it be nature, holding a mirror 


entirely to the Dark that bewitched him. Nebulous, inky and 


to mankind? 

CHARRED LOYCE SHIELD Il DLC | 
hee * Requisition Dropped by Charred Loyce Knights (The Old Chaos) 
t } Charred shield of the Knights of Loyce, burned black by 
{ } flame. Gradually restores HP while equipped. These Knights 
t } of Loyce lacked all sense of self, and were driven only by 
i 1 the urge to expunge any who might disturb the flame, even 
5 Teeees) . former compatriots. 


{CREST SHIELD 


{ BLOSSOM KITE SHIELD a i 


Acquisition Found in a chest in the Memory of Vammar, found on 
8 corpse in Sinner’s Rise [SotFS}. 

A rare shield depicting a blossoming flower, that soothes the 
weary heart of its bearer. What makes flowers beautiful, and 
why are we comforted when we gaze upon them? Sadly, 
the flower depicted on this shield went extinct long ago. 


| wy 


t } 
i ) 
Q 

; 


{ Crest SHIELD 


Acquisition Dropped by Oscar of Astora after revisiting Undead 
Asylum via the giant crow in Firelink Shrine 

Shield of a nameless knight, likely a high-ranked knight of 
Astora. One of the enchanted blue shields. The Crest Shield 
greatly reduces magic damage. 


: 5 i | 


BLUE WOODEN SHIELD 


| 
Acquisition Found on a corpse in the Forest of Fallen Giants. 
Wooden shield used from ancient times. Inferior to metal 
shields in terms of stability and physical damage reduction, 
but easy to use and weighing so little that it hardly requires 
any strength to bear. 


UE WOODEN SHIELD Il 


ER Acquisition Starting equipment for the Cleric class, found on a 
| Corpse in the Undead Settlement. 

eo A wooden shield painted bright blue, the symbol of clerics 
who have become undead. Close to a small shield in size. 
_, Wooden Shields are light, manageable, and offer relatively 
Pe high magic absorption. 

BONE SHIELD Il 


Acquisition Dropped by Dragon Acolytes (Aidia’s Keep). 

Shield used by Aldian acolytes. Crafted from the skull of 
some creature that outlived its usefulness for experimenta- 
tion. The peculiar figure known as Lord Aldia kept Giants 

in his manor, and attempted to recreate a dragon, but after 


BOUND WOODEN SHIELD II 


Acquisition Sold by Chancellor Wellager (Drangleic Castie) after 
defeating the Looking Glass Knight (King’s Passage), of Black 
‘Armor Weapons Pach DLC. es 


A shield with an unusual design. Found in the Undead Purga- 
‘tory. The chains and spikes wrapped around the shield cause 
bleeding, but weaken the shield’s effectiveness. Acces- 
Sories that are added to a weapon for the sole purpose of 
tormenting foes can often detract from the weapon’s natural 
effectiveness. 


sree ra 


| g | 
} : 
} j 


% ‘ > 


[ CRYSTAL SHIELD < ij 


Acquisition Found on a corpse in the Cathedral of the Deep. 

A knight's shield engraved with a crest. One of the en 
chanted biue shields. The Crest Shield greatly reduces dark 
damage. 


ay 3 


gq 
‘ 
l 1 


{ DEFENDER'S SHIELD 
mea nemiat 


Acquisition Sold by Domhnall of Zena (Depths/Firelink Shrine) 
A fully crystallized straight shield. How such a weapon was 
created is entirely unknown. The crystallization boosts its 
defense, but makes the shield brittle. The shield cannot be 
used for long, as it cannot be repaired. 

uf 


Acquisition Created by trading the Throne Defender Soul with 
Weaponsmith Ornifex (Brightstone Cove Tseldora) 

Shield of the Throne Defender. Permeated by powerful 
magic. The Defender has stood by the throne for ages. Wil! 
his wait be worth the while? 


BES 


= 
(DRAGON CRESTSHIELD a 


ere F Acquisition Found on a corpse in the Valley of the Drakes. 
g } Shield of a nameless knight, likely a high-ranked knight of 


} Astora. One of the enchanted blue shields. The Dragon Crest 
| Shield greatly reduces fire damage 

1 

+ 


homme mee 
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DRAGON CREST SHIEL LD 


fens ; 
' | 


eee th nA 


Acquisition Found on a corpse in Farron Keep. 

A knight's shield engraved with a crest depicting a dragon. 
One of the enchanted blue shields. The Dragon Crest Shield 
greatly reduces fire damage. 


t i 
| 


 DRAKEKEEPER'S ‘SHIELD Bae) 
Nese ; 


Acquisition Dropped by greatsword-and-shield Srahehaboord 
i \ (Dragon Shrine). 
An extremely sturdy pitch-black shield. Colossal warriors 
} staunchly watch over the shrine, ready to defend its resi- 
dent, or allow one worthy enough to be granted audience. 


DRANGLEIC SSHIEEDIO SS |e 12 a /hs SNE =p ae Sa 


ee F Aequisition Found on a corpse in the Forest of Fallen Giants. 

i } Captain Drummond's shield. Even with its embossing terri- 

f bly worn, this shield exudes pride and authority. An heirloom 
{ passed from grandfather to father, and then trom father 

| to son. Drummond, and those before him, held this shield 
when facing those who would threaten their 2 land. 


\ \ 


peut ei 
(Eas WEST SHIELD if 
tar r Starting equipment for the Cleric class, sold by Un- 
{ , dead Male Merchant (Undead Burg). 
Wooden shield. Decorated with the ancient symbol of a 
} double-headed eagle, painted yellow. Wood shields are 
| lighter than metal shields, but with lower physical damage 
reduction, and cet shield stability. 


WEST SHIELD | Latha Fae) 


= 2 ' Requisition Found on a corpse in the Cemetery of Ash. 

t } Awooden shield decorated with the ancient symbol of the 
two-headed eagle. Close to a small shield in size. Wooden 

| shields are light, manageable, and offer relatively high magic 


) absorption. 
(ETHEREAL OAK SHIELD —_ HE DLC1 ag 
= 4 ' Acquisition Found on the corpse of a Millwood Knight in the 


{ Painted World of Ariandel. 

Charbronze shield used by Millwood Knights that slowly 
regenerates HP This shield appears to be blessed by a great, 
if faded, image of the ethereal oak. 


[ FOLLOWER SHIELD Il DLC1 
-— + Acquisition Found on a corpse in the Painted World of Ariandel. 

} Standard shield used by the Farron Followers. Crafted with 

} wood and reinforced with metal. imbued with a faint resis- 

} tance to the Abyss. 


i 


GARGOYLE'S SHIELD if 
1 Acquisition Dropped by Gargoyles (Undead Parish/Anor Londo). 
Bronze shield of the gargoyle guarding the Bell of Awakening 
in the Undead Church. The gargoyle’s skin is tough by itself, 
and perhaps its shield may have been a prop, for it is a rare 
example of a metal shield that does not reduce physical 


.. damage 100% 
ug 


GOLDEN WING CREST SHIELD 
Acquisition Dropped by Lion Knight Albert (Grand Archives). 
1 Ablue knight's shield engraved with a goiden wing crest. 
\ This shield is exceptional amongst the enchanted blue 


| shields; not only does it boast high magic absorption, but 
also enables its wielder to parry spells. 


{ GOLDEN WING SHIELD uj 


Acquisition Found on a corpse in The Lost Bastille. 
1 Ablue shield with a gold relief of wings. Likely a symbol of 
} guardianship used by Knights of the Blue. Contains materi- 

"| als enchanted by magic, allowing spells to be deflected by 
| Parrying. 
- 


{ GRAND SPIRIT TREE SHIELD 


Lay © Aequisition Found in a chest in Iron Keep. 
} Shield of the biue spirit tree that and is said to possess 
divine powers. Appears in the allegory of Quella, God of 
Dream, and can deflect spells by parrying. Once there was 
a boy who was easily frightened, until the talking tree of 
dreamworid transformed itself into a shield to protect him. 


( Grass CREST SHIELD = SUT oe 


Acquisition Found on a corpse in Darkroot Basin. 

Old medium metal shield of unknown origin. The grass crest 
is lightly imbued with magic, which slightly speeds stamina 
recovery. 


[ GRASS CREST SHIELD aay 1g 


F * Acquisition Found on a corpse on the Road of Sacrifices. 
y Old medium metal shield of unknown origin. The grass crest 
is lightly imbued with magic, which slightly speeds stamina 
recovery. 


( HEATER SHIELD 


D | 
+ * Acquisition Starting equipment for the Warrior class, sold by 
Undead Male Merchant (Undead Burg). 
Smail metal shield. A standard, widely-used shield. This 
shield is easy to use, and is one of the smailest shields that 


offers 100% physical damage reduction. 
St = - 1 


Acquisition Dropped by longsword- or spear-wielding Hollow 
Soldiers. 

Metal shield wielded by Hollow soldiers. Heavily rusted but 
sturdy, providing a strong defense. 


( HOL LOW | SOLDIER S SHIELD 


[| HOLLOW SOL DIER Si SHIELD 


Acquisition Dropped by thrusting sword- and spear-wielding Hol- 
low Soldiers (Forest of Fallen Giants). 
Shield of hollowed royal soldiers. The thing is in tatters, and 
only serves as a shield in a most minimal respect. The ac- 
coutrements of royal soldiers feature a depiction of a brave 
' knight from an old parable. 
up 


Acquisition Sold by Chancellor Wellager (Drangleic Castle) after 
defeating the Looking Glass Knight (King’s Passage), part of Black 
Armor Weapons Pack DLC. 
i , Ashield with lumps attached to it. Found in the manor in 
f Aldia. Heavier than a standard shield, but more stable owing 
* to the hard lumps. In the far eastern outskirts of Drangleic 
* fies an old manor that is now long forgotten. As it should be, 
| IRON ROUND ‘SHIELD 


for the things that lurk there are better left unknown. 
IRG if 
' Acquisition Dropped by Shiva of the East. 


—— 
| Thick iron shield of Shiva of the East. Heaviest of the stan- 

dard shields. Deflects enemy attacks. A famous specimen 

from Shiva's collection, but none who have faced it have 


lived to tell the tale. 
up 


Acquisition Created by trading the Soul of the King with Weapon- 
smith Ornifex (Brightstone Cove Tseldora). 

. Shield of Vendrick, King of Drangleic. One fragment of Dark, 
) having taken human shape, became obsessed with the 

; King's soul. Impelied by its own cravings, it sought souls, 
a and strove to make the strength of the Giants its own. 


[ HOMUNCULUS WOODEN SHIELD. 
bees ; 


[KING'S SHIELD 
ary Nad 
; 


———— 
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Starting equipment for the Herald class, sold by 
Greirat of the Undead Settlement (Firelink Shrine) or the Shrine 
Handmaid (Firelink Shrine) after providing Greirat’s Ashes. 
An orthodox metal shield. Medium shields are the most 
average of shields, providing a practical balance of damage 
absorption, stability and weight. 
iy 


f MIRRAH SHIELD 
fees 


up 
Acquisition Found in a chest in Earthen Peak 
t } Shield issued to the proud knights of Mirrah’s official order 
f } In Mirrah, a land perennially beset by unrest, thi: 
i } a symbol of the great knights’ strength and willi 
t give their lives for their country. 


iS shield was 
Ngness to 


[| MOON BUTTE RELY SHIEL Dd 


This medium metal shield is elegantly carved and painted. 
Although it is thought to have been used by ancient knights 
of the nobility, its defense capabilities are similar to other 


| shields. 
mg 


{ KNIGHT SHIELD 


Acquisition Starting equipment for the Knight class, sold by 
Greirat of the Undead Settlement (Firelink Shrine) after first scav- 
‘enging departure or the Shrine Handmaid (Firelink Shrine) after 
providing Greirat’s Ashes. 
Orthodox shield of the kind commonly used by low-ranking 
knights. Medium shields are the most average of shields, 
providing a practical balance of damage absorption, stability 

and weight. 

iy 

Pre 


[ LARGE LEATHER SHIELD 
4 | Andre of Astora (Undead Parish), dropped by Phalanx (Painted 


Acquisition Starting equipment for the Hunter class, sold by 
World of Ariamis). 


Large, leather-covered round shield. Choice shield for 
hunters. Wood shields are lighter than metal shields, but 
with lower physical damage reduction, and reduced shield 


Found in a chest in Majula from NG++ onward, 
burning two Bonfire Ascetics in the Far Fire pieced 


Shield depicting the moon butterfly. A decorative shield not 
intended for battle, but effective at poisoning foes. Little is 
known about the moon butterfly, which only appears on full- 
4. Moon nights in winter. Some say the butterfly is a magical 
being, and its larvae have never once been spotted 
uf 

Acquisition Dropped by greatsword-and-shield Old Knights 
(Heide’s Tower of Flame). 
An undated ancient shield. Wielded by a warrior from a time 
SO ancient that there exists no record of his endeavors. Has 
extremely low durability. Sometimes, just as a thing falls to 
pieces, it unleashes its last flash of great power. 

SG if 
Acquisition Given by Siegmeyer of Catarina (Blighttown) after 
progressing his quest. 


PIERCE SHIELD 
Shield of certain knights of Catarina, used in attacks with a 
} large protrusion in center. Can be used as a thrust weapon 


4+--- + 


bf 


[ OLD KNIGHT'S SHIEL D 
emareeteet 


; 
t \ 
{ 


{ PIERCE SHIELD | 


+ stability. 
uf 


[ LARGE LEATHER SHIELD HIeEN 
ee 9 f Aequisition Found on a corpse in the Forest of Fallen Giants. 

i i} Aleathercovered shield. Preferred by hunters. Inferior to 
} metal shields in terms of stability and physical damage re- 
| duction, but easy to use and weighing so little that it hardly 
» | requires any strength to bear. 


REE 


[ LARGE LEATHER SHIELD 


TTT Acquisition Sold by the Shrine Handmaid (Firelink Shrine). 
4 Orthodox round shield covered with leather. Medium shields 
| | are the most average of shields, providing a practical balance 
| of damage absorption, stability and weight. 
") 


LION CLAN SHIELD 


i | 


Acquisition Sold by Unbreakable Patches (Firelink Shrine) after 
defeating the Deacons of the Deep (Cathedral of the Deep) or the 
Shrine Handmaid (Firelink Shrine) after providing Patches’ Ashes, 
dropped by Siegward of Catarina or progressing his quest. 

An unusual style of round shield peculiar to the knights of 
Catarina. The center of the shield features a large, sharpened 
* spike, which is used to skewer opponents. 

KNIGHT SHIELD Tin | 


Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) after first scavenging departure or the Shrine Handmaid 
(Firelink Shrine) after providing Greirat’s Ashes, dropped by Pontiff 
Knights (Irithyl! of the Boreal Valley). 


+ + 

t 

f 

| Shield of the Pontiff's knights, frigid spirits that linger in 


j 
; 
' ! Irithyll. This blue-gray shield, shrouded in a thinly cold air, is 


TRE Acqutattion Sold b 


—— 


ee 


PONTIFF 


[ PORCINE SHIELD 


uf 
Tyg Acquisition Dropped by Lion Clan Warriors (Shaded Woods). 
| | Shield used by the Lion Clan warriors. Made of wood, but 
reinforced with metal. Light yet sturdy. The design on the 
shield appears to have some religious significance, but we 
will never know what sort of gods these warriors answer to. 


aay. 


+ 


* light and brittle. 
i | 
Acquisition Found in a chest in Iron Keep. 
) Astrangely porcine shield. The pig head looks eerily authen- 
} tic, but it is an imitation. It has no special function, but it may 
} spook an unsuspecting foe. 


+ 


+ 


LOTHRIC KNIGHT SHIELD 


Ty | 


PORCINE SHIELD 


Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) after second scavenging departure or the Shrine Hand- 
maid (Firelink Shrine) after providing Greirat’s Ashes, dropped by 
sword-wielding Lothric Knights. 

Shield of the renowned Lothric Knights, decorated with the 
foyal crest. The Lothric Knights contended with dragons, and 
their shields have suitably high lightning absorption befitting 
a Dragonslayer’s arms. 


[ LOYCE SHIELD 11 DLC3 


Acquisition Created by trading the Sou! of Zallen, the King’s Pet 
with Weaponsmith Ornifex (Brightstone Cove Tseldora). 

Shield of the Knights of Loyce. Gradually restores HP while 
equipped. The Knights of Loyce were commanded to strike 
down each malformed terror that arose from Chaos, and 
they would not hesitate even if it were their own king. 


rey Requisition Given once after trading an Undead Bone Shard with 

Nestling Crow (Firelink Shrine). 

Shield based on a pig's head, depicted with unsettling 

, authenticity. Shields such as these were made to shame 
weak-willed knights, and those who carried these shields 
were subject to merciless ridicule. No one will defend a 
craven who abases himself. 


RAMPART GOLEM SHIELD 11 DLC3 
Acquisition Dropped by Rampart Golems (Frozen Eleum Loyce) 
Shield wielded by the rampart golems, granted life by the 
Ivory King. The golems were charged with the containment 
of the creatures of chaos within the boundaries of the wall 
When the doors of Eleum Loyce were flung open, the place 


.. turned frigid and lifeless, but the golems remained dutifully 
on guard. 


j 
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RED RUST SHIELD — 


CS SAEs A rol te Pe eee sea le Te EO + ots 
pave hhy 26: i) 11} [ SttverBLack SHIELD up 
I ap: "Requisition Dropped by Grave Wardens (Earthen Peak/Undead 
| defeating his body in Brightstone Cove Tseldora. i ; Crypt). 


Shield of warrior Vengar! of Forossa. The chisels on the face 
; were carved by Vengarl, to count the heads he claimed. The 
shield is terribly rusted and worn, but incredibly powerful, as 
if the deeds of its previous owner have rubbed off on it 
f Round SHIELD 0 | 
faa * Acquisition equipment for the Warrior class, sold by 
; | Greirat of the Undead Settlement (Firelink Shrine} or the Shrine 
, Handmaid (Firelink Shrine) after providing Greirat’s Ashes. 


' ; Standard round wooden shield. Wooden shields are light, 
i manageable, and offer relatively high magic absorption 
' 


to 1 Acquisition Sold by Vengarl of Forossa (Shaded Woods) after 
i 
{ 
t 


P ROYAL MEESHIELD! Fe- 4 he ye 


r Acquisition Sold by Steady Hand McDuff (The Lost Bastille). 

} Ametal shield issued to knights. Nothing special about this 
shield, which is precisely why it is so easy to use, and the 

} likely reason for its popularity. People rarely agree over what 
constitutes quality, but the broad popularity of these shields 
ELeves that there are exceptions. 


Tponulatlion Dropped by Paladin Leeroy (Tomb of the Giants). 

A legendary weapon of the Way of White, granted to an 
Undead paladin long ago. Once blessed with the protection 
of a white flame, but its power has all but faded, so that it 
Provides only slight HP recovery. 


' Acquisition Sold by Grave Warden Agdayne (Undead Crypt). 
} The shield of formerly high-ranking clerics. The effects of 
a blessing are still with it, and the shield recovers one’s 
1 stamina. The clerics held venerated positions once, but 
) Now, their souls wander aimlessly in the depths of a murky 


.. darkness. 
Ty | 


IELD OF WANT 

Fis Ascuiotton Found on a corpse in the Smouldering Lake. 
Shield of an ancient king who was cursed by an all-consum- 
ing thirst. In the end, he was no king. The residue of the 
king's lust still smolders within this shield, increasing the 
number of souls absorbed when enemies are defeated. 


‘Acquisition Sold by Maughiin t the Armorer (Majula). 
Medium-sized metal shield. A commonly-used, standard 
shield. Has a pointed top designed for ease of use while on 
horseback. 


SHIELD OF THE INSOLENT 
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SILVER EAGLE KITE SHIELD 


i | 
q f J Acquisition Found in a chest in the High Wall of Lothric. 
Orthodox metal shield engraved with a crest depicting a sil- 
ver eagle. Medium shields are the most average of shields, 
Providing a practical balance of damage absorption, stability 
and weight. 


i ~ 
SILVER KNIGHT SHIELD if 


Acquisition Dropped by Silver Knights (Anor Londo). 

Shield of the Silver Knights of Anor Londo. A flowing canal is 
carved deep into its face. The Silver Knights stayed behind in 
Anor Londo to defend the illusory goddess, and their shields 
are blessed with her divine protection. 


a 4 
SILVER KNIGHT SHIELD i | 


© Acquisition Dropped by Silver Knights (Irithyll of the Boreal Val- 
, ley/Anor Londo). 

| Heavy shield carried by the Silver Knights who served the 
| Old royal family. A flowing canal is chiseled deeply into its 

| face. The Silver Knights stayed behind to protect the humble 
manor and ruined cathedral. Though their goddess has long 
“+ since left, her blessing upon her knights’ shields remains. 


A silver-black shield imbued with the power of dark. The 
equipment of the wardens of the Undead Crypt are soaked 
| ,_ inits darkness, and permeated by its power. The grave war 
dens are said to know the name of every guest who rests in 
* the crypt, no matter how long they have been with them 


lL SLUMBERING DRAGON SHIELD i te up 


I " Requisition Dropped by Lindelt Clerics (Shrine of Amana). 
| Shield of the Archdrake sect of Lindelt. Represents a slum- 
bering dragon, and is intended for use in covert rituals. The 
fools who woke the slumbering dragon earned not only its 
{ ire, but also the destruction of an entire country. The survi- 
vors buried their wrongdoings in the past, and in a show of 
terrible conceit, attempted to make amends by carrying on 
the ebpicay yh of the wasted land. 


( SPIDER SHIELD 


f Acquisition Starting equipment for the Bandit class, found on 
corpses in the Depths, the Valley of the Drakes and New Londo 
Ruins. 
Shield of the savage mountain bandits. Uniquely-shaped 
with a large black spider etched upon it. Has resistance to 


poison 
SPIDER SHIELD _ a ft mg 


Fae 4 Acquishiion Dropped by » particalar Bciguad in tua Caisorar oF 
$ the Deep. 
A shield bearing a large etching of a spider. Shields of this 
style are commonly used by savage mountain bandits, and 


offer high resistance to poison. 
_ sp. zs as 
| SPIKED SHIELD a z mae I I 


Tae * Acquisition Dropped by Kirk, Knight of Thorns. 

| } Shield of the infamous Darkwraith Kirk, Knight of Thorns. 

| . Covered with spikes. Can be used as a weapon. Sharp 
spikes cause heavy bleeding. 


[ SPIKED SHIELD ug 
Frese ' Acquisition Dropped by Longfinger Kirk (Cathedral of the Deep). 
t ) Shield of Longfinger Kirk, the notorious Knight of Thorns. The 
surface bristles with thorns. Its vicious design makes it an 


effective weapon, and its thorns can inflict heavy bleeding 
t on those unfortunate enough to be struck. 
Ty 


i 


{ SPIRIT TREE CREST SHIELD 


itz © Acquisition Found in a chest in Lothric Castle. 
j ) Aknight’s shield engraved with a crest depicting a spirit 
f tree. One of the enchanted biue shields. The Spirit Tree Crest 
' | Shield greatly reduces lightning damage. 
t i) 

s Sa 


| SPIRIT TREE SHIELD 
To ge Acquisition Given after joining the Blue Sentinels covenant and 
| 


reaching rank +1, sold by Chancellor Wellager (Drangleic Castle) 
' from NG++ onwards. 
| A shield with a blue relief of a spirit tree. A rather well-built 
shields decorated by the spirit tree that appears in the al- 
' legory of Quella, god of dream. Has a faint residue of magic, 
~~" and can deflect spells by parrying. 


[ STONE PARMA 


T7725} Acquisition Dropped by Stone Knights (King’s Passage). 
i ) Shield of the castle stone soldiers. Sir Velstadt could 
4 be found at the King's side, and followed him when he 
3 The knights in his service waited patiently for his r 
: 
& 


ft 
i 
{ turned to stone before he did. 
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STONE PARMA Il 


Acquisition Found on a corpse in Farron Keep, covered by a 
Rotten Slug. 

A round, stone shield, once carried by an old knight who 
turned to stone himself. It has powerful defensive properties 
for its size, but is extremely heavy. 


ao 


{ SUNLIGHT SHIELD I | 


Acquisition Dropped by Solaire of Astora. 
Shield of Solaire of Astora, Knight of Sunlight. Decorated 
with a holy symbol, but Solaire illustrated it himself, and it 
A has no divine powers of its own. As it turns out, Solaire's 
F incredible prowess is a product of his own training, and 
a nothing more. 
SUNLIGHT SHIELD oy | 
= ot Acquisition Given once after trading a Mendicant's Staff with 
y Nestling Crow (Firelink Shrine). 
A large, circular shield made of metal and decorated with a 


holy symbol depicting the sun. This shield was used by the 
old Knight of Sunlight, and the illustration is his own. Regard- 


TT | 


Acquisition Found at a particular grave at the Cemetery of Ash 
after progressing Sirris of the Suniess Realms’ quest. 
Shield of the Holy Knights of the Sunless Realms. Engraved 
with a brilliant flame crest that burns brightly within the or 
der’s customary sunset colors. This design symbolizes those 
who both harbor and oppose the power of flame 

iy 
Andre of Astora (Undead Parish). 


Medium metal shield. Decorated with a tower, the symbol 
of protection. A standard, widely-used shield. 


oe 


11 DLC3 Bf 
Baga ae oer Acquisition Found in a chest in the Grand Cathedral after unfreez- 


ing area. 
Shield depicting a priestess of Eleum Loyce. Emanates a 


[ WOODEN SHIELD aaa ME TH 


PE : % a 
zi Starting equipment for the Mercenary cl 
i , by Hollow Soldiers, Sage’s Prentices (Road of Sacrifices; Hie 
+ Devouts (Cathedral of the Deep). 
; Avvertically elongated wooden shield decorated with a 
i dragon. Wooden shields are light, manageable, and off 
! relatively high magic absorption 


white 
er 


Sore 


Acquisition Sold by Chancellor Wellager (Drangleic Castle) after 
defeating the Looking Glass Knight (King’s Passage), part of Black 
Armor Weapons Pack DLC. 
; Asmall shield affixed with a yellow quartz. This shield was 
{ found in the Iron Keep. Breaks easily due to corrosion, but 
is light and still very stable. In the Old Iron King’s great iron 
* keep was a vast collection of weapons, erected as a display 
of strength to the world. But they were lost when the king's 
conceit doomed the castle to sink into a lake of fire 


+e t : 
i i 


GREATSHIELDS 


f ANCIENT DRAGON GREATSHIELD _ 


i | 
tw t Acquisition Found on a corpse in Archdragon Peak. 
i } Awooden shield bearing the image of an ancient dragon 
{ Very slowly regenerates HP The painting is the result of 
t | an exquisite but painstaking technique. Lingering, undying 
| , traces of the ancient dragons can still be seen in their 
.. descendants, the man-serpents, though they have fallen far 
from grace. 


{ BLACK IRON GREATSHIELD I i 
Li * Acquisition Found on a corpse in Anor Londo 

| } Greatshield of the mighty knight Tarkus. Built of special black 
{ iron and even heavier than Knight Berenike’s tower shield 

t | Especially resistant to fire attacks and effective for shield 

i bashing. 


BLACK IRON GREATSHIELD Il } 
hin F Acquisition Dropped by Knight SlayerTsorig (Smouldering Lake). 
} Greatshield made of black iron, deeply feared for its associa- 

tion with Knightslayer Tsorig. Black iron offers high defense, 
| and is particularly effective at warding off fire 
i 


certain heat that heightens the abilities of its bearer. The 
priestesses, who devoted themselves to appeasing the 
ancient flame, are no longer. 

Ty 
Acquisition Found on a corpse in the Undead Settlement. 
Wooden shield reinforced with metal. The largest of the 
wooden medium shields. The bizarre pattern featured on the 


_} shield is the mark of a mad god, revered as a god of war in 
P| remote regions. 


(warcu DRAGON PARMA i 


+ 


Acquisition Found in a chest in Dragon Shrine, dropped by a 
particular Guardian Dragon (Heide’s Tower of Flame) [SotFS]. 
A shield decorated by intertwined dragons. The black and 
white contrast depicts the ebb and flow of the fate of all 
things living, and the serpentine dragons that watch over the 
march of time. The bearer of this shield will be blessed by 
great fortune in battle. 
WOODEN SHIELD if 
ae ot Acquisition Found on a corpse in Undead Burg. 
Vertically elongated wooden shield. Decorated with a white 
dragon. Wood shields are lighter than metal shields, but 
with lower Physical damage reduction, and reduced shield 
J Stability. 
{ WOODEN SHIELD 
Acquisition Sold by Laddersmith Gilligan (Majula). 
A long wooden shield. Its face features a lion. Its wooden 
construction makes it lightweight and easy to use, but as a 
shield is inferior to its metal counterparts. 


up is 


{ BONEWHEEL SHIELD ip 


tree * Acquisition Dropped by Bonewheel Skeletons (The Catacombs! 
f , Painted World of Ariamis). 

{ Giant wooden wheel encircled by spikes. Half-melded to a 

' } strange skeleton. Can be used as a greatshield, only for the 
i i great gaps. But at least the spikes turn into weapons with a 


.. good spin Strange indeed! 
La 


[ BONEWHEEL SHIELD bi 
‘aan ; 


Acquisition Dropped by Bonewheel Skeletons (Catacombs of 
Carthus/Smouldering Lake). 
A giant wooden wheel, encircled by spikes and half-melded 
to a strange skeleton. Can serve as a makeshift greatshield, 
albeit one with great gaps. Its true value is revealed through 
use of its Skill. 

1p 


CATHEDRAL KNIGHT GREATSHIELD 
ha r Dropped by mace-wielding Cathedral Knights (Cathe- 
i ; dral of the Deep) and Consumed King’s Knights (Consumed King’s 
| , Garden). 

f | Aheavy iron shield used by the knights of the Cathedral of 
the Deep. The blessings of the Cathedral have granted it 

* high dark absorption. The face of the shield is decorated with 

*+ the emblem of an old king of Lothric: a bold image of a great 
bird gazing skywards. 
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CLEANSING GREATSHIELD (tet ee 


Re ' Acquisition Awarded after freeing Sif from captivity in Chasm of 

| j the Abyss. 

{ The steel greatshield used by Knight Artorias, who suc- 

{ } cumbed to the Abyss. Artorias, deeply scarred by the Abyss, 
; used this to form a barrier to protect his compatriot Sif. 

; Although this drained the shield, its magic defense remains 
*- high. 


CURSE WARD GREATSHIELD _ 
+e ~ a 


in | 
Acquisition Found on a corpse in the Cathedral of the Deep. 
Greatshield given to those who resisted the curse long ago. 
Far too heavy for an ordinary person, perhaps it signifies the 
foolishness of resisting the curse. And yet, those who bear 
the weight of this shield will not find its protections against 


curses wanting 

Il DLC2§ 
Acquisition Found on a corpse in The Ringed City. 
This shield, as hard as a great boulder, is formed by the head 
of the descendant of an Archdragon. The Ringed Knights, by 
command of the gods, stood amongst the ranks who set 
Out to slay the dragons, but their contributions were never 


j lauded 
DRAGONRIDER GREATSHIELD ¥ j i } 
i Acquisition Created by trading the Dragonrider Soul with Straid 

f of Olaphis (The Lost Bastille). 

Greatshield of the Dragonriders, King Vendrick’s royal guard. 

t 

i 


DRAGONHEAD GREATSHIELD 
i ; 


} The rank of Dragonrider was reserved for honorable warriors 
who helped found Drangleic. Together with the King, they 

q crushed its former inhabitants and erected a magnificent 
kingdom upon their graves. 

DRAGONSLAYER GREATSHIELD ug 
Acquisition Created by transposing the Soul of Dragonslayer 
Armour with Ludieth of Courland (Firelink Shrine). 

} Melted iron shield that once formed part of the Dragonslayer 
Armour. The shield offers high protection to lightning, which 


j the Dragonslayer commanded as his own, and its Skill has 
. faint echoes of the Dragonslayer’s own fighting style. 


up 
Acquisition Found in a chest in Dragon Shrine. 
} An extremely sturdy pitch-black greatshield. Colossal 
warriors staunchly watch over the shrine, ready to defend 
} its resident, or allow one worthy enough to be granted 


, audience 
a 


beaeessest 


EAGLE SHIELD 


t 


Acquisition Found on a corpse in Blighttown. 

| Greatshield with an eagle design Lightest and easiest 

+ greatshield to handle. Greatshields are very stable, and 

1 deflect attacks. But one cannot parry, and instead bashes 
; with the shield. 


GIANT Door SHIELD 2 


_— 


ae 


lll DLC2 9 


{ Acquisition Found on a corpse in The Dreg Heap. 

} Unusually shaped paired greatshields resembling great 

| doors. Heirlooms of the knight who was known as the pro- 
tector of the meek, yet who failed to protect anyone. 


~ + 


(GIANT SHIELD 1 


Acquisition Sold by the Giant Blacksmith (Anor Londo), dropped 

, _ by Giant Sentinels (Anor Londo) and Royal Sentinels (Anor 
Londo). 

, Greatshield made of bronze and marcasite. Used by giant 

Sentinels of Anor Londo. Marcasite, or white iron, is ef- 

fective against non-physical damage, but as the shield is 

designed for the giant sentinels, its weight is unbearable. 


ft 
[ s 
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i} 
Acquisition Created by ascending a +10 shield with the Soul of 
Sif, at the Giant Blacksmith (Anor Londo). 
Shield born from the soul of the great grey wolf Sif, guardian 
of the grave of the Abysswalker Knight Artorias. Boasts 
consistent defense and divine protection against various 


Status effects. 
uy 


Acquisition Dropped by warpick-and-shield and great hammer- 
wielding Drakekeepers (Dragon Shrine). 
Greatshield of the King’s loyal knight Syan. The King commis- 
sioned this greatshield specifically for his loyal knight, but 
Syan met his demise before its completion 

| 


Acquisition Found in a Mimic chest in the Profaned Capital. 

A greatshield adorned with flowing patterns, a celebration of 
an ancient glory. Boasts the highest stability of such shields, 
but with reduced stamina regeneration speed. Perhaps it is 
glory that begets indolence. 


GREATSHIELD OF GLORY 
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iq GREATSHIELD OF GLORY : 
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[ GYRM GREATSHIELD _ up 


Acquisition Dropped by great hammer-wielding Gyrm Warriors 

(Doors of Pharros). 

A greatshield used by the nomadic Gyrm. Appears to be a 

stone monument that was converted into a makeshift shield. 
Naturally, it is quite heavy, and haphazardly crafted, but very 
few attacks will make it past this monster. 

GREATSHIELD if 

* Acquisition Found in a chest in Anor Londo. 

Greatshield of the legendary Havel the Rock. Cut straight 

from a great slab of stone. This greatshield is imbued with 


the magic of Havel, provides strong defense, and is incred- 
ibly heavy. A true divine heirloom on par with the Dragon 


Tooth. 
Il J 


Acquisition Found on a corpse in The Gutter. 
A shield formed by chiseling a giant boulder. As solid as 
rock, this shield offers incredible defense, but is also terribly 
heavy. So heavy, in fact, that he who takes it into battle is 
not allowed to flee, until he or his opponent has fallen. 


f HAVEL'S GREATSHIELD 
“HAVEL s GREATSHIELD — Ty | 


B * Acquisition Dropped by Havel the Rock (Archdragon Peak) in a 


particular location or when he is summoned by a Man-Serpent 
KING'S MIRROR 


Summoner (Archdragon Peak). 
A tremendously solid and heavy greatshield, cut straight 
from a great slab of stone. Said to be a relic of the legendary 
Havel the Rock, along with the Dragon Tooth. The shield is 
imbued with a special power reminiscent of Havel himself. 
Acquisition Created by trading the Looking Glass Knight Soul 
with Weaponsmith Ornifex (Brightstone Cove Tseldora). 

A greatshield created from the soul of the Looking Glass 
Knight. Can deflect spells. The Looking Glass at the castle is 
said to have been a passage to another world. 


{ LoTHRIC KNIGHT GREATSHIELD Ill 
= © Requisition Sold by Greirat of the Undead Settlement (Firelink 


{ B 1 Shri fter second scavenging departure or the Shrine Hand- 
’ 


arr) 


maid (Firelink Shrine) after providing Greirat'’s Ashes, dropped by 
spear-wielding Lothric Knights. 

Greatshield of the renowned Lothric Knights, decorated with 
a holy symbol. The knights who formed the High Priest- 

ess’ guard carried greatshields such as these, which were 
granted high magic absorption through her blessing. 


MASTODON GREATSHIELD Il 
Acquisition Dropped by Primal Knights (Drangleic Castle/Doors 
of Pharros). 


Shield of the Primal Knights that defend Drangleic castle. 
Very heavy, and has the power of lightning. The brutish and 
mighty Primal Knights wield this shield as if it were made 
of paper, but to the ordinary warrior it is a chore to even 
hold up, owing to its great weight. Whatever was created 
by Lord Aldia was lost with his disappearance, but the King 
attempted to revive these things, even if only fragments 


remained. 
MOANING SHIELD Ti | 


Acquisition Dropped by Eygon of Carim, or found on a corpse in 
the Undead Settlement after progressing his quest. 
A deformed greatshield given to Eygon of Carim upon being 
conferred knighthood. The giant woman's face that protects 
Eygon is that of his sister, some years his senior. 

Ty 


[ OLD KNIGHT GREATSHIELD 
An undated ancient greatshield. Wielded by a warrior from a 


Acquisition Found on a corpse in Harvest Valley. 
time so ancient that there exists no record of his endeavors. 
Has extremely low durability. Sometimes, just as a thing falls 
to pieces, it unleashes its last flash of great power... 

up 


Acquisition Dropped by imperious Knights (Undead Crypt), par- 
ticular greatsword-wielding Dark Spirits (Huntsman’s Copse/Belfry 
Sol) and Woodland Child Gully (Black Gulch) [SotFS]. 

Shield of the knights who long ago attempted to conquer 
the Undead Crypt. They bore no weapons, only a shield 

split into left and right halves, which they used to playfully 
crush their foes until their corpses were kneaded beyond 
recognition. The engraving depicts two messengers from 
the hereafter who welcome the recently dead by reviewing 
the merits of their deeds in life. 


{ PaTE’'s SHIELD ‘Il 


Smeg Acquisition Given by Mild-Mannered Pate (Earthen Peak) after 
4 surviving the encounter against The Last Giant once summoned, 
sold by Merchant Hag Melentia (Majula) after defeating Pate. 
Pate’s favorite greatshield. Appears rather humdrum, but in 
fact was forged by layering thin sheets of iron, a process 
that creates a shield with excellent defense for its weight. It 
is not always advisable to stand out. Especially if you have 
something to hide. 

uf 


Acquisition Created by trading the Soul of the Pursuer with Straid 
of Olaphis (The Lost Bastille). 

Greatshield of the Pursuer. For those who can handle the 
weight of this shield, it offers resistance to curses. The 
Pursuer hunts down those branded by the curse, as if each 
Undead soul that he claims will atone one of his sins. 


{ Pursuer’s GREATSHIELD 


(STONE GREATSHIELD i} 

1 Pit Acquisition Dropped by Stone Knights (Darkroot Garden), 

t } Mossy round greatshield used by the guardian of the 

{ Darkroot Garden, the Stone Knight. The Stone Knight is a 
creation of ancient magic, and this shield is imbue 

same power, but is also extremely heavy. 


d with the 
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STONEGREATSHIELD 


duet TT 
~ * Acquisition Dropped by Elder Ghrus (Farron Keep). 
A mossy stone disc. Though terribly heavy, it can serve as 
a shield. The disc is a relic of ancient magic, and one can 
practically feel the power flowing through it 


TOWERSHIELD ih 
+ 


Sold by the Crestfallen Merchant (Sen's Fortress), 
dropped by Berenike Knights. : 
Metal greatshield. Used by Knight Berenike, known for his 
} heavy armor. This thick plate of iron is heavily defensive but 

ultra heavy. Greatshields are very stable, and deflect attacks 
q However, one cannot parry, and instead bashes with the 
shield. 
z uy 


Acquisition Found in a chest in the Cathedral of Blue. 

' } Ametal greatshield. Very heavy, and requiring great strength 
f to handle, but provides excellent defense. One requires 
i 
| 


+ 


Strength to handle a greatshield, but they are very stable. In 
, battle, one fights using shield bash instead of parrying 
5 aa 


[ TWIN DRAGON GREATSHIELD 


—— } 
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Tm | 
Acquisition Sold by Maughlin the Armorer (Majula) 
A wooden greatshield featuring twin dragons. Quite light for 
{ } this size of shield. One requires strength to handle a great- 
i + shield, but they are very stable. In battle, one fights using 
{ shield bash instead of parrying 
ee - 


————— - : 
a TWIN DRAGON GREATSHIELD 


my | 


a | Aequisition Found on a corpse on the Road of Sacrifices after 
j ‘ defeating three Lords of Cinder. 
The lightest of all greatshields, made from wood and deco- 
} fated with a two-headed dragon. Greatshields are the largest 
i 


type of shield, and offer both high stability and damage 
absorption, making it easy to deflect enemy attacks. 


[ WICKED EYE GREATSHII LD 
— + 


Acquisition Found in a chest in The Gutter. 

A greatshield with an unsettling design. Covered in the 
prints of countless hands. The true origin of this shield is 

} unknown. No amount of polishing can clear its face of the 
mysterious hand prints. 


t 
{ 
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Acquisition Found on a corpse in the Forest of Fallen Giants. 
Shield of the rebel Raime. Raime and Velstadt were known 
as the left- and right-arms of the King, until their wills 
clashed, and Raime was deemed a traitor. The black raven is 
despised as an augur of death, but it was Raime’s favorite 


Acquisition Given after joining the Watchdogs of Farron covenant 
and reaching rank +2. 

, Greatshield of a knight tainted by the dark of the Abyss, 

} and master of the wolf's blood of Farron. Boasts consistent 
defense and divine protection against various status effects 


[ WOLF KNIGHT'S GREATSHIELD E 


& - 
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bird. 
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{ REEVE'S GREATSHIELD 
Acquisition Dropped by imperious Knights (Undead Crypt). 
Shield of the knights who long ago attempted to conquer 
the Undead Crypt. They bore no weapons, only a shield 
split into left and right halves, which they used to playfully 
crush their foes until their corpses were kneaded beyond 
recognition. The engraving depicts two messengers from 


the hereafter who welcome the recently dead by reviewing 
the merits of their deeds in life. 


[ YHORM’S GREATSHIELD 
py Acquisition o h 

i with Ludleth of Courland (Firelink Shrine). 

{ Greatshield used long ago by Yhorm the Giant. Increases the 
; user's poise. As a lord, Yhorm risked everything and fought 

{ unflinchingly as a one-man vanguard. Following the loss of 

{ the one he wished to protect, he forsook his shield 
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| ADVENTURER SET if ALON 


E CAPTAIN SET up 


Acquisition Alonne Captain Helm, Alonne Captain Armor: 
Dropped by Alonne Knight Captains (Iron Keep/Drangleic 
Castle) 


Acquisition Helm of the Wise, Armor of the Glorious, 
Gauntlets of the Vanquisher, Boots of the Explorer: Sold by 
Domhnail of Zena (Firelink Shrine/Depths| 

y the captain of the Alonne Knights. 
of the Alonne Knight ho served 
the Old Iron King. were created with an advanced 
casting techniqu hey remain solid and handsomely 
crafted. The des: Qn Is styled after the armor worn by 
ssual knight who trained the Iron King’s men 
word. He was said to have deserted his liege 
after bearing witness to his descent into depravity. 


Strange equipment from the ancient land of Zena Equipment worn b 
birthplace of the curiou 
horns are believed to symbolize wisdom. The many 
medals are believed to symbolize glor 
bracelets symbolize a vanquisher. The inlaid silver rings 
symbolize an explorer 
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Acquisition Alonne Knight Helm, Alonne Knight Armor: 
Dropped by Alonne Knights (Iron Keep). Alonne Knight 
Gauntlets, Alonne Knight Leggings: Dropped by Alonne 
Knights (Iron Keep) and Alonne Knight Captains (Iron Keep). 
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Acquisition Agdayne's Black Robe, Agdayne’s Cuffs, Agda- 
yne’s Kilt: Given by Grave Warden Agdayne (Undead Crypt) 
after defeating Velstadt, the Royal Aegis (Undead Crypt) and 
acquiring the King’s Ring (Undead Crypt). Robe and cuffs: 
Sold by Merchant Hag Melentia (Majula) after defeating 
Agdayne. Kilt: Dropped by Grave Warden Agdayne (Undead 
Crypt). 


Equipment worn by Agdayne of the Undead Crypt. Life 
itself is suffering; or karma, as some have called it. The 
embrace of death awaits all things. But does death 
mean an end to suffering? 


Equipment worn by Alonne Knights. The bonds of the 
Alonne Knights, who served the Old Iron King, were 
mightier than the land's iron, but in the end the knights 
were subsumed by the flames that brought the castle 
down 
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| Acquisition Antiquated Plain Garb, Violet Wrappings: 
Found on a corpse inThe Ringed City just before fighting 
Darkeater Midir. Loincloth: Found on a corpse in The Dreg 
Heap. 


2 
Alonne’s Helm, Alonne’s Armor, Alonne’s 
Alonne’s Leggings: Sold by Magerold of Lanafir 
(Iron Keep) after defeating Sir Alonne (Memory of the Old 
Iron King). 

Equipment worn by Sir Alonne, who served the Old 
tron King. Sir Alonne came to this land from the east, 
chose to serve a little-known and unestablished lord, 
and helped him become the Old Iron King. Then, at the 
very peak of his sire’s rule, Sir Alonne set out again, in 
search of lands yet unknown. 


Ordinary garb from an ancient land of sorcery. The 
gold embellishments betray a faint residue of magic 
but this clothing was never intended for battle. When 
a mission visited the Ringed City long ago, one of its 
younger missionaries elected to stay behind. |t was he 
who became the last recorded Spear of the Church 


(ALVA SET — 1} [ANTIQUATED SET iy 
+ —_ ws een <) Naggl Sse 2 —' 


~ 
i | 


Leggings: Sold by Maughlin the Armorer (Majula) after 
passing a Souls-spending threshold. 

Equipment worn by Alva the Wayfarer. Light but offers 
very high defense. Alva crossed many a land in search 
of a cure for Saint Serreta’s sickness, but failed and 
relinquished his knighthood. Alva was once wracked 
with guilt and remorse, but rediscovered his purpose 
in life with the aid of the witch who once plotted 
against him. 
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Acquisition Crown of Dusk, Antiquated Dress, Antiquated 
Gloves, Antiquated Skirt: Found on a corpse in Darkroot 
Basin after talking to Dusk of Oolacile when freed from 
captivity. 

Equipment from the ancient fallen land of Oolacile. Its 
ivory-colored silk features elaborate embroidery and is 
imbued with ancient magic power. One cannot expect 
any physical protection from these, as they were 
meant to be worn in battle. Includes special magic 
crown bestowed upon Dusk, Princess of Oolacile, upon 
her birth. Its wearer is blessed by all manner of magic 
This raises the power and effect of the wearer's magic. 
but damage suffered by magic attacks also rises. 
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G—_ Acquisition Crown of Dusk: Found next to the white birch 
- \ a tree in Farron Keep. Antiquated Dress, Antiquated Gloves, 
, Antiquated Skirt: Found in a chest in Farron Keep. 


Leggings: Found on a corpse in Irithyli Dungeon after de- 
feating Alva, Seeker of the Spurned (irithy!i Dungeon). 


Protection of Alva, seeker of the spurned. This steel a5 Equipment sewn in a long-lost fashion. The elaborately 
equipment was trimmed to reduce weight. To this day, | ad embroidered, ivory-colored silk is imbued with ancient 
troubadours sing of tales of the wandering knight Alva } x magic power. No protection is offered by these gar 
and his travels, and of his involvement with the saint gt . i ments, as they were never intended for battle. Feath 
and the witch. Needless to say, the songs traditionally ered crown bestowed upon the princess of Oolacile, 
end in tragedy. land of ancient golden sorceries. Through the guardiar 


Elizabeth's blessing, this raises the power and effect 
of the wearer's magic, but damage suffered by magic 
& attacks rises in tandem 
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Acquisition Archdeacon White Crown, Archdeacon Holy 
Garb, Archdeacon Skirt: Found on a corpse in the Cathedral 
of the Deep after defeating the Deacons of the Deep. 

A white crown, holy garb and a skirt underneath worn 
by Archdeacons of the Cathedral of the Deep. Present 
ed solely to delegates of the gods. A sign of the Way 
of White's highest rank. Of the three Archdeacons of 
the Deep, one cast off his white crown and left the 
cathedral to stand by Aldrich, one stood over Aldrich’s 
casket with the hope that he would return one day. 
and one attended to Rosaria, Mother of Rebirth, whom 
he deemed a goddess. 
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Acquisition Archdrake Helm, Archdrake Gloves, Archdrake 
Boots: Dropped by Lindelt Clerics (Shrine of Amana). Arch- 
drake Robes: Starting equipment for the Cleric class, found 
on a corpse inThe Lost Bastille, dropped by Lindelt Clerics 
(Shrine of Amana). 

Equipment of the Archdrake sect of L 
known about the Archdrake sect and 
and those who dare indulge their cu 
known to simply vanish 


ndelt. Little is 


ancient rituals, 
iosity have been 
The Archdrake sect are the 


keepers of Lindelt’s histories, including the only record 
of its foundation, a tome they have good reason to 
keep hidden away. 
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Acquisition Assassin Hood, Assassin Armor, Assassin 
Gloves, Assassin Trousers: Starting equipment for the Assas 
sin class, sold by Greirat of the Undead Settlement (Firelink 
Shrine) after first scavenging departure or the Shrine Hand- 
maid (Firelink Shrine) after providing Greirat’s Ashes. 


Soft leather equipment worn 
in the shadows. Th 
absorption without creating any undesired r 
Well-crafted pieces of protection. Critical s 


by assassins who lurk 
@ thick leather offers reasonable 
se 


s are 
reinforced with metal. Black overs the face of 
the assassins who lurk in the shadows. Grants much- 
needed protection to the head as well as cover from 
rain while pursuing a target on the road 
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Acquisition Moon Hat, Astrologist’s Robe, Astrologist’s 
Gauntlets, Astrologist’s Bottoms: Sold by Royal Sorcerer 
Naviaan (Aldia’s Keep). 


Equipment worn by astrologists in Melfia. Astrolo- 
gists believe that magical powers can be obtained at 
moments of special heavenly alignment Even the 
collective wisdom of the Melfian Magic Academy 
cannot pull magic out of the sky, but the ideas of the 
astrologists led to the creation of new and very useful 
magic devices 


i i Fee 
i j 

' 1 
as 
' uu ~ 


Acquisition Balder Helm, Balder Armor, Balder Gauntlets, 
Baider Leggings: Sold by the Crestfallen Merchant (Sen's 
Fortress), dropped by Balder Knights (Undead Parish/Sen's 
Fortress). 


Equipment worn by the knights of the ancient 
kingdom of Balder. It is made from thick iron plates. 
Balder was the homeland of the Knight King Rendal, 
but it came to ruin after a great many Undead were 
spawned. 
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Acquisition Spiked Bandit Heim, Bandit Armor, Bandit 
Gauntlets, Bandit Boots: Starting equipment for the Bandit 
class, sold by Magerold of Lanafir (Iron Keep). 

Equipment of bandits of the Forossan outskirts. The 
territory of Forossa became lawless after the kingdom 
fell to war. Citizens became bandits, and scattered to 
other lands 
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Acquisition Bell Keeper Helmet, Bell ul Keeper Beltyband, Bell 
Keeper Cuffs, Bell Keeper Trousers: Given after joining the 
Bell Keepers covenant and reaching rank +3. 

Old equipment that is oddly comfortable. Belonged 

to a Bell Keeper. To this day, the forbidden love of the 
Prince of Alken and the Princess of Venn manipulates 
these marionettes. Surely they never imagined that 
their dolls would outlast their own kingdoms. 
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Acquisition Benhart’s Knight Heim, Benhart’s Armor, Ben- 
hart’s Gauntlets, Benhart’s Boots: Given by Benhart of Jugo 
(Memory of Orro) surviving at least three boss encounters 
once summoned, sold by Merchant Hag Melentia (Majula) 
after defeating Benhart. 


Equipment of unknown origin. Belonged to Benhart of 
Jugo. Apparently Benhart found this while wandering 
land to land, but its origins are unknown. He wore it all 
the time; he adored it so, leaving a slight odor. 
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Acquisition 15 Hat: Dropped after progressing Big Hat Lo- 
gan’s quest and defeating him (The Duke's Archives). Sage 
Robe, Traveling Gloves, Traveling Boots: Found in a chest in 
The Duke's Archives after progressing Big Hat Logan's quest 
and defeating him. 

Equipment worn by the great sorcerer Big Hat Logan. 
The gloves and boots are indistinguishable from the 
ordinary kind worn by travelers. The robe is said to 
have been from his apprentice days at Dragon School, 
but it is so worn out, no one knows what it originally 
looked like. Logan, who cared little for his appear 
ance, no doubt ever bothered to change out of it. The 
gigantic hat completely hid his face, which led to his 
nickname “Big Hat.” Famously antisocial, Logan used 
it to block out noise and people's stares so he could 
focus on his own thoughts, but it does not possess 
any special magic powers. 
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Acralaition Black Dragon Heim. aad Ungondiince Black 
Dragon Gauntlets, Black Dragon Leggings: Automatically 
equipped after using the Dragon Head Stone and Dragon 
Torso Stone 
Eerily-shaped equipment spoken of in legend, crafted 
with scales of the Black Dragon. The Black Dragon 
was long considered a mere legend, but this proves 
its existence. 
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| Acquisition Black Hand Hat, Black Hand Armor: Sold by 
the Shrine Handmaid (Firelink Shrine) after defeating Black 
Hand Kamui (Grand Archives). 

Attire of hunters known as the King’s Black Hands. 
This wide-brimmed hat is emblematic of the role and a 
black cape covers leather armor, shrouding the wearer 
in darkness. Black Hand was a title established to 
honor hunters who served successive kings. To date, 
no more than three such individuals have borne this 
distinction. 
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~) Acquisition Black Hollow Mage Hood: Dropped by Black 
| Hollow Mages (Huntsman’s Copse/Undead Purgatory) 
and Astrologists (Iron Passage). Black Hollow Mage Robe: 
7 Starting equipment for the Sorcerer class, dropped by Black 
Hollow Mages (Huntsman’s Copse/Undead Purgatory). 


Equipment worn by Hollowed Drangleic mages. Dran- 
gleic mages wore different garb depending on their 
sex. What function this served, however, is unknown, 
as with many old practices. This is women’s attire 
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‘Acquisition Black Iron Helm, Black tron Armor, Black Iron 
Gauntlets, Black Iron Leggings: Found on a corpse in Anor 
Londo. 

Equipment of Black Iron Tarkus, a knight known for his 
great strength. Built of a special black iron and provid- 
ing strong defense, notably against fire, but so terribly 
heavy to be unwieldy to all but Tarkus himself. 
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Acquisition Black Iron Helm, Black Iron Armor, Black Iron 
Gauntlets, Black Iron Leggings: Sold by the Shrine Hand. 
maid (Firelink Shrine) after defeating Knight SlayerTsorig 
(Smouldering Lake) 


Equipment made of black iron, from the set of armor 
for which Knightslayer Tsorig was infan sly kr 
Offers extensive and particularly effective protection 
from fire 
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Acquisition Black Knight Helm, Black Knight Armor, Black 
Knight Gauntlets, Black Knight Leggings: Found on a 
corpse in Kiln of the First Flame 

Equipment of the Black Knights who haunt Lordran 
The knights followed Lord Gwyn v 
to link the Fire but they were burned to ashes in the 
newly kindled flame, wandering the world as disem. 
bodied spirits ever after 


hen he departed 
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Acquisition Black Knight Helm, Black Knight Armor, Black 
Knight Gauntlets, Black Knight Leggings: Dropped by Black 
Knights (Road of Sacrifices/Smouldering Lake/Untended 
Graves). 


Equipment of the Black Knights who roam the lands. 
The knights served the First Lord Gwyn, and followed 
him into the flame upon its linking. They became ast 
but still wander the realms to this day. 
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Vhauiaition Thief Mask, Black Leather Armor, Black Leather 
Gloves, Black Leather Boots: Starting equipment for the 
Thief class, found on a corpse in Undead Burg 


This equipment made of smooth black leather 's ex 
tremely quiet, a good thing for those who hide in the 
shadows. The leather itself is thick, offering a decent 
level of protection. Includes mask of sinners They hide 
their faces and stifle their voices. It does not provide 
much in the way of defense 
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} (Majula) ry ersmith Gilligan Black Leggings: Sold by the Shrine Handmaid (Firelink 
Shrine) after providing her with Yuria’s Ashes, or found 
Equipment dyed black. Allows the wearer to blend in Firelink Shrine after summoning Yuria for the Soul of 
in with the dark. Often used by those with illintent Cinder (Kiln of the First Flame) encounter and reaching the 
Meticulously crafted, and provides fair defense. The Usurpation of Fire’ ending. 
| full face mask is called a thief mask since most people Attire of the three mentors of the Sable Church of 
wearing them are up to no good. Not terribly he pitch-biack dress resembles @ mourning 
as armor. 4 the black gauntlets and leggings are hidden by 
s, and the billed mask belongs to Yuria, the 
second eldest. These maidens of a Primordial Serpent 
ywwned as founders of the Sable Church, 
which offered salvation for Hollows. It is apparent 
n in black were highly skilled fencers, 
nding the Sable Church between just 
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Acquisition Thief Mask: Starting equipment for the Thief 
class, sold by Greirat of the Undead Settlement (Firelink 
Shrine) or the Shrine Handmaid (Firelink Shrine) after pro- 
viding Greirat’s Ashes. Black Leather Armor, Black Leather 
Gloves, Black Leather Boots: Sold by Unbreakable Patches 


2220 


Acquisition Black Sorcerer Hat, Black Sorcerer Cloak, Black 
Sorcerer Gauntlets, Black Sorcerer Boots: Found on 8 
corpse in Sen's Fortress. 


Equipment worn by the ret sorcerers at Vinheim 


(Firelink Shrine) or the Shrine Handmaid (Firelink Shrine) Dragon School ly work with sound-based 
after providing Patches’ Ashes. spells, and never reveal themselves 
Mask worn by those with something to hide. Used to 
conceal the face, muffle the voice, and go by cover of 
darkness. 
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Acquisition Black Witch Domino Mask: Dropped by perticu- 


Acquisition deat of Velka, Black Cleric Robe, Black Man- 
lar, dual Avelyn-wielding Bell Keeper Phantom (Belfry Sol). 


chette, Black Tights: Found on a corpse in Painted World of 


Ariamis. 
: Domino mask worn by Zullie the Witch, seducer of 


Alva the Wayfarer. Strengthens magic attacks but re- 
duces max HP When Zullie the Witch learned of Alva's 
dedication to Saint Serreta, she used all manner of 
tricks and deceit to ruin him, but in the end she would 
spend her life with him, supporting his endeavors. The 
witch, as unloving as she was unloved, finally found 
illumination through her blighted existence. 


Equipment worn by pardoners serving Velka, the 
Goddess of Sin. The pardoners listen to the confes- 
sions of sinners, urging reflection and salvation Their 
masks symbolize separation from worldly desires. The 
pardoners’ attire is uniformly black in color and said to 
be imbued with Velka’s mystical power, which provides 
resistance against all manner of magic 
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“Acquisition Black Witch Hat, Black Witch Robe, Black 
Witch Gloves, Black Witch Trousers: Sold by Royal Sorcerer 
Naviaan (Aidia’s Keep) after progressing his quest or free- 
ing him from captivity, dropped by the Gutter Denizen (The 
Gutter) [SotFS} 
Equipment worn by Zullie the Witch, seducer of Alva 
the Wayfarer. Allows the attunement of an extra spell. 
When Zullie the Witch learned of Alva’s dedication to 
Saint Serreta, she used all manner of tricks and deceit 
to ruin him, but in the end she would spend her life 
with him, supporting his endeavors. The witch, as 


unloving as she was unloved, finally found illumination 
through her blighted existence. 
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Acquisition Black Hood: Given by Straid of Olaphis (The 
Lost Bastille) after trading him at least four boss Souls, 
dropped by Straid. Black Robes, Black Gloves, Black Boots: 
Given by Straid of Olaphis (The Lost Bastille) after trading 
him at least four boss Souls, sold by Merchant Hag Melen- 
tia (Majula) after defeating Straid. 


Black equipment. Grants slight increase to spelicast- 
ing speed and enchanted with resistance to magic 
Belonged to Straid of Olaphis. Straid was invited to the 
old kingdom of Olaphis for his wisdom. but its depth 
was such that people soon feared him, and in the end 
Straid was led into a dreadful trap. Straid spent several 
lifetimes as stone. During this hiatus, kingdoms rose 
and fell, until the land called Drangleic came to be. 
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Black Witch Veil: Dropped by a particular, 
sorcerer Bell Keeper Phantom (Belfry Sol), dropped by the 
Gutter Denizen (The Gutter) [SotFS] 


Veil worn by Zullie the Witch, seducer of Alva the 
Wayfarer. Boasts excellent magic defense. When Zullie 
the Witch learned of Alva's dedication to Saint Serreta, 
she used all manner of tricks and deceit to ruin him, 
but in the end she would spend her life with him, 
supporting his endeavors. The witch, as unloving as 
she was unloved, finally found illumination through her 
blighted existence. 
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Acquisition Black Witch Hat, Black Witch Garb, Black Witch 
Wrappings, Black Witch Trousers: Found on a corpse inThe 

» Ringed City. 
The purple equipment of the witch Zullie, who 
intended to seduce Alva the Wayfarer, but eventually 
became his closest supporter, spending her entire 
life with him. It is said that Zullie the witch, who was 
never loved, nor loved another, experienced all manner 
of misfortune, and yet in the end, found her purpose 
in life. The pointed hat is a symbol of heretical magical 
crafts, and Zullie wore hers with an unspoken, but 
deep sense of pride 
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Acquisition Black Witch Veil: Found on a corpse in The 
Ringed City. 


1 The purple veil of the witch Zullie, who intended to 
seduce Alva the Wayfarer, but eventually became his 
closest supporter, spending her entire life with him. 
Zullie’s veil was for travel, and to hide her affiliation 
with the misunderstood craft of witches. 
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i Acquisition Blindfold Mask: Dropped by the Moaning 
| Knight Dark Spirit (The Ringed City) 

An eye-occluding mask of unknown origin. Small 
cracks allow the wearer to see. Strengthens dark 

i attacks, but also greatly increases damage sustained 
from dark. This purple steel creation has a certain 
fesembiance to the Fire Keeper's crown, but the 
similarity is purely cosmetic. 
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Acquisition Bloated Head: Dropped by Oolacile Resident 
(Oolacile Township/Chasm of the Abyss). 

The head of an Oolacile resident whose humanity 
went wild after being devoured by the Dark of Manus. 
Father of the Abyss. The bloated head is fissured, the 
cracks lined with innumerable tiny red eyeballs. With a 
hard outside and mucous-filled inside, no sane person 
could ever wear it 


Acquisition Bloated Sorcerer Head: Dropped by Oolacile 
Sorcerers (Oolacile Township/Chasm of the Abyss). 

The head of an Oolacile resident whose humanity 
went wild after being devoured by the Dark of Manus 
Father of the Abyss. The bloated head is fissured. 

the cracks lined with innumerable tiny red eyeballs 
and accented by protruding brain parts. It is lightly 
enchanted, suggesting that it may h 
sorcerer. 


ave belonged to a 
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Acquisition Bone Crown, Bone King Robe, Bone King Cuffs, 
Bone King Skirt: Sold by Titchy Gren (Undead Purgatory) 
after defeating the Skeleton Lords (Huntsman’s Copse) and 
after joining the Brotherhood of Blood covenant 


Skeleton Lord equipment. High dark defense. The Old 
Iron King led his best men on Undead hunts, but their 
memories were purged in rebirth. The very men who 
were ordered to hunt down the Undead were them 
selves hollowed, and founded a kingdom of bone 
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Acquisition Brass Helm, Brass Armor, Brass Gauntlets, 
Brass Leggings: Found in a chest in Anor Londo after 
defeating Dark Sun Gwyndolin (Anor Londo). 
Equipment of the Darkmoon Knightess, Fire Keeper 
of Anor Londo. After becoming Undead, she visited 
the Dark Sun Gwyndolin at the Mausoleum of the 
Spiral Depths, became a Blade of the Darkmoon and 
assumed the flame-keeping duty. She received this 
equipment, which hides her hideous form and helps 
her hunt the guilty. 
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Acquisition Brass Heim, Brass Armor, Brass Gauntlets, 
Brass Leggings: Found on a corpse in Anor Londo. 
Equipment of a knight once known as the Darkmoon 
It is said that this brass armor hides something hid- 
eous within. Something about its silhouette suggests 
femininity. 
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Acquisition Brigand Hood, Brigand Armor, Brigand Gaunt- 
lets, Brigand Trousers: Starting equipment for the Bandit 
class, found on a corpse in the Valley of the Drakes. 
Equipment worn by the brigands who raid mountain 
hamlets and attack travelers. In addition to protect- 
ing against the blazing sun, dust, and sand, the hood 
helps them tell friend from foe in the heat of battle. 
The addition of metal over a base of cloth and leather 
offers good mobility and defense. 
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Acquisition Brigand Hood, Brigand Armor, Brigand Gaunt- 
lets, Brigand Trousers: Found in a chest in No-man’s Wharf. 
Equipment donned by looting brigands. Mountains 
surround Drangleic on three sides. Most travelers who 
try to cross them end up hapless prey to the countless 
brigands lurking there. This equipment may appear 
shoddy, but is in fact a very functional piece of work, 
its materials meticulously crafted together. 
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Acquisition Cale’s Helm: Given by Cale the Cartographer 
after fully illuminating the map in Majula’s mansion, or 
dropped by him. Cale’s Leather Armor, Cale’s Shoes: Given 
by Cale the Cartographer after fully illuminating the map in 
Majula’s mansion, sold by Merchant Hag Melentia (Majula) 
after defeating Cale. 


Equipment of a light Mirrah foot soldier. Belonged 
to Cale the Cartographer. Apparently Cale procured 
this inexpensively second-hand, but it's surprisingly 
well-made. 
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Acquisition Catarina Heim, Catarina Armor, Catarina Gaunt- 
lets, Catarina Leggings: Sold by the Crestfallen Merchant 
(Sen's Fortress). 


Distinctively shaped equipment worn by the Knights 
of Catarina. Outside Catarina, it is often ridiculed for 
its onion-like shape, infuriating the proud knights, but 
the masterfully forged curved design makes it very 
effective for parrying 
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Acquisition Catarina Helm: Found in a chest in Dragon's 
Sanctum. Catarina Armor: Found in a Mimic chest in Frozen 
Eleum Loyce. Catarina Gauntlets, Catarina Leggings: Found 
in a chest in Brume Tower. All pieces: Dropped by the 
Catarina Knight Dark Spirit (Forest of Fallen Giants) from 
NG+ onwards. 


Odd equipment shaped like an onion. It appears rather 
absurd, but its multi-faced construction is in fact quite 

practical as it effectively deflects physical attacks. The 

old tales speak of brave Catarina knights wearing this 

armor as they rushed courageously into battle. 
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Acquisition Brigand Hood, Brigand Armor, Gaunt- 
lets, Brigand Trousers: Found on a corpse on the Road of 
Sacrifices. 


Equipment from a foreign land. Probably belonged to 
a brigand who met his match. In foreign lands, undead 
were banished to send a message to populace, and 
when the message was not heard, they banished the 
living, too. 
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Acquisition Catarina Helm, Catarina Armor, Catarina Gaunt- 
lets, Catarina Leggings: Dropped by Siegward of Catarina 
or progressing his quest, sold by Unbreakable Patches after 
progressing Siegward’s/Patches’ quest. 

Distinctively shaped equipment worn by the Knights 
of Catarina. Often ridiculed for its onion-like shape, 
infuriating the country’s proud knights, but the master 
fully forged curved design makes it very effective for 
deflecting blows. 
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Acquisition Cathedral Knight Heim, Cathedral Knight 
Armor, Cathedral Knight Gauntlets, Cathedral Knight 
Leggings: Dropped by Cathedral Knights (Cathedral of the 
Deep) and Consumed King’s Knights (Consumed King's 
Garden), 


Massive iron equipment worn by knights serving the 
Cathedral of the Deep. Repulsive creatures of the 
deep are sure to attract the foolish, but the cathedral 
knights are prepared to meet such intruders head on 
with their more than ample might. 
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Acquisition Chain Helm, Chain Armor, Leather Gaunt- 
lets, Chain Leggings: Sold by the Undead Male Merchant 
(Undead Burg), dropped by the Chained Prisoner (Oolacile 
Township). 

Chainmail equipment of thin interlinking rings of steel 
It is common throughout the human world since it 

can be easily produced, is not too heavy, and offers 
good defense. Knights may favor flashy armor, but for 
warriors on the battlefield, anything is fine as long as it 
keeps them alive. Gauntlets made of soft leather. One 
of the more common kinds of protective gear 
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Acquisition Chain Helm, Chain Armor, Leather Gauntlets, 
Chain Leggings: Sold by the Shrine Handmaid (Firelink 
Shrine). 
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Chainmail equipment of thin interlinking rings of steel 
Popular due to its ease of crafting, respectable dam- 
age absorption, and light weight. Gloves made of soft 
leather. A common form of protection. Knights may fa- 
vor imposing armor, but for warriors on the battlefield, 
that which keeps them alive is armor enough. 
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Chaos Hood: Given by Royal Sorcerer Naviaan 
{Aldia’s Keep) after progressing his quest, or dropped after 
freeing and defeating him. Chaos Robe, Chaos Gloves, 
Chaos Boots: Given by Royal Sorcerer Naviaan (Aidia’s 
Keep) after progressing his quest, sold by Merchant Hag 
Melentia (Majula) after freeing and defeating Naviaan. 
Equipment worn by a chaos sorcerer. He calls himself 
Naviaan, now. The man claims to have sealed himself 
away, but who's ever heard of sentient magic? It is 
no doubt difficult to judge the veracity of the man’s 
words, but this hood certainly seems to possess an 
unusual power. 
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Acquisition Charred Loyce Heim, Charred Loyce Armor, 
Charred Loyce Gauntlets, Charred Loyce Leggings: Dropped 
by Charred Loyce Knights (The Old Chaos) 


Charred equipment of the Knights of Loyce, burned 
black by flame. These Knights of Loyce plunged into 
the old Chaos with their lord, and lost their sense of 
self. To this day, they still burn in agony, alongside their 
once-proud king ; 
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Acquisition Clandestine Coat: Sold by the Shrine Hand- 
maid (Firelink Shrine) after providing her Orbeck’s Ashes. 
Traditional coat of the Vinheim Dragon School, Nor 
mally a deep blue color, this black variation is a sign of 
@ sorcerer engaged in surreptitious work. These were 
covert agents who excelled at manipulating sound 
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Acquisition Priest's Hat: Found on a corpse inThe Cata 
combs. Holy Robe, Traveling Gloves, Holy Trousers: Starting 
equipment for the Cleric class, found on a corpse inThe 
Catacombs. 


Equipment donned by men of the cloth. Though plain 
to the eye, its hardy fabric repels rain and keeps the 
body warm. Distinctive hat worn only by Way of White 
priests in Thorolund. It is simply meant to show their 
position within the hierarchy. It holds almost no mean 
ing in the land of Lordran. Thick, sturdy gloves made 
for travelers on extended journeys. Those dissatisfied 
with church teachings must test their faith by going on 
@ Spiritual journey. Such is the ritual self-purification of 
the Way of White 
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Acquisition Cleric Hat: Found on a corpse in the Undead 
Settlement. Cleric Blue Robe, Cleric Gloves, Cleric Trousers: 
Starting equipment for the Cleric class, found on a corpse 
in the Undead Settlement 


Equipment worn by a cleric turned undead. Typical at- 
tire for unmistakably vibrant blue-robed travelers. They 
bore large covers on their backs to ensure that they 
would not become seedbeds for spreading darkness 
It is said that they were entrusted with a duty, but its 
nature is yet to be revealed 
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Acquisition Conjurator Hood, Conjurator Robe, Conjurator 
Manchettes, Conjurator Boots: Found on a corpse on the 
Road of Sacrifices. 


Attire of traveling conjurators. Conjurators were 

the predecessors to pyromancers, and spent their 
lives roaming the lands. No wonder their attire was 
designed to protect them from fire, poison, and other 
threats of nature. 
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Acquisition Old Sage’s Blindfold: Found on a corpse in 
the Catacombs of Carthus. Comyx’s Garb, Cornyx’s Wrap, 
Comyx’s Skirt: Found on a corpse in the Undead Settlement 
after Great Swamp Cuculus survives the encounter against 


the Old Demon King (Smouldering Lake) once summoned, 
or dropped by Cornyx of the Great Swamp 
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Attire of Cornyx, pyromancer of the Great Swamp 
Bronze ornamentation serves to ward off evil spirits 
and the long skirt emulates those worn by witches, 
who were the forebears of pyromancy. The large 
blindfold, particularly favored by old sages, blocks 
out unnecessary light, allowing one to observe a 
pyromancy’s true essence. The flame reveals all, and 
obscures all. In the Great Swamp, it was customary to 
adorn oneself with articles of nature. Cornyx favored 
the use of raven feathers. Ravens are said to have 
once been Firelink messengers, guiding the undead to 
the land of ancient gods. 
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Acquisition Court Sorcerer Hood, Court Sorcerer Robe, 
Court Sorcerer Gloves, Court Sorcerer Trousers: Found on @ 
corpse in the Profaned Capital. 


Equipment worn by court sorcerers of the Profaned 
Capital. The tall, dark headpiece and the formal gold 
stitching suggest these figures may have also been or 
acles. There are many sorcerers who claim to heirship 
to the great sage “Big Hat” Logan, and the Profaned 
Capital houses one of two leading schools. 
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Acquisition Creighton’s Steel Mask: Dropped by Creighton 
the Wanderer, given by Creighton (Brightstone Cove Tsel- 
dora) after progressing his quest. Creighton’s Chainmail, 
Creighton’s Chain Gloves, Creighton’s Chain Leggings: 
Sold by Merchant Hag Melentia (Majula) after defeating 
Creighton the Wanderer, given by Creighton (Brightstone 
Cove Tseldora) after progressing his quest. 


Atypical equipment. Belonged to Creighton the Wan- 
derer. Its design resembles that of the knight order of 
the eastern land of Mirrah, but with some odd differ 
ences that catch the eye. Perhaps it is a finely-crafted 
imitation. 
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Mask of the Sealer, Crimson Robe, Crimson 
Gloves, Crimson Waistcloth: Found in a chest in Blighttown. 
Equipment of the sorcerers who flooded New Londo 
to seal away the Darkwraiths, and the Four Kings 
who descended into Dark. The mask symbolizes 
their resolve to keep the seal shut forever and their 
atonement for all who were sacrificed, but two of the 
three forsook New Londo upon tiring of their duty. The 
Sealers were once known as healers, and the bright 
crimson was a symbol of that. 
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Acquisition Crown of the Sunken King: Awarded after 
defeating Sinh, the Slumbering Dragon (Dragon's Rest). 
Crown of the Sunken King who once ruled this land. 
The King erected the Eternal Sanctum below the earth 
to worship the great dragon, but the towering bulwark 
crumbled with the city shortly after the dragon's awak- 
ening. But these were events of long ago, and today, 
no one even remembers the King’s name. 
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in Brume Tower after defeating the Fume Knight. 


} Crown of the Old Iron King who once ruled this land. 
The King sunk below the scorching iron, met the one 
whose name must never be repeated, and became 
Ichorous Earth. But these were events of long ago, 
and today, no one even remembers the King’s name. 
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| Acquisition Crown of the Ivory King: Awarded after defeat- 
ing the Burnt Ivory King (The Old Chaos). 

Crown of the Ivory King who once ruled this land. Far 
to the north, a King built a great cathedral to appease 
the raging flame. But when he sensed the degradation 
of his soul, he left without a word, leaving everything 
to Alsanna, who had, unbeknownst, found a place 

at his side. But these were events of long ago, and 
today, no one even remembers the King’s name. 
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Armor, Crystalline 
Gauntlets, Crystalline Leggings: Found on a corpse inThe 
Duke's Archives. 
Crystallized equipment worn by a Hollowed knight, 
who was partially crystallized. The power of the crystal 
grants high defense 
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Acquisition Dancer's Crown, Dancer's Armor, Dancer's 
Gauntlets, Dancer's Leggings: Sold by the Shrine Handmaid 
(Firelink Shrine) after defeating the Dancer of the Boreal 
Valley (High Wall of Lothric). 

Equipment worn by the Dancer of the Boreal Valley. 
The black eyes of the Pontiff eventually transformed 
the Dancer into a beastly creature, the pieces fusing 
with her own hide. The mirage-like aurora veil is said to 
be an article of the old gods, permitted only for direct 
descendants of the old royal family. 
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Acquisition Dark Mask, Dark Armor, Dark Gauntlets, Dark 
Leggings: Given after joining the Darkwraith covenant and 
reaching rank +2. 

Equipment of the Darkwraiths, former knights of 

New Londo who descended into Dark. Some say the 
skeletal mask of an ancient Darkwraith is partially 
fused with the flesh of its face. Their equipment trans- 
formed, and remains a symbol of the Dark servants 
and their diabolical art of Lifedrain. 
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Acquisition Dark Mask: Found in a Mimic chest in Aldia’s 
Keep. Dark Armor: Found in a Mimic chest in tron Keep or 
The Gutter [SotFS]. Dark Gauntlets: Found in a Mimic chest 
in Earthen Peak. Dark Leggings: Found in a Mimic chest 
Doors of Pharros or Brightstone Cove Tseldora {SotFS} 


Equipment of a knight subsumed by dark. No one 
knows the true identity of these men who are Said to 
freely manipulate dark. Old foreign legends describe 
them as poor souls who chased the lost art of lifed- 
rain 
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Leggings: Dropped by Darkwraiths (High Wall of tothe’ 
Farron Keep) 

Equipment of the Darkwraiths, relics of a small coun 
try that fell to the dark long ago. Looks as if it may 
crumble to dust at any moment. The Darkwraiths were 
the oldest of the Red Eye Invaders, and rumored to 
have served a Primordial Serpent 
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Acquisition Deacon Robe, Deacon Skirt: Dropped by 
Deacons (Cathedral of the Deep/Irithyll of the Boreal Valley’ 
Anor Londo). 

Equipment worn by deacons of the Cathedral of 

the Deep. The robe’s deep red pigment denotes the 
blessing of fire and a skirt is worn on the inside. In 
time, those dedicated to sealing away the horrors of 
the Deep succumbed to their very power. It seems 
that neither tending to the flame, nor the faith, could 
save them. 
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Acquisition Desert Pyromancer Hood, Desert Pyromancer 
Garb, Desert Pyromancer Gloves, Desert Pyromancer Skirt: 
Found on a corpse in The Dreg Heap. 

Equipment of the desert pyromancers, who once 
walked the halls of the Earthen Peak. It is said that 
the thin burgundy cloth breathes with magic. Desert 
pyromancers, most of them female, were known for 
their great fans of flame, and enchanting looks. But 
what is enchanting can also be deadly, especially 
when clothed in such alluring garb 
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Acquisition Desert Sorceress Hood, Desert Sorceress Top, 
Desert Sorceress Gloves, Desert Sorceress Skirt: Dropped 
by Desert Sorceresses (Earthen Peak) 


Sorceress equipment from the distant land of Jugo. 
Appears to be a plain, thin fabric, but is permeated 
with powerful magic. Desert Sorceresses have en- 
chanting looks, and they use them to catch people off 
guard. Oddly enough, even those who are perceptive 
enough to realize the ploy fall prey to their seductions 
with alarming regularity. 
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Acquisition Steel Soldier Heim: Dropped by Hollow 
Soldiers. Deserter Armor, Deserter Trousers: Starting equip: 
ment for the Thief class, dropped by Hollow Soldiers. 


Common soldier's equipment. This musty, rusted hunk 
of metal befits one reduced to thievery. The armor’s 
insignia is worn beyond recognition. Typical heim for 

a Lothric soldier. lron-made, but half fallen apart. It is 
never unwise to wear a sturdy form of head protection 
against arrows and other somatic threats. 
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Acquisition Dingy Hood, Dingy Robe, Dingy Gloves, Blood- 
Stained Skirt: Found outside of Anastacia of Astora’s cage 

(Firelink Shrine) after progressing Lautrec of Carim’s quest. 


t Worn by the Fire Keeper at Firelink Shrine. It is 
thought to have once been the white equipment of 
a maiden, but smoke and ashes from bonfires have 
darkened it over the years. The skirt’s true origin is lost 
in patches of blood. Perhaps its former wearer was 
maimed to prevent escape? 
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Acquisition Dingy Hood, Dingy Robe, Dingy Cuffs, Blood- 
Stained Skirt: Dropped by the Forlorn Sister Dark Spirit 
(Grave of Saints) from NG+ onwards. 

Unassuming dingy equipment. Although by now gray 
with soot and nearly unraveled, its fabric was originally 
@ pure white. A close inspection of the skirt reveals 
old dried blood. What tragedy could have befallen its 
original owner? 
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Acquisition Dragon Acolyte Mask: Dropped by a particular 
Ogre (Aldia’s Keep) after nullifying its petrification with 

a Fragrant Branch of Yore. Dragon Acolyte Robe, Dragon 
Acolyte Gloves, Dragon Acolyte Boots: Dropped by Dragon 
Acolytes (Aldia’s Keep). 

Equipment worn by acolytes of Aldia. Several of the 
greatest minds converged in Aidia to weave strange 
new rituals, but rumors suggest that during the course 
of their work their thoughts were not their own. The 
nebulous face of the mask is designed to deflect the 
ire of the ritual sacrifice, the white robe and gloves to 
bear the brunt of the gushing blood, and the practical 
boots to prevent the acolyte from slipping on the 
blood of the sacrifice. 
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Acquisition Dragon Sage Hood: Dropped by a particular 
Giant Basilisk (Aldia’s Keep). 

Hood worn by the Archmaster of Aldia. Several of the 
greatest minds converged in Aidia to weave strange 
new rituals, but rumors suggest that during the course 
of their work their thoughts were not their own. The 
nebulous face of the mask is designed to deflect the 
re of the ritual sacrifice 
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Acquisition Dragonrider Heim, Dragonrider Armor, Dragon- 
rider Gauntlets, Dragonrider Leggings: Sold by Magerold 
of Lanafir (Iron Keep) after defeating particular Dragonrid- 
ers (Drangleic Castle) from NG+ onwards, or after using 
a Bonfire Ascetic to raise the Threshold Bridge Bonfire’s 
intensity to at least 2 


Equipment worn by the Dragonriders, King Vendrick’s 
royal guard. According to legend, the Dragonriders 
straddled not horses, but wyrms. Aspiring Dragonrid- 
ers who had not the mettle to handle their training 
were torn apart by their wyrms, and those who 
survived emerged with deific strength. 


Armor, 
Dragonslayer : Found 
in Archdragon Peak after defeating the Nameless King 
(Archdragon Peak). 


Golden lion equipment associated with Dragonslayer 
Ornstein, from the age of gods, and imbued with 

the strength of lightning. In the dragonless age, this 
knight, who long guarded the ruined cathedral, left the 
land in search of the nameless king. 
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Acquisition Drakeblood Heim, Drakeblood Armor, Drake- 
blood Gauntlets, Drakeblood Leggings: Found on a corpse 
in Dragon's Sanctum. 

Black equipment of the Drakeblood Knights, who 
came from a land long forgotten. The Drakeblood 
Knights, who worshipped the blood of dragons, were 
led by Sir Yorgh in a siege of the Eternal Sanctum, but 
sunk into the Sanctum when the slumbering dragon 
awoke. The red cloth wrapped around their black 
equipment represents the sacred blood of dragons. 
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| Acquisition Drakeblood Helm, Drakeblood Armor, Drake- 

blood Gauntlets, Drakeblood Leggings: Found on a corpse 
in the Consumed King’s Garden after defeating a Drake- 

* blood Knight when he is summoned by a Man-Serpent 
Summoner (Archdragon Peak). 


Equipment of the Drakeblood Knights, worship- 

pers of the blood of dragons. The red cloth is said to 
symbolize their yearning for blood. Dragon worship 
has captured the hearts and minds of warriors across 
the lands for many ages. Perhaps such warriors are 
attracted to doctrines of few words. 
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Acquisition Drakekeeper Helm, Drakekeeper PHEES, 
Drakekeeper Gauntiets, Drakekeeper Boots: Dropped by 
Drakekeepers (Dragon Shrine) 

Giant onyx equipment. Something dark indeed eats 
away at the drakekeepers, eternal guardians of the 
shrine. 
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Acquisition Drang Armor, Drang Gauntlets, Drang Shoes: 
Found on a corpse in the Cathedral of the Deep. 


} Equipment of the Drang Knights, proclaimed de- 
scendants from the land known for the legend of the 
Linking of the Fire. Fine protection that is both light 
and strong, having been reinforced with rare geisteel. 
The Drang Knights were once feared sellswords, until 
treason meant descending into the abyss, and they 
were separated forever. 
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Acquisition Drangleic Helm: Given by Captain Drum 

mond (Memory of Vammar) after defeating the Giant Lord 
(Memory of Jeigh). Drangleic Mail, Drangleic Gauntlets, 
Drangleic Leggings: Found on a corpse in the Forest of 
Fallen Giants 

Traditional Drangleic equipment. Belonged to Captain 
Drummond. Drummond's ancestors have served 
Drangleic for generations, principally as defenders of 
the great fort, but Captain Drummond is the last in 
this proud line. In his day, King Vendrick was fair and 
just, and expected the same of his liegemen. The helm 
was proof of King Vendrick’s trust, an honor, until his 
transfiguration 
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Acquisition Durgo’s Hat: Dropped by Blue-eyed Durgo 
(Drangleic Castle) after acquiring the King's Ring from NG+ 
onwards, found in a chest in Frozen Eleum Loyce 


Monocled hat favored by Blue-eyed Durgo. Extends 
arrow range. The hero Durgo, an expert bowman 
and his brotherin-law defended their homeland from 
aggressors. In spite of Lanafir’s policy of isolationism 
Durgo was well known even beyond its domain. 
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Acquisition Eastern Helm, Eastern Armor, Eastern Gaunt- 
lets, Eastern Leggings: Found on a corpse in the Darkroot 
Garden. 


Distinctive equipment made in an Eastern land. Exqui- 
sitely crafted, this equipment offers excellent defense 
particularly versus slash attacks, which are one of the 
main threats in battles in the East 
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Acquisition Eastem Helm, Eastern Armor, Eastem Gaunt- 
lets, Eastern Leggings: Sold by the Shrine Handmaid (Fire- 
link Shrine) after providing her the Easterner’s Ashes. 


Distinctive equipment made in an Eastern land. The 
exquisite craftsmanship and artistic design made 
these prized pieces in the collection of any nobleman 
Offers excellent damage absorption, particularly from 
slashing attacks from katanas, which are commonly 
encountered threats in battles fought in the East 
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Acquisition Elite Knight Helm, Elite Knight Armor, Elite 
Knight Gauntlets, Elite Knight Leggings: Found on a corpse 
in the Darkroot Garden. 

Equipment of a nameless knight, perhaps an elite 
knight of Astora. The armor bears a fire-warding heral- 
dic symbol on its blue surcoat. Although he was loath 
to give up on his Undead mission, he perished at the 
Undead Asylum, and went Hollow. 
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Acquisition Elite Knight Helm, Elite Knight Armor, Elite 
Knight Gloves, Elite Knight Leggings: Sold by Maughlin the 
Armorer (Majula) after spending 1000 Souls on his wares. 
Equipment made of bradden steel. Provides sturdy 
defense, making it an old-time favorite of elite knights. 
Bradden steel is used widely in Drangleic. This fine al- 
loy is made from ores mined in the southern kingdom 
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Acquisition Elite Knight Helm, Elite Knight Armor, Elite 
Knight Gauntlets, Elite Knight Leggings: Sold by the Shrine 
Handmaid (Firelink Shrine) after defeating Anri of Astora, or 
progressing Anri’s/Yuria of Londor’s quest 

Equipment said to have been given to elite knights 

of fallen Astora. The mere mention of Astora invokes 
wistful pangs, and perhaps it was such a dream that 
drew Anri to this faraway home known only by name. 


Acquisition CEE Gauntlets: Found in a chest in Brignt- 
stone Cove Tseldora after completing Pate and Creighton's 
quest. 


Stone gauntlets engraved with odd writing. Said to 
bring good fortune to their wearer. The wealthy mer 
chant Fiorenza searched for these rare and precious 
gauntlets his entire life, but was not the one who 
found them. 
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Acquisition Evangelist Hat, Evangelist Robe, Evangelist 
Gloves, Evangelist Trousers: Dropped by Evangelists (Un- 
dead Settiement/Cathedral of the Deep). 


Equipment of an evangelist sent from the cathedral 
These chers, all women, came to enlighten inhabit- 
ants of the Undead Settlement and sent carriers on 
the path of sacrifice. 


i 
1 
t 


Acquisition Executioner Helm, Executioner aioe Execu- 
tioner Gauntlets, Executioner Leggings: Sold by Titchy Gren 
(Undead Purgatory) after reaching Drangleic Castle and 
after joining the Brotherhood of Blood covenant. 

Black equipment worn by the executioner of the 
Undead Purgatory. The spikes are designed to evoke 
fear. The executioner mercilessly put down countless 
Undead, but how could he know that it was never his 
own will, but that of the chariot horse? 


Acquisition Executioner Helm, Executioner Anon 
Executioner Gauntiets, Executioner Leggings: Sold by the 
Shrine Handmaid (Firelink Shrine) after defeating Horace 
the Hushed. 


Steel equipment of Horace the Hushed, who took 

a liking to its cold, bulky insides. The original owner 
was said to be a corrupt executioner, who was killed 
and stripped of his armor. Horace is one of only two 
children to escape Aldrich's clutches. 
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‘Acquisition Exile Mask, Exile Armor, Exile Gauntlets, Exile 
Leggings: Sold by the Shrine Handmaid (Firelink Shrine) 
after defeating both Exile Watchdogs (Road of Sacrifices). 


Equipment of the watchdogs of Farron’s Keep. After 
the Legion's Watchers became Lords of Cinder, the 
wolf blood dried up, and Farron was consumed by a 
festering wood. Within the wood, an emaciated old 
wolf commands watchdogs to defend the sanctity 

of sleeping warriors. Both the exiles were surely 
watchdogs themselves, for Farron has always been a 
land of itinerants. 
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Acquisition Mask of the Child: Sold by Trusty Patches 
(Firelink Shrine), dropped by Pinwheel (The Catacombs) 
and Pinwheel Servants (Tomb of the Giants). 


sition Falconer Helm: Sold by Maughlin the Armorer 
(Majula), dropped by Falconers (Things Betwixt from NG+ 
onwards) or (Shaded Woods/Brightstone Cove Tseldora in 
{SotFS]). Falconer Armor, Falconer Gloves, Falconer Boots: 
Starting equipment for the Knight class, sold by Maughlin 
the Armorer (Majula), dropped by Falconers (Things 
Betwixt from NG+ onwards) or (Shaded Woods/Brightstone 
Cove Tseldora in [SotFS]). 
Equipment worn by the Volgen Falconers. Domes- 
tic Volgen soldiers are infamously timid, so it is no 
wonder that this fierce band of mercenary falconers 
was hired to compensate. In practice they serve as 
bodyguards for the affluent elite, and they serve well, 
such that nobody dares scrutinize their backgrounds 


One of the three masks of the Pinwheel, the necro- 
mancer who stole the power of the Gravelord, and 
reigns over the Catacombs. This mask, belonging 
to the naive child, slightly raises stamina recovery 
speed. 


Fallen Knight Helm, Fallen Knight Armor, Fallen 
Knight Gauntlets, Fallen Knight Trousers: Found on a corpse 
on the Road of Sacrifices. 

Equipment of an order of fallen knights who disbanded 
and fled, but met untimely deaths. The drab, tattered 
cloth conceals tough, black metal which provides 
dependable protection from fire. It is just possible to 
make out the majestic gold engravings on its surface 
Held beneath leather boots and drab cloth using a knot 
of rope and bandage, the trousers are dampened and 
indelibly stained with the misery of flight 


(Undead Parish/The Duke's Archives). 


Severed head of the fully-armored Fang Boar taken by 
the one who killed it as proof of his victory, just as the 
Gods once did with the heads of the ancient dragons 
Can be worn on the head as a surprisingly sound piece 
of protective gear. 
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Acquisition Mask of the Father: Sold by Trusty Patches 
(Firelink Shrine), dropped by Pinwheel (The Catacombs) 
and Pinwheel Servants (Tomb of the Giants). 

One of the three masks of the Pinwheel, the necro- 
mancer who stole the power of the Gravelord, and 
reigns over the Catacombs. This mask, belonging to 
the valiant father, slightly raises equipment load 


b a8 
Acquisition Faraam Helm, Faraam Armor, Faraam Gaunt- 
lets, Faraam Boots: Found on a corpse in Drangleic Castle. 
Equipment worn by the Forossa Lion Knights. The 
mighty Lion Knights, worshippers of the war god 
Faraam, wore heavy armor and were feared for their 
nimble two-handed swordplay. But their legacy was 
cut short with the fall of Forossa 
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Acquisition Faraam Helm, Faraam Armor, Faraam Gaunt- 
lets, Faraam Boots: Sold by the Shrine Handmaid (Firelink 
Shrine) after defeating Lion Knight Albert (Grand Archives). 
Equipment named after a god of war. The armor of the 
Forossa Lion Knights was preserved even after the 
destruction of their homeland, and is mentioned in 
numerous legends, alongside the names of those who 
are said to have gone beyond death 


: well = 
Acquisition Mask of the Mother: Sold by Trusty Patches 
(Firelink Shrine), dropped by Pinwheel (The Catacombs) 
and Pinwheel Servants (Tomb of the Giants). 

One of the three masks of the Pinwheel, the necro- 
mancer who stole the power of the Gravelord, and 
reigns over the Catacombs. This mask, belonging 
to the kindly mother, slightly raises HP. 


310 Dark SOULS TRILOGY COMPENDIUM G9 


| FIRELINK SET 


ToS 
I 


FIRE KEEPER SET 


= + 


Acquisition Fire Keeper Robe, Fire Kenna Gloves, Fire 
Keeper Skirt: Found on a corpse in Firelink Shrine. 


Equipment worn by the guardian of the shrine. The 
Fire Keepers were robbed of light, to better serve as 
vessels for souls. Only those who cherish the writh- 
ing, searing darkness were given the keepers’ black 
attire. 
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Acquisition Fire Witch Heim, Fire Witch Armor, Fire Witch 
Gauntlets, Fire Witch Leggings: Dropped by Fire Witches 
(Irithyil of the Boreal Valley) 


Equipment of witches who bore the Profaned Flame. 
now harrowed spirits of Irithyll. The witches who lead 
the Pontiff's Knights were originally ordained as holy 

knights. It was not long however, before their hearts 

were swallowed by the Profaned Flame. 


Vhecpilehiots Firelink Heim, Firelink Armor, Firelink Gaunt- 
lets, Firelink Leggings: Sold by the Shrine Handmaid 
(Firelink Shrine) after defeating the Soul of Cinder (Kiln of 
the First Flame). 


Equipment of the Soul of Cinder, a deific manifestation 
of the Lords of Cinder, who linked the First Flame. It 
resembles a knight, with a misshapen crown seen 
upon the helm’s rear and the armor taking the shape 
of a deathly ribcage, but it bears hideous burns and 
contortions. It exists as a symbol of the great Lords 
and the noble act of linking the fire, though it is no 
more than an empty husk 
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“Acquisition Flower Skirt: Found in a chest in the Cave of 
the Dead. 


Skirt of a nameless troubadour. High durability, despite 
its appearance. While troubadours can get by on 

their own through wily use of their arts for the most 
part, they might still require a generous patron. The 
stunning arrangement of layered flowers on this skirt 
is designed to capture the attention of a candidate for 
the position. 


FUME SORCERER SET 
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_ FLYING FELINE BOOTS 


FOLLOWER SET 


Acquisition Flying Feline Boots: Sold by Sweet ot Shalquoir 
(Majula) after defeating the Royal Rat Vanguard (Grave of 
Saints) and Royal Rat Authority (Doors of Pharros). 

Boots crafted with brown fur. Absorb shock and 
reduce fall damage. These boots, used in a celebrative 
festival, are light, rugged, and retain warmth 
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Acquisition Follower Helm, Follower Armor, Follower 
Gloves, Follower Boots: Dropped by Farron Followers 
(Painted World of Ariandel) 

Equipment worn by the Farron Followers. When a war 
rior of Farron fell to the Abyss, the tall, lean Followers, 
with their hollowed eyes, quietly appeared in groups 
to hunt them down. Farron and its Watchers fell to 
ruin, but the Followers survived as a wandering pack 
of Hollows 
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“Aequisition Fume Sorcerer Mask, Fume Sorcerer Robes, 
Fume Sorcerer Gloves, Fume Sorcerer Boots: Dropped by 
Fume Sorcerers (Brume Tower/lron Passage). 

Equipment worn by fume sorcerers. After the Old 
Iron King sunk into the lava, scores of men were dis- 
patched to this land to tap the replete stores of iron. 
But they soon lost their nerve when faced with the 
child of Dark, and all but the most steadfast of them 
became servants of the black fog 


if { GARGOYLI E — HELM 


Helm: Drop after defeating at least 
‘one or all Gargoyles (Undead Parish/Anor Londo). 


Helm of the gargoyle, an enchanted creature that 
guarded the Bell of Awakening in the belfry of the Un- 
dead Church. This bronze helm was for mere appear 
ance’s sake, as gargoyle skin is naturally hard. Little in 
the way of defense can be expected from it 
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[ GIANT SET 


i “Acquisition Giant Helm, Giant aioe Giant Gauntlets, Gi- 
ant Leggings: Sold by the Giant Blacksmith (Anor Londo). 
Equipment of the giant sentinels of Anor Londo. Made 
from ancient brass, it also offers protection versus 
non-physical attacks, but due to its giant size, it is 
extremely heavy for humans, and impedes stamina 
recovery. 


Acquisition Gold-Hemmed Black Hood, Gold-Hemmed 
Black Cloak, Gold-Hemmed Black Gloves, Gold-Hemmed 
Black Skirt: Found on a corpse in the Ceaseless Discharge 
boss arena (Demon Ruins). 

Worn by the witch Quelana of Izalith, mother of 
pyromancy and Daughter of Chaos. She wore this 
gold-hemmed black equipment before even the Age of 
Fire, and it offers strong resistance versus fire, poison, 
and other perils. 


Acquisition Golem Helm, Golem Armor, Golem Guat 
lets, Golem Leggings: Sold by Domhnall of Zena (Firelink 
Shrine) after defeating the Iron Golem (Sen‘s Fortress). 
Equipment of the Iron Golem, guardian of the ancient 
Sen's Fortress, slayer of heroes who ventured forth to 
Anor Londo. Without its core, it is a mere hunk of iron, 
and can be equipped as solid protective gear, but its 
immense weight hinders stamina recovery. 
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Acquisition Gough's Helm, Gough's Armor, Gough Gaunt- 
lets, Gough's Leggings: Dropped by Hawkeye Gough (near 
Battle of Stoicism Gazebo). 

Equipment of Hawkeye Gough, one of Gwyn's Four 
Knights. Received as a decoration of knightly honor. 
Ahelm crafted especially for the honorable Hawkeye 
Gough, only the eye holes were packed with pine 
resin by those who dismissed Gough as a brutish 
giant. Armor donned by Gough since his days as a 
dragonslayer. The medallion, bequeathed by the Lord 
himself, and the dragon bone pauldrons are symbols 
of the highest honors. The gauntlets and leggings are 
crafted of similar material to the gauntlets worn by the 
Silver Knights 
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[ GUARDIAN SET 
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Acquisition Grave Warden Mask, Grave Warden Top, Grave : 
Warden Cuffs, Grave Warden Bottoms: Dropped by Grave 
Wardens (Earthen Peak/Undead Crypt) 

Equipment worn by wardens of the crypt. No notable 
effects on the mask, designed only to block ight. The 
wardens of the crypt watch over the 


ering dead 
making sure they are not awoken. Be hey ki ing or 
peasant, wise or dull, rich or poor, the wardens treat 
them with the same care 
| GRAVE WARDEN SET oe 
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Acquisition Grave Warden Hood, Grave Warden Robe, 
Grave Warden Wrap, Grave Warden Skirt: Dropped by Grave 
Wardens (Cathedral of the Deep/Untended Graves). 
Rotting, tattered equipment. Attire of grave wardens 
at the Cathedral of the Deep. Grave warde 
tasked with disposing of the ever rising corps 
plagued the cathedral. Their clothes are utterly 
drenched in the blood and mucilage of their und: 
ing. 
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Acquisition Guardian Helm, Guardian Armor, Guardian 


Gauntlets, Guardian Leggings: Found on four corpses scat 
tered throughout the Royal Wood. 

Equipment of the stone knights, guardians of the for 
est sanctuary. The stone knights are golems animated 
by magic, and their enchanted helms are oppressively 
heavy. 
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Acquisition Gundyr’s Helm, Gundyr’s Armor, Gundyr's 
Gauntlets, Gundyr’s Leggings: Sold by the Shrine Hand 


maid (Firelink Shrine) after defeating Champion Gundyr 
(Untended Graves). 


Ancient set of cast iron equipment, belonging to 
Champion Gundyr. The helm is modeled after a former 


king. Gundyr, or the Belated Champion, was bested 
by an unknown warrior. He then became sheath to 
a coiled sword in the hopes that someday, the first 
flame would be linked once more 


{ GYRM SET 
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Acquisition Gyrm Helm, Gyrm Armor, Gyrm Gloves, Gyrm 
Boots: Dropped by Gyrm (Doors of Pharros) 


Equipment of the nomadic Gyrm. The stocky Gyrm are 
kind-natured, but humans deemed them impure, and 
drove them underground 
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| GYRM WARRIOR GREATHELM 
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Acquisition Gyrm Warrior Greatheim: Dropped by Gyrm 
Warriors (Doors of Pharros). 


Greathelm worn by the nomadic Gyrm. Excellent poise 
and defense, but very heavy. Most Gyrm descendants 
refuse contact with outsiders, and live with a sense of 
deep contempt for those who exiled them 
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Acquisition Gyrm Warrior Helm, Gyrm Warrior Armor, Gyrm 
Warrior Gloves, Gyrm Warrior Boots: Dropped by Gyrm War- 
riors (Doors of Pharros). 


Warrior equipment of the nomadic Gyrm. Excellent 
poise and defense, but very heavy. Most Gyrm de- 
scendants refuse contact with outsiders, and live with 
a sense of deep contempt for those who exiled them 


{ HARALD LEGION SET 
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(The Dreg Heap/The Ringed City). 


Equipment worn by the Harald Legion, who sought 
the dark soul. The equipment sank into the dark with 
the legion, where the leather partly melted with metal 
pieces showing signs of an unsightly bloating, and 
where their cavities bloated in grotesque displays, 
never again to fit any ordinarily-shaped body. 
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Acquisition Standard Heim, Hard Leather Armor, Hard 
Leather Gauntlets, Hard Leather Boots: Starting equip- 
ment for the Warrior class, sold by Maughlin the Armorer 
(Majula) 


HARD LEATHER SET 
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Equipment made of sturdy leather and a helmet made 
of iron. A commonplace piece of armor. No embellish- 
ments. Very solid. 


HARD LEATHER SET 


Acquisition Standard Heim, Hard Leather Armor, Hard 
Leather Gauntlets, Hard Leather Boots: Sold by Greirat of 
the Undead Settlement (Firelink Shrine) or the Shrine Hand- 
maid (Firelink Shrine) after providing Greirat’s Ashes. 
Equipment made of thick leather. Used by warriors of 
old, but one can still expect sound defense. A sturdy 
helm made of iron. It is never unwise to wear a sturdy 
form of head protection against arrows and other 
somatic threats. 
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Acquisition Havel’s Heim, Havel’s Armor, Havel’s Gauntlets, 
Havel’s Leggings: Found in a chest in Anor Londo. 


Equipment worn by Havel the Rock's warriors. Carved 
from solid rock, its tremendous weight is matched 
only by the defense it provides. Havel’s warriors never 
flinched nor retreated from battle. Those unfortunate 
enough to face them were inevitably beaten to a pulp. 
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Acquisition Havel’s Heim, Havel’s Armor, Havel’s Gauntlets, 
Havel's Leggings: Found on a corpse in The Gutter. 
Equipment as if hewn from a giant boulder. Offers 
stupendous defense, but weighs a ton. The origin of 
the name Havel is not clear. Some say it was the war 
rior who wore the armor, but others say that it was the 
name of a great kingdom ruined in a barbaric war. 
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Acquisition 

Havel’s Leggings: Found on a corpse in Farron Keep after 
defeating Havel the Rock (Archdragon Peak). 

Armor as if hewn from a giant boulder. Highly protec- 
tive, but excessively heavy. The warriors who followed 
Havel the Rock never flinched, nor retreated from 
battle, crushing any foe that stood in their way. 


[ HEIDE KNIGHT IRON MASK 


> sk 
sition Heide Knight Iron Mask: Found in a chest in 
the Cathedral of Blue, dropped by a particular Heide Knight 
{The Gutter) [SotFS). 

} Iron mask worn by Heide Knights. Whether Heide 

| refers to a kingdom or was just a name for the land is 
not clear, for no records date back far enough to tell 
All that is known is that the Way of Blue has its origins 
in Heide, and that Heide was later subsumed by the 
sea. 


{ HE IDE KNIGHT SET 


4 Acquisition Heide Knight Greatheim, Heide Knight 
Chainmail, Heide Knight Gauntlets, Heide Knight Leggings: 
ie] Dropped by Heide Knights (Heide’s Tower of Flame) from 
NG+ onwards; default NG in same area for [SotFS}. 
Equipment worn by Heide Knights. Whether Heide 
refers to a kingdom or was just a name for the land is 
not clear, for no records date back far enough to tell. All 
that is known is that the Way of Blue has its origins in 
Heide, and that Heide was later subsumed by the sea. 


{ HERALD SET 
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Herald Helm, Herald Armor, Herald Gloves, 
Herald Trousers: Starting equipment for the Herald clas: 
found on a corpse on the Road of Sacrifices after defeating 
the Crystal Sage. 

Equipment with a pure white cape, the signature of 
Heralds of the Way of White, who deliver command- 
ments of duty. Protection made of steel has excellent 
physical absorption, but is found lacking against blunt 
strikes and lightning damage. Heralds of the Way of 
White are said to wear fairly plain leather gloves made 
to last on long journeys, and quilted trousers with insu- 
lated material that’s effective against strike damage, 
nicely complementing steel protective wear. 
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Acquisition Hexer’s Hood, Hexer’s Robes, Hexer’s Gx sai, 
Hexer's Boots: Given by Felkin the Outcast (Huntsmane” 
Copse) [20 Faith and 20 INT req.], sold by Merchant Hag 
Melentia (Majula) after defeating Felkin 


Equipment worn by a hexer. Belonged to Felkin the 
Outcast. Hexing appears to be an offshoot of sor ery, 
but its specific origins are unknown. Those who have 
a taste of dark are drawn into its vortex and rarely ‘ 
return. Perhaps it appeals to something deep within 
the human soul. 
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Acquisition Hollow Infantry Helm, Hollow Infantry Armor, 
Hollow Infantry Gloves, Hollow Infantry Boots: Dropped by 
Hollow Infantry (Forest of Fallen Giants). 


Equipment worn by Hollowed infantry. A set of basic, 
minimal equipment. Worse yet, it’s worn and nearly 
falling apart. Not recommended unless your options 
are spent 
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Acquisition Hollow Skin: Found in a chest in Brume Tower, 
behind an illusory wall halfway down an elevator shaft. 

A hood imitating the head of a Hollow. Provides curse 
resistance, and makes it easier to detect messages 
from other worlds. Finely crafted to perfectly imitate 
the head of a Hollow, only without the abhorrent 
stench. Whoever created this was surely deeply 
respectful of those lost to Hollowing 


TR 


Equipment worn by Hollow soldiers. It may be old 
and battered, but its iron construction makes it quite 
sturdy. It is wise to wear a sturdy form of head 
protection against arrows and other physical threats 
The waistcloth is so tattered that it barely serves its 
Purpose anymore. 


f HOLLOW SOLDIER SET 
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Acquisition Hollow Soldier Helm, Hollow Soldier Armor, 
Hollow Soldier Gauntlets, Hollow Soldier Leggings: 
Dropped by Hollow Soldiers (Forest of Fallen Giants). 


Equipment worn by Hollowed royal soldiers. Appears 
to be crafted with quality materials, but is highly 
degraded and close to falling apart. Wearing this will 
be of little use. 
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Acquisition Hollow Thiet’s Hood, Hollow Thief’s Leather 
Armor, Hollow Thief’s Tights: Dropped by Hollow Thieves 
(Undead Burg) 
Equipment worn by Hollow thieves. It stifles noise 
and helps its wearer hide in the shadows. The hood is 
used to hide a guilty countenance 
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Acquisition Hollow Warrior Helm, Hollow Warrior Armor, 
Hollow Warrior Waisteloth: Dropped by Hollow Warriors 
(Firelink Shrine/Undead Burg). 


Equipment worn by Hollow warriors. The armor is 
made of thick leather that is tattered with age, and 
the waistcloth is so tattered that it barely serves its 
purpose anymore. Although the heim is made of iron, 
it is old, battered and worn out. It is wise to wear a 
sturdy form of head protection against arrows and 
other physical threats. 
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Acquisition Cleric Helm, Cleric Armor, Cleric Gauntlets, 
Cleric Leggings: Sold by Trusty Patches (Firelink Shrine). 
Equipment worn by the warrior clerics of the Way of 
White, who are famous for being unyielding in battle. 
It is rather substantial in size and weight, making its 
wearer look even bigger than he actually is. 
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Acquisition Pharis’s Hat: Dropped by Forest Hunter Pharis 
(Darkroot Garden). Leather Armor, Leather Gloves, Leather 
Boots: Starting equipment for the Hunter class, found on a 
corpse in Darkroot Basin. 


Equipment made of soft leather. Very common type 

of protective gear. Broad-brimmed hat favored by the 
archer hero Pharis. Pharis was an accomplished archer, 
and though he wes human, he ranked alongside Hawk 
eye Gough, one of the Four Knights of Lord Gwyn. His 
hat is universally popular among children. 
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Acquisition Hunter's Hat, Leather Armor, Leather Gloves, 
Leather Boots: Found in a chest in the Forest of Fallen 
Giants. 

Equipment made from soft leather. Commonplace 
pieces of equipment. Few embellishments. Light 
weight and easy to use. Leather hat is traditionally 
used by bow hunters. The hunting goddess Eviana 
was no goddess at all, but rather a brave and highly 
skilled bov s. Long after her demise, the pass- 
ing of lore transformed her into a deity. 
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Acquisition imperious Heim, imperious Armor, imperious 
Gloves, imperious Leggings: Dropped by imperious Knights 
(Undead Crypt). 

Equipment worn by once-proud knights. Relics of a 
party who long ago long ago attempted to conquer the 
Undead Crypt. For this act of conceit they will never 
rest in peace, and instead serve as crypt guardians. 


Acquisition Imported Hood, Imported Tunic, Imported Man- 
chettes, imported Trousers: Available from the start of the 
game, before creating a character in Things Betwixt. 
Traveler's equipment. Won't provide much in the way 
of protection. Hemp hood fully covers the face and 
provides protection from the elements, and little 

more. The cursed souls who wander the lands have @ 
strange way of ending up here, as if drawn from afar 
by some force. 
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Boots: Sold by Maughlin the Armorer (Majula) 
Equipment worn by Drangleic infantry. A piece of 
basic, minimal equipment. At least it’s light and easy- 
to-use. 
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Acquisition Insolent Helm, insolent Armor, insolent Gloves, 
Insolent Boots: Sold by Grave Warden Agdayne (Undead 
Crypt), dropped by particular Dark Spirits after lighting a 
statue (Undead Crypt) [SotFS] 


Equipment worn by once-proud clerics. Relics of a 
party who long ago attempted to conquer the Undead 
Crypt. For this sin their deaths have been postponed, 
so they may serve as crypt sentries. 
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Acquisition Iron Dragonslayer Helm, Iron Dragonslayer 
Armor, Iron Dragonslayer Gauntlets, Iron Dragonslayer Leg- 
gings: Dropped by the Iron Dragonslayer (The Ringed City). 
Stark melted iron equipment of the ancient Dragon- 
slayer Armour. The Armour, defeated by the Champion 
of Ash in Lothric, was left ages to rust, until it slipped 
into an abyssal swamp, where it was possessed once 
again by the memory of the hunt 
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») Acquisition Ironclad Helm, Ironclad Armor, Ironclad Gaunt- 
lets, Ironclad Leggings: Dropped by Ironclad Soldiers (Iron 

Keep). 

Equipment worn by Ironclad Soldiers. Provides high 

| defense, but is so heavy that it requires great strength 
to move. The Ironclad Soldiers were minions created 
by the Old Iron King, their life granted by an enchant- 
ment of souls. By now this is again an iron husk, and 
fit to wear. Once, the Old King could have unraveled 
the greater mysteries with the aid of his great soul, 
but he was led astray by his enormous fortune, be- 
coming nothing more than a vulgar hedonist 
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Acquisition Ivory King Helm, Ivory King Armor, Ivory Kin 

Gauntlets, Ivory King Leggings: Sold by Maughlin the ° 
Armorer (Majula) after defeating the Burnt Ivory King (The 
Old Chaos) and after providing 50 Loyce Souls to Alsanna, 
the Silent Oracle (Grand Cathedral) . 


Equipment of the Ivory King of Eleum Loyce. The 
Ivory King kept his countenance from his people 

The Knights of Loyce dutifully followed suit, never 
unhinging their helmets in public view. The land of 
Eleum Loyce was a vast rampart built to contain the 
ancient Chaos. The Ivory King placed his throne upon 
the very mouth of Chaos, and served as the first line 
of defense f 
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Acquisition Aristocrat's Mask, Jailer Robe, Jailer Gloves, 
Jailer Trousers: Dropped by Jailers (Irithyll Dungeon) 
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} Equipment worn by jailers of Irithyll Dungeon. Origi 
nally ritualistic formal wear and noblemen delighted 

in the mask’'s plump features. The jailers were among 
the few survivors inhabiting the Profaned Capital, later 
serving under Pontiff Sulyvahn. Perhaps the screams 
emanating from the cells help them forget their old 
home 
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Acquisition Jester’s Cap, Jester’s Robes, Jester’s Gloves, 
Jester's Tights: Sold by Magerold of Lanafir (Iron Keep) 
Boldly-colored jester’s attire. A nice bit of fun to try on 
Jesters are more than festival fixtures; some have a 
second face, hidden from public view. 
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Acquisition Karia’s Pointed Hat, Karia’s Coat, Karla's Gloves, 
Karla's Trousers: Sold by the Shrine Handmaid (Firelink 
Shrine) after providing her the Prisoner Chief’s Ashes, 
dropped by Karla (irithy!! Dungeon/Firelink Shrine) 
Equipment of the dark witch Karla. This stained attire 
is torn and odorous, telling of a long journey and even 
longer imprisonment. It would be madness to wear 
such a thing. Hat of the dark witch Karla. A pointed 

hat is the signature of a heretical sorceress. Karla, 
however, always kept it close. 
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Acquisition King’s Crown, King’s Armor, King’s Gauntlets, 
King’s Leggings: Found in a chest chest behind a hidden 
door in the Shrine of Amana (requires restoring Humanity 
to open) after defeating Vendrick (Undead Crypt). 


Equipment of Vendrick, King of Drangleic. What makes 
a king? Some say that it is birthright, while others call 
it destiny. Perhaps it is not important, as long as the 
king's name serves to unite his people. 
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Acquisition Knight Helm, Knight Armor, Knight Gauntlets, 
Knight Leggings: Starting equipment for the Knight class, 
found on a corpse in Darkroot Basin. 
Equipment of a lowerrank knight. Despite the thin 
metal used, the grooved texture gives it added protec- 
tion. 
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Acquisition Knight Helm, Knight Armor, Knight Gauntlets, 
Knight Leggings: Found in a chest in Heide's Tower of 

Flame. 

Metal equipment worn by knights. Standard issue for 
new Drangleic knights. Knights have long trusted this 
equipment for its excellent functionality. 
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‘Acquisition Knight Heim, Knight Armor, Knight Gauntiets, 
Knight Leggings: Starting equipment for the Knight class, 
sold by Greirat of the Undead Settlement (Firelink Shrine) 
after first scavenging departure or the Shrine Handmaid 
(Firelink Shrine) after providing Greirat’s Ashes. 


Equipment of a lowly knight, fashioned from solid 
iron. This iron equipment might be on the heftier 

side compared to others of its ilk, but as such offers 
great physical absorption in exchange for its imposing 
weight. Do not think to wear it without the necessary 
Vitality. 
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Acquisition Lapp’s Helm, Lapp’s Armor, Lapp’s Gauntlets, 
Lapp’s Leggings: Found in The Ringed City after progress- 
ing Amnesiac Lapp’s quest, sold by the Shrine Handmaid 
(Firelink Shrine) after defeating Amnesiac Lapp (The Dreg 
Heap/The Ringed City). 

Steel equipment of the amnesiac Lapp. This plate- 
armor equipment, that covers the body cleanly without 
even slight gaps, provides heavy defense. Quite fit 

to conceal a hollowed body, and indeed, one’s very 
identity 
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Acquisition Pharis’s Hat: Dropped by at least one or all 
three particular Elder Ghrus (Farron Keep). Leather Armor, 
Leather Gloves, Leather Boots: Sold by the Shrine Hand- 
maid (Firelink Shrine) after providing her the Dreamchaser’s 
Ashes. 

Equipment made of smooth leather. Even lighter 

and more flexible than most leather armors. Broad- 
brimmed leather hat. Traditionally used by master 
archers, and especially favored by forest-dwelling hunt- 
ers. The name Pharis is said to have once belonged 

to a hero, but is now more widely known as a style 

of hat 
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“Requisition Silver Mask: Dropped by Ringfinger Leonhard. 
Leonhard’s Garb, Leonhard’s Gauntlets, Leonhard’s Trou- 
sers: Sold by the Shrine Handmaid (Firelink Shrine) after 
defeating Ringfinger Leonhard. 


Equipment of Ringfinger Leonhard. Leonhard was 
born into royalty, which is believed to be the reason for 
his skill in both sorcery and swordsmanship. Indeed, 
this dingy attire is in fact embroidered with gold 
thread, decorated with silver and meticulously tanned, 
betraying its purpose as military wear designed for 

a noble. In his youth, Leonhard suffered grave burns 
to his entire body. His face in particular, which he 

hid beneath his silver mask, was terribly scalded. He 
abstained from restoring these injuries, even after 


becoming a Finger of Rosaria. 
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> by Peculiar Kindalur (Shrine of Amana) and by Leydia 
Witches (Undead Crypt). 


Equipment worn by Leydia witches. Leydia aposties 
worship Galib, god of disease. They once resided in 
the Undead Crypt beside Fenito. The Leydia witches 
grew conceited, and began to manipulate both the 
onset and curing of disease, making themselves the 
effective gatekeepers of the crypt. 
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Acquisition Leydia White Hood, Leydia White Robe, Leydia 
Gauntiets: Dropped by Leydia Pyromancers (Undead 
Crypt). 

Equipment of a Leydia pyromancer. Leydia apostles, in 
their conceit, occupied the Undead Crypt and misused 
death. This invoked the ire of Fenito, who branded 
them as transgressors. 
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Acquisition Lion Mage Robe, Lion Mage Cuffs, Lion Mage 


Skirt: Found in a chest in Shaded Woods. 


Equipment worn by Lion Clan mages. The Lion Clan 
y arean offshoot race that appear in historical records 

} quite abruptly, as if one day they climbed up out of the 
depths of the very earth itself. 
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Acquisition Liewellyn Armor, Liewellyn Gi 

Shoes: Dropped by yates Knights ike feastesl on 
by Chancellor Wellager (Drangleic Castle) after defeating 
the Giant Lord (Memory of Jeigh) [SotFS} 

Equipment reinforced with rare geisteel. Belonged to 
Chancellor Wellager. Quality equipment that is both 
light and strong. Crafted by the castle’s resident mas. 
ter smith Llewellyn, and supplied only to a select few. 
His work easily identified by its lack of ostentation 
Llewellyn focused solely on an economy of simplicity 
and strength 
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Acquisition Looking Glass Mask, Looking Glass Armor, 
Looking Glass Gauntlets, Looking Glass Leggings: Sold by 
Maughlin the Armorer (Majula) after spending 16,000 Souls 
on his wares and defeating the Looking Glass Knight (King’s 
Passage). 

Equipment worn by the Looking Glass Knight. Made 
of metal, but has high lightning defense. Those who 
wish to serve the king as loyal warriors must take the 
King’s Passage and face the Looking Glass Knight 
Those who fail the test are sacrificed by the merciless 
specular monstrosity. 
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Acquisition 

Clan Warrior (Shaded Woods). Lion Warrior Cape, Lion War- 
rior Cuffs, Lion Warrior Skirt: Dropped by Lion Clan Warriors 
(Shaded Woods). 

Equipment worn by Lion Clan warriors. The Lion Clan 
are an offshoot race that have no ties to humans, and 
would murder anyone who might have the curious no- 
tion of approaching them. The lion clansmen seem to 
despise their own looks, as they hate being seen 
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Blade Gloves, Lord’s Blade Waistcloth: Dropped by Lord's 
Blade Ciaran (Royal Wood) 

Equipment worn by the Lord's Blade Ciaran, one of 
Gwyn’s Four Knights. Common to all of the Lord's 
Blades. These deadly women shift nimbly between lay 
ers of darkness, etching streaks of gold into the night 
air, and planting visions of terror into the minds of their 
targets. The cyclops headpiece is common to all of the 
Lord's Blades, but Ciaran was determined to earn this 
soft porcelain mask as a unique decoration of honor, 
The mask is lined with ivory locks of hair 
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Acquisition Red Lion Warrior Cape: Dropped by Golden 
Lion Clan Warrior (Shaded Woods). 

Red cape worn by Lion Clan warriors. The Lion Clan 
are an offshoot race that have no ties to humans, 

and would murder anyone with the curious notion of 
approaching them. The lion clansmen seem to despise 
their own looks, as they hate being seen. 
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Acquisition Lorian’s Helm, Lorian’s Armor, Lorian’s 
Gauntlets, Lorian’s Leggings: Sold by the Shrine Handmaid 
(Firelink Shrine) after defeating Lorian, Elder Prince and 
Lothric, Younger Price (Lothric Castle). 

Equipment of Prince Lothric’s older brother Lorian 
The black-dyed brass armor, gauntlets and leggings 
were passed down to him from the royal family, and 
the helm is patterned with flame. Lorian, raised as a 
knight, is said to have been left mute and crippled by 
his younger brother's curse. It is also said that Lorian, 
in fact, wished it so. 
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Acquisition Lothric Knight Helm, Lothric Knight Armor, 
Lothric Knight Gauntlets, Lothric Knight Leggings: Dropped 
by Lothric Knights. 

Equipment of a celebrated Lothric knight. Strong steel 
gauntlets, leggings and helm, if a little scratched and 
worn. The coat of distinction is all but fallen apart. The 
Knight has served as one of the Three Pillars since 
ancient times, and shares place alongside the wyverns 
as a symbol of Lothric. Only those possessing a 
knight's resolve are fit to wear this garment. 
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Acquisition Loyce Helm: Given by Alsanna, the Silent 
Oracle (Grand Cathedral) after providing her 35 Loyce 
Souls. Loyce Armor, Loyce Gauntlets, Loyce Li 

Given by Alsanna, the Silent Oracle (Grand Cathedral) after 
providing her 15 Loyce Souls. 

Equipment of a Knight of Loyce. The Knights of Loyce 
were devoted guardians of this land that delved 
valiantly into the depths of chaos, never to return. The 
few that survived remain in Eleum Loyce, now frozen 
over, awaiting the call of their master. 
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“Aequisition Lucatiel’s Mask: Given by Lucatiel of Mirrah 
(Aldia’s Keep) after progressing her quest, or dropped by 
her. Lucatiel’s Vest, Lucatiel’s Gloves, Lucatiel’s Trousers: 
Given by Lucatiel of Mirrah (Aldia’s Keep) surviving at least 
three boss encounters once summoned, sold by Merchant 
Hag Melentia (Majula) after defeating Lucatiel. 

Equipment worn by knights while on travel. Belonged 
to Lucatiel of Mirrah. Normally ceremonial hats and 
masks are separate, but these two have been ad- 
joined. Only those who have distinguished themselves 
on the battlefield were admitted into the elite ranks of 
Mirrah’s official order of knights. It is common to hear 
of a peasant’s dream of striving for knighthood as an 
escape from hardship, but who would ever think it 
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‘Aquisition Maiden Hood, Maiden Robe, Maiden Gloves, 
Maiden Skirt: Found on a corpse in The Duke's Archives. 
Equipment worn by traveling maidens. It is part of 
their formal attire, regardless of rank. It is soft and 
well-made, but does not offer much in the wey of 
defense, making it ill- suited to use in battle 
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Acquisition Maiden Hood, Maiden Robe, 
Maiden Skirt: Found on a corpse in the Cathedral of the 
Deep. 

White equipment worn by traveling maidens. Part of 
their formal attire, regardless of rank. It is soft and 
well-made, but ill-suited for use in battle. 
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} Acquisition Manikin Mask: Found on a corpse in Earthen 

Peak. Manikin Top, Manikin Gloves, Manikin Boots: Dropped 


by Manikins (Earthen Peak). 


Equipment of the manikins of Harvest Valley. The 
peculiar art of puppetry is a vestige of the two lost 
lands. A fickle queen breathed life into these dolls with 
the very miasma that afflicted her poison-drenched 
bosom, so that she would have slaves to serve her 
temperamental will. She tore off their faces. How else 
could she forgive those who dared gaze upon her? 
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| Acquisition Mad Warrior Mask, Mad Warrior Armor, Mad 
Warrior Gauntlets, Mad Warrior Leggings: Dropped by the 
Mad Warrior Dark Spirit (Belfry Sol) after joining the Belfry 
Sol covenant, and by the Prowlers (Brume Tower). 
Equipment from an unknown foreign land. King 
Vendrick called upon powers from beyond his borders 
in an attempt to stave off the curse. Perhaps this 
belonged to one of his guests. 


Acquisition Snickering Top Hat, Chester's Long cost, Ches- 
ter’s Gloves, Chester's Trousers: Dropped by non-phantom 
Marvelous Chester (Royal Wood). 

Black top hat and leather equipment worn by Marvel- 
ous Chester, a man of mystery lost in the past. The 
wearer of this top hat cracks a dubious, permanent 
grin. The Curse of Chester! This exquisitely sewn 
aristocratic suit allows its wearer to move in silence, 
lending well to stealth. These gloves have no distin- 
guishing features, but are of extremely high quality. 
The exquisitely sewn trousers are decorated with 
silver trinkets of varying sizes, and have straps on the 
inner legs for carrying crossbow bolts. 


CHAPTER 5 EQUIPMENT & ITEMS 319 


Acquisition Ragged Mask: Found on a corpse in Farron 
Keep. Master's Attire, Master's Gloves: Dropped by the 
Sword Master (Cemetery of Ash). Loincloth: Starting 
equipment for the Deprived class, found on a corpse in the 
Undead Settlement. 
Terribly worn equipment. The deprived only manage 
to rummage just enough waistcloth to protect their 
vital parts. Rag that covers the wearer's mouth, which 
is likely a makeshift item that helped reduce intake of 
various poisonous and noxious fumes. Men are fond 
of weaving tales to explain the raggedness of their 
garb. “My sixth sense warned me of danger, and | 
danced between flurries of blades, unscathed, but 
alas, my clothes went to tatters.” 
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Acquisition Mastodon Helm, Mastodon Armor, Mastodon 
Gauntlets, Mastodon Leggings: Dropped by Primal Knights 
(Drangleic Castle). 

Equipment worn by the Primal Knights of Drangleic 
castle. Its weight would normally crush a man, but the 
Primal Knights wear it as if it were silk, so fearsome 

is their brute strength. The King restored a forbidden, 
long-lost art to create these inhuman abominations. 
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Acquisition Millwood ht Heim, Millwood Knight 
Armor, Millwood Knight Gauntlets, Millwood Knight Leg- 
gings: Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her th ptain’s Ashes. 

Equipment worn by knights of Millwood. The 
charbronze breastplate and the thick black cape are 
adorned with the symbol of the Ethereal Oak, and the 
helm is adorned with antlers believed to grow from 
the blessed beast of the Ethereal Oak. When the 
fabled Millwood forest was discovered it was a vacant 
ruin. The only thing left was the Ethereal Oak, stood 
rotting. No corpses were discovered, yet their belong- 
ings lay neatly on the ground 
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Acquisition Minotaur Helm: Dropped by Iron Warriors 
(Brume Tower/lron Passage), dropped by Oliver the Collec- 
tor (Iron Keep) [SotFS]. 

An ornamental helm commissioned by the Old Iron 
King. An awkwardly repurposed iron ornament, and as 
such, remains a stuffy, heavy thing. Wearing it gives 
one the sensation of being smothered in iron. 
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Acquisition Creighton’s Steel Mask, Mirrah Chain Mail, 
Mirrah Chain Gloves, Mirrah Chain Leggings: Found on a 
corpse in Irithy!l of the Boreal Valley after defeating Creigh 
ton the Wanderer (Irithy!! of the Boreal Valley) . 


Attire of Creighton the Wanderer. A notorious 
dishonorable deserter who fled an order of Mirrah 
Knights, yet oddly wore this most religiously. Formal 
attire of the honorable knights of Mirrah, featuring 
their heraldry, a stag set against a blue field. Despite 
the mask’s being a symbol of a criminal sentenced to 
death, Creighton never removed it 
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Acquisition Mirrah Hat: Found on a corpse in the Frigid 
Outskirts 


A hat from the land of Mirrah. An elite order of knights 
in a far land used this hat in a ceremonial capacity. 
Masterfully crafted, but of little practical use on the 
battlefield. 
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Acquisition Lucatiel’s Mask: Given once after trading a 
Vertebra Shackle with Nestling Crow (Firelink Shrine). Mir 
rah Vest, Mirrah Gloves, Mirrah Trousers: Found on a corpse 
in the Undead Settlement 

Equipment worn by Mirrah Knights sent on journeys 
The hard leather vest, soft deerskin gloves and trou 
sers are bestowed only upon proven knights. Knights 
travel afar to fulfill their sacred duties, but few are ever 
able to deliver on their vows. Mask attached to a cer 
emonial hat. A Hollow once fought valiantly with this 
mask, but feared the fading of her self, and implored 
a comrade remember her name. Perhaps that is why 
this gentleman's mask is named after a woman 
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Acquisition Monastery Headcloth, Monastery Longshirt, 
Monastery Long Gloves, Monastery Skirt: Dropped by the 
Lindelt Monk Dark Spirit (Aldia’s Keep) from NG+ onwards. 
Traditional sacred equipment crafted at the Lindelt 
Monastery. Made of a lightweight, flowing white fab- 
ric. The ceremonial design suggests that they revered 
whatever it was they watched over. The purity of the 
garment, however, neatly symbolizes the fraudulence 
found at the very heart of the monastery. 
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Acquisition Moon Butterfly Hat, Moon Butterfly Wings, 
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Moon Butterfly Cuffs, Moon Butterfly Skirt: Sold by Maugh- 
"in the Armorer (Majula) after spending 16,000 Souls on 

1s wares from NG+ (Hat: NG++) onward or after burning a 
Bonfire Ascetic at the Far Fire 


Acquisition Golden Crown, Dragonscale Armor, Golden 
Bracelets, Dragonscale Waistcloth: Sold by the Shrine Hand- 
maid (Firelink Shrine) after defeating The Nameless King 
(Archdragon Peak) 

Equipment of a nameless king who was ally to the 
ancient dragons. Its dragon scales are razorsharp 

and cannot be burned. The golden bracelets, together 
with the golden breastplate and the crown buried 
amidst long strands of bristling ash, are said to closely 
resemble those of the First Lord. 


Equipment made from wings of the rare moon but- 
terfly. Poisons those who approach its wearer and 
also extends jump distance. Little is known about 
the moon butterfly, which only appears on full-moon 
nights in winter. Some say the butterfly is a magical 
being, and its larvae have never once been spotted. 
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Acquisition Nameless Knight Heim, Nameless Knight 
Armor, Nameless Knight Gauntlets, Nameless Knight Leg- 
gings: Found on a corpse in Farron Keep. 


Acquisition Crown of the Dark Sun, Moonlight Robe, 
Moonlight Gloves, Moonlight Waistcloth: Sold by Domhnail 
of Zena (Firelink Shrine) after defeating Dark Sun Gwyndo- 


lin (A f 
lin (Anor Londo). Equipment of a nameless knight. Crafted with thin 


Equipment of the Dark Sun Gwyndolin, protector of metal greatly reinforced by a grooved finish 
the forsaken city of Anor Londo. The power 2 
moon was strong in Gwyndolin, and thus he was 
raised as a daughter. His magic garb is silk-thin, and 
hardly provides any physical defense. This crown of 
the gods demands faith immeasurable of its wearer, 
but it is imbued with Darkmoon power that enhances 
all magic. The image of the sun manifests Gwyndolin’s 
deep adoration of the sun 
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Acquisition More's Helm, Mome’s Armor, Mome's { Acquisition Northern Helm, Norther Armor, Northem 
Gauntlets, Mome’s Leggings: Sold by the Shrine Handmaid Gloves, Northern Trousers: Starting equipment for the War 
(Firelink Shrine) after defeating Eygon of Carim or progress- rior class, found on a corpse in the Undead Settlement. 
alk Seg Equipment of a stalwart northern warrior. Iron helm 
Black equipment bestowed upon knights of Carim engraved with an ornate pattern, iron armor supported 
Modeled on Morne, the Archbishop's apostle, cast by interwoven chainmail, gloves made of thick leather 
from a unique mineral resembling stone, and the and trousers with thick, furlined leather boots. Iron 
unusual helm is of perfect likeness to the stone heads defensive wear grants superior stability and protection 
lining the cathedral. A Carim knight will dedicate an en- from blunt strikes. Being from the north, it also excels 
tire career to attending a single maiden, just as Morne at retaining heat and offers resistance to the cold. 
once served one goddess alone. 
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@ corpse in Frozen Eleum Loyce. 


Equipment of a Forossan sage. Forossans venerated 
the gods of war, and sages who led warriors into 
battle were called Northwarders. Northwarders earned 
their title only after completing a great journey of great 
hardship, after which they would be worshipped as 
oracies of the war gods. 


joining the Brotherhood of Blood covenant and reaching 
rank +3, sold by Merchant Hag Melentia (Majula) after 
defeating Titchy. 

Equipment worn by servants of Nahr Alma, god of 
blood. Increases souls acquired for each kill. Belonged 
to Titchy Gren. Those who profess faith in Nahr Alma 
have rejected all that is this world, and vow to travel a 
path stained with blood. 
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Acquisition Ordained Hood, Ordained Dress, Ordained Trou- 
sers: Sold by the Shrine Handmaid (Firelink Shrine) after 
defeating Sister Friede (Painted World of Ariandel) 

Garb of Friede, Sister of the Painted World. A common 
black hood and the trousers of a swordsman hidder 
beneath her light blue dress, sewn with thick fabric 
After renouncing everything, Friede discovered a ; 
people that she wished to protect, and assumed the 
precise form that they yearned for 


Eleum Loyce. 
Helm forged from an ancient bell. Appears to bea 
mere curiosity, but is in fact quite practical. The top of 
the helm provides significant defense 
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Acquisition Omstein’s Helm, Omstein’s Armor, Omstein’s 
Gauntlets, Omstein’s Leggings: Sold by Domhnall of Zena 
(Firelink Shrine) after defeating Dragonslayer Ornstein last 
in Anor Londo. 


Acquisition Old Ironclad Helm, Old Ironclad Armor, Old 
fronclad Gauntlets, Old Ironclad Leggings: Dropped by Old 
Ironclad Soldiers (Forest of Fallen Giants). 

Equipment worn by Ironclad Soldiers Provides high 
defense, but extremely heavy. One day, warriors wear- 
ing decrepit armor emerged from Drangleic castle, and 
quietly assumed positions amongst the royal army. 

Not one of them ever spoke a word, or revealed the 
face under the mask. 


Equipment of the dragonslayer Ornstein, who guards 
the cathedral in the forsaken city of Anor Londo. Orn 
stein is believed to be the captain of the Four Knights 
His golden lion helm is imbued with the power of light- 
ning and should provide good protection against it 
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Acquisition Outrider Knight Helm, Outrider Knight Armor, 
Outrider Knight Gauntlets, Outrider Knight Leggings: 
Dropped by a particular Boreal Outrider Knight (Grand 
Archives). 

Equipment of an Irithyll outrider knight. Enveloped in a 
dimly cool air. The knights were given the eyes of the 
Pontiff, but the eyes transformed them into savage. 
raving warriors who only knew how to serve as mind- 
less guards. 


Acquisition Old Knight Helm, Old Knight Armor, Old Knight 
Gauntlets, Old Knight Leggings: Dropped by Old Knights 
(Heide’s Tower of Flame) (Shrine of Amana/Drangleic Castle 
in [SotFS}). 

Old undated equipment. How old could this nearly- 
crumbling armor be? Has extremely low durability. 
Sometimes, just as a thing falls to pieces, it unleashes 
its last flash of great power. 


| 
| 
‘ 


[ PAINTING GUARDIAN SET ij 
RRar sree Leer Sea STE ae eT 
t 7 ' t , 

i H j : 

ee 

fe | \ \ 

| 


Acquisition Painting Guardian Hood, Painting Guardian 
Robe, Painting Guardian Gloves, Painting Guardian Waist- 
cloth: Found in a chest in Painted World of Ariamis. 
Equipment worn by the alabaster-clothed guardians 
of the paintings in Anor Londo. Offers substantial 
protection versus magic. They have guarded the Great 
Paintings of Ariamis for ages, passing their duty down 
through the generations, but the reason for doing so 
passed from all memory long ago. 


Acquisition Old Sorcerer Hat, Old Sorcerer Coat, Old 
Sorcerer Gauntlets, Old Sorcerer Boots: Found on a corpse 
in Irithy!! Dungeon. 

Traditional attire worn by sorcerers of the Vinheim 
Dragon School. Long ago, sorcerers were said to al- 
ways dress properly, even while on distant journeys of 
discovery, even before such journeys were established 
curriculum. 
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Acquisition Painting Guardian Hood, Painting Guardian 
Gown, Painting Guardian Gloves, Painting Guardian Waist- 
cloth: Found on a corpse in Irithyil of the Boreal Valley by 
descending from Anor Londo 


Equipment of the Painting Guardians, whose forms are 
described in the mythology of heretics. The smooth 
pale hood and gown, as well as the slightly white, soft 
gloves and waistcloth deter magic. The hunchbacked 
teller of ancient tales describes unwanted souls who 
are unwelcome across the lands, and are eventually 
drawn into a cold, painted world. 
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Acquisition fae Helm, Paladin Armor, Paladin Gaunt- 


lets, Paladin Leggings: Found on a corpse in Tomb of 

the Giants after defeating Paladin Leeroy and defeating 
Gravelord Nito. 

Equipment of Leeroy, Paladin of the Catacombs. Long 
ago, the Way of White produced its first Undead, a 
paladin in golden armor. With the legendary treasures 
Grant and Sanctus, Leeroy set out for Lordran, Land 
of the Gods, in the first Undead mission of the Way 
of White. 


Rerglalion Sneering Mask, Pale Shade Robe, Pale Shade 


Gloves, Pale Shade Trousers: Found on a corpse in Firelink 
Shrine after turning Yuria of Londor (Firelink Shrine) hostile, 
and defeating the Londor Pale Shade Dark Spirit twice (Far- 
ron Keep/Irithyll of the Boreal Valley). 

Equipment worn by those who kill in the name of the 
Sable Church of Londor. The Pale Shades of the Sable 
Church are all undying Hollows, giving rise to much 
fear and contempt. Their fight is one of neither honor 
nor exaltation, yielding nothing but withered moans. A 
faint, kindly smile is bound to the gold mask’s surface, 
giving them the moniker Harlots of Death. What lies 
beneath that expression, however, is nothing more 
than the face of a darkly shriveled Hollow. 
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Acquisition Pate's Helm, Pate's Armor, Pate's Gloves, Pate's 
Trousers: Given by Mild-Mannered Pate (Earthen Peak) 

after surviving the encounter against The Last Giant once 
summoned, sold by Merchant Hag Melentia (Majula) after 
defeating Pate. 


Although it appears to be common equipment, it 
has in fact been meticulously customized. Belonged 
to mild-mannered Pate. This has been considerably 
altered. Perhaps it was pillaged. 
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Acquisition Peasant Hat, Peasant Attire, Pocaant Loe 
Gloves, Peasant Trousers: Dropped by Undead Peasant 


(Brightstone Cove Tseldora) and the Porcine Peasant Dark 
Spirit (Brightstone Cove Tseldora). 


Attire commonly worn by peasants. Normal workwear 


and designed to block sunlight, more fit for farming 
than fighting. 
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Acquisition Penal Mask, Penal S' 


< Pond Hand- 
cuffs, Penal Skirt: Sold by Maughlin the Armorer (Majula) 
after defeating The Lost Sinner (Sinner’s Rise). 


Equipment of the Lost Sinner. Increases equip load 
and the power of pyromancy. The spikes of the mask 
pointing inward suggest that this mask was not only 
used to bind prisoners, but to torture them as well, 
The tightly cinched belt of the jacket presses against 
the waist. The hand restraints are a device used to 
restrict the use of the hands. The tattered skirt is worn 
in shame by the guilty. By now, no one knows who 
this was used to punish, or for what reason 


Aequlsttion Pharros Mask: Found on a corpse in Iron Pas- 
sage. 

A mask depicting Pharros’ contraption. Tears flow from 
the eyes of this mask, drenching its wearer. The major 
ity of Pharros’ creations are perplexing to reasoned 
men, and this mask is no exception. 
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Acquisition Pontiff Knight Crown, Pontiff Knight Armor, 
Pontiff Knight Gauntlets, Pontiff Knight : Dropped 
by Pontiff Knights (Irithyil of the Boreal Valley). 

Equipment of the Pontiff’s Knights, now harrowed 
spirits of Irithyll. The blue-gray armor, gauntiets and 
leggings, shrouded in a thinly cold air, are light and 
brittle. The golden crown signifies those who report 
directly to Sulyvahn. The knights were his watchful 
eyes, and when needed, his punitive blades. 
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[ PRAYER SET 
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Acquisition Hood of Prayer, Robe of Prayer, Skirt of Prayer: 
Found in a chest in Lothric Castle. 

Prince Lothric’s equipment. The prince, destined to be 
a Lord of Cinder, was cherished by the royal family, 
despite being born into illness, a frail and shriveled 
child. His swaddling clothes were made of aged, 
coarse cloth used in ancient prayer, and are all that he 
has ever worn. 
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Acquisition Priestess Headpiece: Dropped by Hollow Priest- 
esses (Dragon Shrine), found on a corpse in Brightstone 
Cove Tseldora [SotFS]. Priestess Robe, Priestess Gloves, 
Priestess Skirt: Dropped by Hollow Priestesses (Dragon 
Shrine) or after defeating Merciless Roenna (Huntsman’s 
Copse), found on a corpse in Brightstone Cove Tseldora 
[SotFS]. 

Equipment worn by Drangleic clerics. The clerics of 
Drangleic have retained their nominal status through- 
out the ages, but were always at arms length from the 
royal family, as if their existence was little more than a 
formality. It is customary for clerics to wear different 
garb depending on their sex, but the reason for this 
practice is unknown. This is women’s attire. 


PRISONER'S SET 


Acquisition Prisoner's Hood, Prisoner's Tatters, Prisoner's 
Gloves, Prisoner's Waistcloth: Dropped by Captive Undead 
and Undead Laborers. 

Rags worn by imprisoned Hollows. Judging by its 
looks and apparent virtues, this really is no more than 
a tattered scrap of cloth. It still carries the stench of a 
Hollow. 


is SET (EYE COVER) 


Acquisition Prisoner's Hood, Prisoner's Tatters, Prisoner's 
Gloves, Prisoner's Waistcloth: Dropped by Captive Undead 
and Undead Laborers. 

Rags worn by imprisoned Hollows. Judging by its 
looks and apparent virtues, this really is no more than 
@ tattered scrap of cloth. It still carries the stench of a 
Hollow. 
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[ PYROMANCER SET 
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Acquisition Pyromancer Crown, Pyromancer Garb, Pyro- 
mancer Wrap, Pyromancer Trousers: Starting equipment for 
the Pyromancer class, sold by Cornyx of the Great Swamp 
(Firelink Shrine). 


Attire of pyromancers of the Great Swamp. Comprised 
of a leather crown, animal bones, bronze ornamenta- 
tion and animal pelt. Leather wrapped plainly around 
the arms. Cloth trousers wound tightly with leather 
and fitted with dermis split-toe shoes. In the Great 
Swamp, it was thought that adorning oneself with 
natural fauna would provide protection from the 
flames of pyromancy. Bronze was used ritualistically to 
ward off evil spirits and keep darkness at bay. The life 
of a pyromancer is a life of endless trudging through 
marshland. 


[ RAIME’S SET_ 
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Acquisition Raime’s Helm, Raime’s Armor, Raime’s Gaunt- 
lets, Raime’s Leggings: Sold by Magerold of Lanafir (Iron 
Keep) after defeating the Fume Knight (Brume Tower), 
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Equipment worn by the fume knight. The rebel Raime 
after his defeat at the hands of Velstadt, came to 
Brume Tower in search of greater strength. When he 
found it, it came not from a regal father figure like 
before, but from a newfound mother, who gave him 
true purpose 
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Acquisition Rampart Golem Helm, Rampart Golem Armor, 
Rampart Golem Gauntlets, Rampart Golem Leggings: 
Dropped by Rampart Golems (Frozen Eleum Loyce) 
Equipment of the rampart golems, granted life by the 
Ivory King. The golems were charged with the contain 
ment of the creatures of chaos within the boundaries 
of the wall. When the doors of Eleum Loyce were 
flung open, the place turned frigid and lifeless, but the 
golems remained dutifully on guard 
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Acquisition Retainer Robe: Dropped by Retainers (Frozen 
Eleum Loyce). 
} Robe of the retainers in the cathedral city. Long ag0 
the retainers attended to the priestesses, but with 
them gone, the retainers were left to wander frigid 
Eleum Loyce without purpose. 


NN Air t 
i 


[ RINGED KNIGHT SET 


ROGUE SET 


| ROYAL 


~ ROYAL SOLDIER SET 


ar 


HELM 


111 DLC2§ 


(221 


Acquisition Ringed Knight Hood, Ringed Knight Armor, 
Ringed Knight Gauntlets, Ringed Knight Leggings: Dropped 
by Ringed Knights (The Ringed City) 

Malformed black equipment of the Ringed Knights. 
The arr 


ior of early men was forged in the Abyss, and 
betrays a smidgen of life. For this reason the gods 
cast a seal of fire upon such armor, and those who 
possessed them. These knights don a hood of Abyss- 


tainted black cloth, with layer upon layer hiding their 
eyes. This was nothing less than 
that which the seal of fire has o 
ance of the gods’ wishes. 
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Acquisition Rogue Hood, Rogue Armor, Rogue Gauntlets, 
Rogue Leggings: Dropped by Rogues (Huntsman’s Copse). 
Equipment donned by Hollowed thieves. Despite its 
crude appearan t is surprisingly sturdy. The hood is 
primarily intended to hide the face of the wearer, and 
is of no practical value as defensive gear. 
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Acquisition Royal Helm: Dropped by Blacksmith Vamos 
{The Catacombs). 

Helm of Vamos, skeleton blacksmith of the Cata- 
combs. Partially made of gold, and confers high 
resistance overall. The helm is believed to belong to 
an ancient royal line, but only Vamos would know for 
sure, and he shall never speak again 
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Acquisition Royal Soldier Helm, Royal Soldier Armor, Royal 


Soldier Gauntlets, Royal Soldier Leggings: Sold by Maugh- 
lin the Armorer (Majula). 


Royal Drangleic soldier equipment. Crafted by the royal 
blacksmith. Finely polished and ready for battle. 


ROYAL SWORDSMAN SET 


ST ge nr 
| i a 


RUIN SET 


RUIN SET 


RUSTED MASTODON SET 
-7— 


Acquisition Royal Swordsman Helm, Royal Swordsman 
Armor, Royal Swordsman Gloves, Royal Swordsman Leg- 
gings: Dropped by Royal Swordsmen. 

Equipment of a royal swordsman. Its shape provides 
defense while allowing great mobility. Stripped of 
ornamentation, it is designed strictly for battle. King 
Vendrick supplied his bravest men with the best 
armor available to face the great giants, but very few 
returned alive 
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Acquisition Ruin Heim, Ruin Armor, Ruin Gauntlets, Ruin 
Leggings: Dropped by Ruin Sentinels (Drangleic Castle). 
Equipment worn by the jailer's creation, the Ruin Sen- 
tinel. The sentinel has no form, its soul residing within 
the armor itself. Stare at it for long and its seems 
ready to spring to life, but surely, such is an illusion 
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Acquisition Ruin Helm, Ruin Armor, Ruin Gauntlets, Ruin 
Leggings: Found on a corpse in The Ringed City. 
Equipment of the company of knights who were sent 
to the Ringed City on an old king's orders. The knights 
sought the dark soul, but were so soundly crushed, 
they had little choice but to swear themselves to the 
Judicator Giant. The ill-fated company was later immor 
talized in a dark fable, inspiring the aspect of certain 
golems in whom their name lived on 
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Acquisition Rusted Mastodon Helm, Rusted Mastodon 
Armor, Rusted Mastodon Gauntlets, Rusted Mastodon Leg- 
gings: Dropped by Primal Knights (Doors of Pharros). 


Equipment worn by the Primal Knights of Drangleic 
castle. Durability is low due to rusting. Its weight 
would normally crush a man, but to the brutish Primal 
Knights it may as well be made of papyrus. 
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Sack: Dropped by at least one or all Butchers 


Acquisition 
(Depths). 
Bloodstained patchwork sack by the Undead man- 
@ating cook lurking in the Depths. Two eyeholes have 
been haphazardly cut out. It is unexpectedly soft and 
comfortable to wear, but it is probably near meaning- 
less in terms of defense 
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Acquisition Y's Big Hat: Sold by the Shrine Handmaid 
(Firelink Shrine) after defeating the Crystal Sage (Road of 
Sacrifices). 

Enormous hat that completely obscures the face. Be- 
longed to twin gurus known as the Crystal Sages. The 
pair are said to be successors to the great sage Logan, 
and this big hat is a symbol of their pedigree 


g Ss ’ 
| SCHOLAR'S ROB 


| SAINT'S SET 


> -_ aie 
Acquisition Saint's Hood, Saint's Dress, Saint's Long 
Gloves, Saint's Trousers: Given by Licia of Lindelt (Heide's 
Tower of Flame) (30 Faith req.], sold by Merchant Hag 
Melentia (Majula) after defeating Licia, dropped by Licia via 
the Crushed Eye Orb. 
Equipment worn by miracle-casting clerics. Belonged 
to Licia of Lindelt. While it’s true Licia dedicated her 
self to miracles, it’s rare for anyone to pass through life 
without trouble. Even clerics aren't always who they 
seem. Lindelt is founded upon stringent command- 
ments. Its inhabitants often travel to distant lands for 
ascetic training, but more than a few of these trainees 
liberate themselves from Lindelt's teachings in the 
process. 
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| SANCTUM KNIGHT SET 
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Acquisition Sanctum Knight Helm: Found on a corpse in | 
Dragon's Sanctum, dropped by Sanctum Knights (Dragon's " 
Sanctum). Sanctum Knight Armor, Sanctum Knight 
Gauntlets, Sanctum Knight Leggings: Dropped by Sanctum 
Knights (Dragon's Sanctum). 
Equipment of the sanctum knights. The sanctum 
knights renounced their own flesh to eternally guard 
the Sanctum from Sir Yorgh and his Drakeblood 
Knights. 
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NCTUM_BRIESTESS TIARA 


Acquisition 
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Sanctum Priestess Tiara: Dropped by Sanctum 
Priestesses (Dragon's Sanctum) and after defeating Fencer 
Sharron [SotFS]. 

Tiara of the Eternal Sanctum priestesses. Prevents 
effects that block spells. This tiara has been warped by 
poison, adding to its already peculiar design. It is said 
that the priestesses sang to preserve the dragon's 
deep slumber, but one wonders if a single phrase of 
their song ever reached the dragon's ears 
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Acquisition Sanctum Soldier Gauntlet: Dropped by 
tum Soldiers (Shulva, Sanctum City/Cave of the Dead) 


Sanc- 


Gauntlets of the sanctum soldiers. Improves effect of 
poison weapons. These gauntlets are corroded by the 
poison of the slumbering dragon, making it difficult to 
discern their original shape. 
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Archives). 

Robe of a sage from the Grand Archives, stained 
quite deliberately with wax. The scholars of the Grand 
Archives, sorcerers by craft, tend to their candles with 
a reverence that exceeds the simple burden of labor 
They know dangers of the Archives’ store of knowl- 
edge all too well 
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Gauntlet, Selisword Trousers: Starting equipment for 

the Mercenary class, found on a corpse on the Road of 
Sacrifices. 

Metal equipment interwoven with coarse cloth. Able 
to endure the hardships of battle and prolonged travel 
It is light considering the build, striking a fine balance 
between absorption and substance. Frequent shield 
users lighten the load by wearing a gauntlet on only 
one arm. The cloth trousers and leather boots are of 
no real note, but are durable and allow for easy Move 
ment. 


ARTORIAS 
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Acquisition Helm of Artorias, Armor of Artorias, Gauntlets 
of Artorias, Leggings of Artorias: Sold by Domhnail of Zena 
(Firelink Shrine) after defeating Knight Artorias (Royal 
Wood). 
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Equipment of Artorias the Abysswalker, one of Gwyn's 
Four Knights. The death of the equipment’s owner can 
be surmised from the musty azure-biue tassel and the 
tattered azure-biue cape, once symbols of pride and 
glory, and from the corrosive Dark of the Abyss, which 
has compromised its protective utility. 
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Acquisition Helm of Aurous, Armor of Aurous, Gauntlets of 
Aurous, Leggings of Aurous: Dropped by twinblade-wield- 
ing/Aurous Set-wearing Dark Spirit (No-man’s Wharf), found 
in a chest inThe Gutter [SotFS] 


Equipment of kings of the desert land of Jugo. First 
worn by Aurous, the land’s heroic founder. According 
to legend, the armor of Aurous is composed of a mys- 
terious substance that cannot be seen by cowards. 
What do your eyes tell you? 
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Acquisition Helm of Aurous, Armor of Aurous, Gauntlets 
of Aurous, Leggings of Aurous: Given by Maughlin the 

¥ Armorer (Majula) after spending 16,000 Souls on his wares 
and talking to him with 0 Souls in possession. Dropped 

® individually by Rhoy the Explorer (Grave of Saints). 
Equipment of kings of the desert land of Jugo. First 
worn by Aurous, the land’s heroic founder. According 
to legend, the armor of Aurous is composed of a mys- 
terious substance that cannot be seen by cowards 
What do your eyes tell you? 
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( SET OF FAVOR 


Acquisition Heim of Favor, Embraced Armor of Favor, 
Gauntlets of Favor, Leggings of Favor: Sold by the Shrine 
Handmaid (Firelink Shrine) after defeating two particular 
Sulyvahn’s Beasts (Irithyll of the Boreal Valley) and acquir- 
ing the Ring of Favor. 


Equipment of the pitiable Embraced knight. Depicts 
the affection of the goddess Fina. Adrift on a sea 

of isolation, only his faith in the love of his goddess 
remained true, and so the knight forsook all else. 

The heim’s face is crafted to depict the goddess's 
embrace, quite ignoring the fact that her love is in fact 
as fickle as the weather. 


| SET OF JUDGMENT 


ettes of Judgment, Tights of Judgment: Found in a chest in 
the Dragon Shrine. 

Equipment honoring an ancient goddess. Sin was said 
to be her domain, but the name of this goddess is 
long forgotten. Little is known about what purpose the 
equipment served, only that it was worn by a person 
of great authority. 


( SET OF THE CHANNELERS 


Channelers, Gauntlets of the Channelers, Waistcloth of the 
Channelers: Found in a chest in The Duke's Archives. 
Equipment of the Channelers, sorcerers that serve 
Seath the Scaleless. The helm’s six eyes arranged in 
two vertical columns compensate for Seath’s lack of 
sight. Even after the onset of Seath’s madness, the 
“snatchers,” as they were often called, ventured to far 
lands to find suitable human specimens. The heaviest 
of protective gear for sorcerers, and imbued with 
magic. 


SET OF FAVOR 
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Gauntlets of Favor, Leggings of Favor: Found on a corpse in 
Anor Londo after defeating Lautrec of Carim via the Black 
Eye Orb. 


Equipment of Lautrec the Embraced, representing the 
goddess Fina’s love. During his solitude, he forsook 
everything, for he believed in the goddess's love for 
him. The goddess's arms wrap around the armor, as if 
to embrace the wearer. 


[ SET OF THE FORLORN- 


Gauntlets of the Foriom, Leggings of the Foriom: Sold 
by Straid of Olaphis (The Lost Bastille) after at least four 
Forlorn invaders have been defeated. 


Equipment of the Forlorn, who wander the land of the 
Undead. Born of Aidia’s obsession with the First Sin, 
the Forlorn lost both their corporeal form and a world 
to call their own. Now they drift into other worlds, ever 
in search of a home. But without self, one has neither 
beginning nor end, and so the Forlorn have only to 
wander. 
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Acquisition Crown of the Great Lord, Robe of the Great 
Lord, Bracelet of the Great Lord, Anklet of the Great Lord: 
Sold by Domhnall of Zena (Firelink Shrine/Depths) after 
defeating Gwyn, Lord of Cinder and starting NG+ 
Equipment of Gwyn, Lord of Cinder, who linked the 
First Flame. Lord Gwyn, bearer of the ultimate soul, 
divided that power among his clan before linking the 
flame. When he departed, he left only with his great- 
sword, his garb and the crown, now with its actual 
power fully subsided, perhaps to preserve a symbol of 
the monarch 
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| Acquisition Iron Helm, Armor of the Sun, Iron Bracelet, Iron 
Leggings: Dropped by Solaire of Astora. 


Equipment of Solaire of Astora, Knight of Sunlight. Of 
high quality, but lacking any particular powers. Solaire’s 
incredible prowess must have come from rigorous 
training alone, for his equipment exhibits no special 
traits. The large holy symbol of the Sun, while power 
less, was painted by Solaire himself 
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| Acquisition Iron Helm: Given once after trading a Lightning 
) Urn with Nestling Crow (Firelink Shrine). Armor of the Sun: 
Given once after trading a Siegbrau with Nestling Crow 
(Firelink Shrine). Iron Bracelets: Given once after trading a 
Homeward Bone with Nestling Crow (Firelink Shrine). Iron 
Leggings: Given once after trading a Seed of a Giant Tree 
with Nestling Crow (Firelink Shrine). 

Choice equipment said to have belonged to a Knight of 
Sunlight in a previous age. Has no particular powers, 
sacred or otherwise, but is of fine quality, and appears 
to have been looked after with the greatest of care. 
Large, durable iron helm, known as a heaume, chain 
leggings combined with iron boots and durable iron 
bracelets protecting the wearer's wrists. Chainmail 
armor and white coat featuring a large rendition of the 
holy symbol of the sun. The symbol was painted by 
the knight himself. 


[ SET OF THORNS ¢ 


Acquisition Heim of Thorns, Armor of Thorns, Gauntlets of 
Thoms, Leggings of Thoms: Found on a corpse in Quelaag’s 
Domain after defeating Kirk, Knight of Thorns during all 
three of his invasions. 


Equipment of Kirk, Knight of Thorns and notorious 
member of the Darkwraiths. A dense patch of thorns 
grows from its surface. They are a fitting iterns for the 
murderous Kirk, for by simply wearing it and rolling, 
one can damage enemies. 
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Acquisition Helm of Thoms, Armor of Thoms, Gauntlets of ; 
Thoms, Leggings of Thorns: Found on a corpse in the Cathe. 
dral of the Deep after defeating Longfinger Kirk (Cathedral 
of the Deep). 

Equipment of Kirk, the notorious knight of Thorns. A 
dense patch of thorns grows from its surface. A fitt ng 
item for the murderous Kirk, for even the simple act of 
rolling can damage enemies when wearing this attire 
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Acquisition Shadow Mask, Shadow Garb, Shadow Gaunt- 
lets, Shadow Leggings: Found on a corpse in Blighttown 
Equipment worn by spooks from an Eastern land 
Designed so as not to hinder their unique form of 
martial arts. While it sacrifices defense for the sake of 
greater mobility, it does offer resistance to bleeding 
and poison among other things, perhaps due to the 
nature of espionage 
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in Shadow Mask, Shadow Top, Shadow Gaunt- 
s, Shadow Leggings: Dropped by Suspicious Shadows 
(No-man’s Wharf) from NG+ onwards; default NG and more 
locations for [SotFS]. 

Used to hide in the cover of night. Those who are 
especially adept assassins are often hired as body 
guards. In an attempt to stave off the curse, King 
Vendrick hired shadowmen to put down the Hollows 
but before long they were Hollowed themselves. Wear 
gauntlets to increase bleeding effect 
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Acquisition Shadow Mask, Shadow Garb, Shadow 
Gauntlets, Shadow Leggings: Found on a corpse in the 
Consumed King’s Garden. 


Black cloth equipment worn by spooks from an East- 
ern land. Sacrifices defense for greater mobility. The 
late King Oceiros was obsessed by dragons, to the 
extent that he would later be known as the Consumed 
King. Countless assassins were sent to end his reign 
but none returned 
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Acquisition Slave Knight Hood, Slave Knight Armor, Slave 
Knight Gauntlets, Slave Knight Leggings: Found on a 
corpse in the Painted World of Ariandel. 


Acquisition Shira’s Crown, Shira’s Armor, Shira’s Gloves, 
Shira’s Trousers: Found on a corpse in The Ringed City after 
progressing Shira, Knight of Filianore’s quest (The Ringed 


City). 
Equipment issued to slave knights. The fine craftsman- 


ship made this a symbol of honor and the cloth hood 
is colored red to vibrantly signify their stature. Long 
ago, only the Undead served as slave knights, warriors 
used as fodder in the bleakest of battles. They grew 
decrepit, their skin charred black and their bones 
twisted. Eventually they went outright mad, but were 
never relieved from duty. 


Articles of Shira’s garb, knight in service to Filianore. 
The crown is finely crafted with silver and fashioned 
with a pearl from a Man Eater Shell. Gloves crafted 
with carthamin leather and graced with brass buttons. 
Trousers made of carthamin leather boots over a silk 
underlayer. With a spun gold shaw! draped over the 
silver breastplate and a green woven skirt, this armor 
offers a subdued yet refined elegance, apropos to both 
@ handmaiden of the Princess and one whose veins 
coarse with royal blood. Rare women’s attire from 
ancient times. Shira delivered the crucified mad king 
to a darkroom, where she stayed, in her formal wear, 
even though none would see her. 
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Acquisition Silver Knight Helm, Silver Knight Armor, Silver 
Knight Gauntlets, Silver Knight Leggings: Found in a chest 
in Anor Londo. 
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Acquisition Smelter Demon Helm, Smelter Demon Armor, 
Smelter Demon Gauntlets, Smelter Demon Leggings: Sold 
by Maughlin the Armorer (Majula) after spending 1000 
Souls on his wares and defeating the Smelter Demon (Iron 
Keep). 


Equipment of the Silver Knights who protect Anor 
Londo. When Lord Gwyn departed to link the Fire, 

his knights split into two groups. The Silver Knights 
remained in the forsaken capital in the service of their 
goddess. 


Equipment of the Smelter Demon, a great mass of 
iron that was given life. High fire defense. The Old Iron 
King was possessed of a great bounty of ore, but was 
incinerated by a creature that rose from the infernal 
depths of the earth 
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Acquisition Silver Knight Helm, Silver Knight Armor, Silver 
Knight Gauntlets, Silver Knight Leggings: Dropped by 
Silver Knights (irithyll of the Boreal Valley/Anor Londo). 


Gauntlets, Smough’s Leggings: Sold by Domhnall of Zena 
(Firelink Shrine) after defeating Executioner Smough last in 


Anor Lond 
Equipment of the Silver Knights allegiant to the royals cH 


of old. It is said that even after the family’s passing, 
the knights continued to watch over their manor, and 
the ruined cathedral 


Equipment of Smough, the Executioner, protector 
of the cathedral at the forsaken city of Anor Londo. 
It offers extremely high defense and can be worn by 
humans, but not without great difficulty. 
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Acquisition Smough's Heim, Smough’s Armor, Smough’s 
Gauntlets, Smough’'s Leggings: Sold by the Shrine Hand- 
maid (Firelink Shrine) after defeating Aldrich, Devourer of 
Gods (Anor Londo). 


Grotesque armor associated with Smough, the last 
knight to stand in defense of the ruined cathedral. 
Boasts extremely high defense and can be donned by 
humans, but not without great difficulty. 
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Acquisition Singer's Dress: Found on a corpse in Shrine of 
Amana. 

Dress worn by a fargone muse. Offers almost no 
physical defense, but is blessed with high resistance 
to magic. These enchanting singers were given song 
by the Great Dead One, and have little concept of self 
They live only to sing, and will continue singing until 
they can do so no longer. 
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Acquisition sereatr Hat, Sorcerer Cloak, Sorcerer Gaunt- 
lets, Sorcerer Boots: Starting equipment for the Sorcerer 
pea found on a corpse in Undead Burg. 


Equipment worn by proper sorcerers who studied at 
Vinheim Dragon School. The majority take pride in hav- 
ing studied at the academy and look down on breaking 
the formal dress code established for sorcerers 


| SORCERER SET 


Acquisition biccarer Hood, Sorcerer Robe, Sorcerer Gloves, 
Sorcerer Trousers: Starting equipment for the Sorcerer 
class, found on a corpse on the Road of Sacrifices. 

Attire of a sorcerer from the Vinheim Dragon School 
Black-dyed leather gloves embellished with silver me- 
dallions and black-dyed leather trousers with rugged 
boots. Underneath the long, ash-colored robes is a 
deep blue sorcerer’s coat; conventional uniform of the 
academy. A simple hood worn inside the robes, which 
represents those who have outgrown the academy, 
abandoning formal headwear and distancing them- 
selves in order to continue their research in solitude 
A sorcerer knows that long-term research means a 
lengthy and arduous road ahead. 


{ STEEL SET 


Acquisition Steel Heim, Steel Armor, Steel Gauntlets, Steel 
Leggings: Sold by the Crestfallen Merchant (Sen's Fortress), 
dropped by Berenike Knights. 

Equipment of the Knights of Berenike, known for their 
heavy armaments and armor. Countless Knights of 
Berenike, once extolled as the mightiest of mighty, 
became Undead and ventured to Lordran. But their 
journey was for naught, as they went Hollow, and 
became a threat to all Undead. 


[ STONE SET 
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Acquisition Stone Helm, Stone Armor, Stone Gauntlets, 
Stone Leggings: Found in a chest in the Darkroot Garden 


Moss-covered equipment of the Stone K night, de 
fender of the Darkroot Garden. The Stone Knight is a 
product of ancient magic, and although this equipment 
is also imbued with magic, it is incredibly heavy 
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Acquisition aes Veil, Suniess rice: Sunless Gauntiets, 
Sunless Leggings: Sold by the Shrine Handmaid (Firelink 
Shrine) after defeating Sirris of the Sunless Realms or 
progressing Sirris’ quest 


Attire of a knight from the Sunless Realms, known for 
their resistance to both magic and the dark. Sunless 
Knights serve the nameless moon, and perhaps it is 
for this reason the attire casts a feminine silhouette 
The helm is formed of a silk veil and silver headband 
The armor pieces, treated with silver, consist of metal 
plating, chainmail, iron gauntlets and metal leggings. 


“Acquisition Sunlight Maggot: Dropped by a particular 
Chaos Bug (Lost Izalith). 

A loathsome parasite that inhabits Lost Izalith. It is 
completely immobile, yet still lives. When worn on 
the head, it emanates blinding light, which is why it is 
known as a Sunlight Maggot 


{ STEEL SET 


sts 
Acquisition Steel Helm, Steel Armor, Stee! Gauntlets, Steel 
Leggings: Found in a chest in the Memory of Orro. 


Heavy steel equipment. A relic of an order of knights 
said to be the mightiest warriors of their time 
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SUNSET SET 
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} Acquisition Sunset Helm, Sunset Armor, Sunset Gauntlets, 
Sunset Leggings: Found in the Pit of Hollows (Undead 
Settlement) after progressing Sirris of the Sunless Realms’ 
quest. 

Equipment of Hodrick, holy knight of the Sunless 
Realms. This light gold equipment, named for its sun- 
set hues, is now faded and wrapped in tainted rags. 
The sorry fool was known to wander the battlefield as 
a crazed ghoul, lashing out at friend and foe alike 


SYAN'S SET 


Acquisition Syan’s Helm, Syan’ ican Syan’s Gauntlets, 
Syan’s Leggings: Dropped by Royal Guards (Drangleic 
Castle/Undead Crypt). 

Replica of the equipment of the loyal knight Syan. This 
solidly-crafted gear offers high defense. Sir Syan was 
widely known as the kingdom's most leal knight, and 
when the Giants invaded, he volunteered to lead the 
advance party, but was slaughtered most dishonor 
ably. The King commissioned replicas of Syan’s accou- 
trements and bestowed them to promising knights, 
but not long after they donned the armor did they go 
thoroughly mad. 


SYMBOL OF AVARICE I q 


Acquisition Symbol of Averiee: Dropped by at lesst one or 
all Mimic chests, or repeatedly throwing Lloyd's Talismans 
at any Mimic. 


Monster head resembling a treasure chest. Once an 
ancient god, it is said this is the symbol of shame im- 
posed on a long lost clan, exiled for the sin of avarice. 
Wearing this slightly raises soul absorption and item 
discovery, but also affects its wearer with the curse of 
the branded. 


‘SYMBOL OF AVARICE i DLC3 


Acquisition Symbol of Avarice: Dropped! bya cara 
Mimic chest (Frozen Eleum Loyce). 

Headpiece depicting the avaricious creature that 
mimics treasure chests. Increases soul absorption 
and item discovery, but steadily drains HP There is 4 
curious tale of an incorrigibly covetous ancient deity. 
Clearly it has currency amongst some miscreants, or 
this would have never been crafted. 


_SY MBOL OF AVARICE 


‘ Nerestcilen Symbol of Avarice: Dropped by or RATT 
Undead Hunter Charms at Mimic chests. 

Head of the avaricious creature that mimics treasure 
chests. Can be worn, if one so wishes. Increases soul 
absorption from defeated enemies as well as item 
discovery, but the curse of the branded also drains HR. 
The very form of this creature is thought to be a form 
of brand, a punishment for sin 


[ TARGRAY'S SET _ 
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Acquisition Targray’s Heim, Targray’s Armor, aoa’ ‘s 
Manifers, Targray’s Leggings: Given by Blue Sentinel Targray 
(Cathedral of Blue) after joining the Biue Sentinels covenant 
and reaching rank +3, sold by Merchant Hag Melentia 
(Majula) after defeating Targray. 


Equipment of one who guides others. Belonged to 
Targray, Knight of the Blue. Targray can appear obtuse, 
but the blue knight means no harm. He only wishes to 
offer guidance to those in need, for that is his purpose. 
The Blue Sentinels have vowed to uplift themselves 
through tireless training and selfless adherence to 
order and justice. May this equipment ease their dif- 
ficult journey. 


| TATTERED SET 
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Acquisition waned Cloth Hood, Tattered Cloth Robe, 
Tattered Cloth Manchette, Heavy Boots: Starting equipment 
for the Pyromancer class, found on a corpse in Blighttown. 


Equipment worn by pyromancers of the Great Swamp. 
Though it appears tattered, it is actually quite strong. 
Their attire offers substantial protection against poison, 
fire, and other forces of nature out in the hinterlands 
where they were driven. 
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Acquisition Tattered Cloth ood, Tetared Cloth Robe, Tat. 
tered Cloth Manchettes, Heavy Boots: Found on a corpse in 
The Gutter. 
Equipment favored by pyromancers. It appears tat- 
tered but in fact its fabric is reinforced with pyro- 
mancy. Magic is no show. It is an art that allows mere 
mortals to glimpse into the very fabric of what is and 
may be. 


(TH RALL HOOD 
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Ppa a Hood: Dropped by Thralis. 


Hood used to cover the head of lesser folk who were 
set to work as slaves throughout Lothric. Also occa- 
& sionally used to shame and humiliate criminals. 
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THRONE DEFENDER SET 


Acquisition Throne Defender Helm, Throne Defender Armor, 
Throne Defender Gauntlets, Throne Defender Leggings: 
Sold by Maughlin the Armorer (Majula) after spending 1000 
Souls on his wares and defeating the Throne Watcher and 
Throne Defender (Throne of Want) 

Equipment worn by the Throne Defender. The De- 
fender has stood by the throne for ages. Will his wait 
be worth the while? 


[ THRONE WATCHER SET 


Acquisition Throne Watcher Heim, Throne Watcher Armor, 
Throne Watcher Gauntlets, Throne Watcher Leggings: Sold 
by Maughlin the Armorer (Majula) after spending 1000 
Souls on his wares and defeating the Throne Watcher and 
Throne Defender (Throne of Want). 


Equipment worn by the Throne Watcher. Has high 
magic defense. The Watcher waited by the throne for 
ages. Will all his waiting ever be rewarded? 


ME RCHANT SE T 


Acquisition Traveling Merchant Hat, Traveling Merchant 
Coat, Traveling Merchant Gloves, Traveling Merchant Boots: 
Starting equipment for the Explorer class, sold by Merchant 
Hag Melentia (Majula). 

Equipment worn by merchants from Lanafir, where 
blue represents knowledge. Wearing this increases 
item discovery and the eagle is normally a symbol of 
strength, but in Lanafir it symbolizes wealth. Lanafir is 
the farthest land to the south and follows a strict edict 
of isolationism. The rare visitor from Lanafir is always 
a little odd 


TSEL DORA SET DEK Epes aise : 


Acquisition Tseldora Cap, Tseldora Robe, Tseldora Manch- 
ettes, Tseldora Trousers: Dropped by Maughlin the Armorer 
(Majula), by Parasitized Undead (Brightstone Cove Tseldora) 
and Parasite Spider (Brightstone Cove Tseldora). 


Equipment worn by settlers of Tseldora. Rather fancy 
but with low defense and unfit for battle. Tseldora 
flourished with the discovery of brightstone, deep 
under the settlement. But with this prosperity came 
greed in equal measure, and the people were ever 

in search of that which they lacked. The brightstone 
served only to stoke the flames of its peoples’ desires, 
eventually leading them to ruin. Those bewitching, bril- 
liantly gleaming stones are said to be fragments of a 
being that once roamed the entrails of the earth 
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Acquisition Undead Legion Helm, Undead Legion Armor, 
Undead Legion Gauntlet, Undead Legion Leggings: Sold by 
the Shrine Handmaid (Firelink Shrine) after defeating the 
Abyss Watchers (Farron Keep) 

Attire of the Abyss Watchers, the Undead Legion of 
Farron. The pointed steel helm was a dist 
of the Legion, shirked as a sinister ome 
es. A black-dyed leather vest is worn over chainmail 
the black-dyed leather is tied around the arms, with 
only the left fitted with a gauntlet and the iron knee. 
caps originated from their sword techniques. These 
undead warriors vowed to partake of wolf blood. They 
acted in the dark, seeking out any sign 
fighting a constant war with its abominations 
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Acquisition Varangian Helm, Varangian Armor, Varangian 
Cuffs, Varangian Leggings: Dropped by Varangian Sailors 
(No-man’s Wharf). 

Equipment worn by Varangians that terrorized 
seas. The coastline stretches far in northern Drar 
Beyond this northern sea is an unexplored con 
said to be the home of things inhuman 
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Acquisition Velstadt’s Helm, Velstadt’s Armor, Velstadt’s 
Gauntlets, Velstadt’s Leggings: Sold by Maughlin the Ar 
morer (Majula) after spending 1000 Souls on his wares and 
defeating Velstadt, the Royal Aegis (Undead Crypt) 
Equipment worn by the Royal Aegis. Originally imbued 
with the power of miracles, now soaked with dark 
after extended exposure in the Undead Crypt. A knight 
from a faraway land was lured to this accursed land 
but forgot even why he came, eventually reduced to 4 
shadow of his former self 


[ VENGARL' SET 
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Acquisition Vengari’s Helm: Given by exhausting Vengar! 
of Forossa’s dialogue (Shaded Woods). Vengarl's Armor, 
Vengari’s Gloves, Vengarl’s Boots: Dropped after defeating 
| Vengarl of Forossa’s body (The Duke's Dear Freja) (Shaded 


Woods) [SotFS] 

Equipment of the ferocious Vengarl of Forossa Vengarl 
was known as a raging, deadly warrior. Even Forossa's 
Lion Knights, a motley crew of rabid fighters, kept him 
at arm’s length. As Vengarl's helmet suggests, he was 
not unlike a mad beast on the battlefield 


{ VILHELM'S SET 
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Acquisition Vilhelm’s Helm, Vilhvetrn’ s Pram Vitheim’s 
Gauntlets, Vilhelm’s Leggings: Found on a corpse in the 
Painted World of Ariandel. 

The black equipment of Vilhelm, Knight of Londor, 
and a nice fit for any lean Hollow. This hollow knight, 
who served the three sisters who founded the Sable 
Church, was particularly loyal to the eldest, and was 
known as a cold-blooded hangman 


[ WANDERER SET 
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Acquisition Wanderer Hood, Wanderer Coat, Wanderer 
Manchette, Wanderer Boots: Starting equipment for the 
Wanderer class, found on a corpse in Blighttown. 


Equipment of an aimless traveler. Made from sturdy 
leather and quilting, it protects the hands and offers 
protection versus wind and rain. A must-have for long 
journeys. Battle comes with the territory when one 
wanders the land, and this coat provides a certain 
degree of protection 


[ WANDERER SET 
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Acquisition Wanderer Hood, Wanderer Coat, Wanderer 
Manchettes, Wanderer Boots: Starting equipment for the 
Swordsman class, dropped by particular Undead Citizens 
(The Lost Bastille), found on a corpse in The Lost Bastille 
(SotFS] 


' Equipment for the roving type. Light, sturdy leather 
made for long journeys. 
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Acquisition Warlock Mask: becnoaa bye the Prowling Magus 
(Shrine of Amana) or after defeating Merciless Roenna 
(Huntsman’s Copse) and a particular Lion Clan Warrior 
(Shaded Woods). 


Strange mask worn by Aldia warlocks. Grants dark 
defense, and increased soul acquisition. Warlocks in 
Aldia gave rise to wicked things, and even cast forbid- 
den rituals upon themselves. No one knows if they 
were born mad, or if their own misdeeds drove them 
over the edge. 


WARLOCK MAS K 


L WARRIOR SET 


Petras ot weg = 


i 
pda teeny 
Acquisition Standard Helm, Hard Leather Armor, Hard 
Leather Gauntlets, Hard Leather Boots: Starting equipment 
for the Warrior class, found on a corpse in the Depths. 

A sturdy helm made of iron and equipment made of 
thick leather. Very common type of protective gear, it 
provides a sound level of defense. It is wise to wear 

a sturdy form of head protection against arrows and 
other physica! threats. 
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WHITE HOLLOW MAGE SET 
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Acquisition White Hollow Mage Hood, White Hollow Mage 
Robe: Dropped by White Hollow Mages (Brightstone Cove 
Tseldora) 

Equipment worn by Hollowed Drangleic mages. Dran- 
gleic mages wore different garb depending on their 
sex. What function this served, however, is unknown, 
as with many old practices. This is men’s attire. 


WHITE PREACHER HEAD ‘Il DLC 25 
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‘pendeiias White Preacher Head: Found on a corpse inThe 
Ringed City. 
} An empty head of a white-faced locust that rose from 
e an abyssal swamp. The white-faced locusts were 
meant to beckon men to the dark with sermons, but 
most of them are unabie to think past their own stom- 
achs. Someone must rise to the occasion, and restore 
the path of righteousness. Perhaps that someone is 
you? Did you not arise from the Abyss, and did you not 
resist drowning in the Age of Fire? Locusts and men 
are kindred spirits. Why not don this head, and join 
them in likeness? 


Acquisition White read Headpiece, White Priest Robe, 
White Priest Gloves, White Priest Skirt: Sold by Cromwell 
the Pardoner (Brightstone Cove Tseldora). 


| Traditional equipment worn by Drangleic clerics. The 
clerics of Drangleic were not viewed with particular 
reverence, and their positions were only preserved as 
@ nod to tradition. It is customary for clerics to wear 
different garb depending on their sex, but the reason 
for this practice is unknown. This is men's attire. 
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Acquisition Winged Knight Helm, Winged Knight Armor, 
Knight Gauntlets, Winged Knight Leggings: Found 
on a corpse in Lothric Castle. 

Equipment of the Winged Knights, named for their 
appearance, who swore themselves to the Angels. 
Worship of the divine messengers was viewed as 
heresy in Lothric and unrecognized by any of the Three 
Pillars of rule. This is believed to be why Gertrude, the 
Heavenly Daughter, was imprisoned in the lofty cell of 
the Grand Archives. 
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Settlement) 


Equipment worn by inhabitants of the Undead Settie- 
ment. Official attire for the dissection and burial of 
undead. Naturally, the ceremonial significance of such 
work is long forgotten. Indeed, no one could continue 
to entertain such horrors. 
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“peso Witch Hat, Witch Cloak, Witch Gloves, Witch 
Skirt: Found on a corpse in the Valley of the Drakes after 
defeating the Four Kings. 

Equipment of the rogue witch Beatrice. Almost all 
magic users that employ a wand studied at Dragon 
School, but Beatrice is one of the few exceptions. She 
braved the Abyss but did not live to tell of her ordeal 
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Acquisition Wolf Knight Helm, Wolf Knight Armor, Wolf 
Knight Gauntlets, Wolf Knight Leggings: Sold by the Shrine 
Handmaid (Untended Graves) after defeating the Abyss 
Watchers (Farron Keep). 

Equipment of a knight tainted by the dark of the 
Abyss. The twilight blue tassel and cape are damp, and 
will ever remain so. A vanquished knight left behind 
only wolf's blood, and his legacy of duty. The Undead 
Legion of Farron was formed to bear his torch, and the 
armor of these Abyss Watchers suggests their own 
eventual end. 


[ WOLNIR'S CROWN 7 a eee 2 ry 
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Acquisition Wolnir's Crown: Sold by the Shrine Handmaid 
(Firelink Shrine) after defeating High Lord Wolnir (Cata- 
combs of Carthus). 


Crown of Wolnir, the Carthus conqueror. Once upon 
a time, such things were bequeathed judiciously to 
each of the rightful lords, until Wolnir brought them to 
their knees, and ground their crowns to dust. Then the 
crowns became one, and Wolnir, the one High Lord 
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Acquisition Xanthous Crown, Xanthous Overcoat, Xan- 
thous Gloves, Xanthous Waistcloth: Found on a corpse in 
Painted World of Ariamis after defeating Xanthous King 
Jeremiah. 


Mysterious equipment once worn by the Xanthous 
King Jeremiah, the legendary exile. No one knows 
where it came from. It may be tattered, but its bright 
yellow color still stings the eyes. The crown bears 
high-quality cloth which is quite soft to the touch, and 
it is clearly far too big 
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Acquisition Xanthous Crown, Xanthous Overcoat, Xan- 
thous Gloves, Xanthous Waistcloth: Given after joining the 
Pilgrims of Dark covenant and reaching rank +3. 

This blindingly-bright yellow costume is said to 

have been worn by the Xanthous King. Despite the 
costume’s being in near tatters, its yellow hues are 
mysteriously unfaded. Perhaps the heinously towering 
head cloth crown served some purpose, or perhaps it 
was some strange display of power. 
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Acquisition Xanthous Crown: Dropped by Yellowfinger 
Heysel (Road of Sacrifices/Farron Keep), dropped by @ 
particular, non-hostile Man-grub (Cathedral of the Deep) 
after progressing Ringfinger Leonhard’s quest. Xanthous 
Overcoat, Xanthous Gloves, Xanthous Trousers: Sold by the 
Shrine Handmaid (Firelink Shrine) after providing her the 
Xanthous Ashes. 


Yellowish equipment and overcoat covering 4 band of 
brass medallions. Crown supposedly made in imite 
tion of a divine creature of Oolacile, land of ancient 
golden sorceries. Xanthous clothing is the mark ofa 
researcher of lost sorceries, and the oversized crown 
is emblematic of their work. Such a curious pursuit 
is surely nothing to be ashamed of. The number of 
medallions denotes their success. A point of pride 
for the researchers, even if its significance is lost on 
others. It is said that with golden sorceries, one could 
manipulate light 


RECOVERY ITEMS 


AMBER HERB uf 


Acquisition Sold by Merchant Hag Melentia (Majula), Weap- 
a onsmith Ornifex (Brightstone Cove Tseldora) and Carhillion of 
, the Fold (Majula), found on various corpses/chests, dropped on 
various enemies. 


An annual herb with an amber color so d t gives the 


iv 


+ spell uses. It 


of this herb do not bi 
i 


do blossom 


ASHEN ESTUS FLASK 


Acquisition Found on a corpse in the Cemetery of Ash. 
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Acquisition Found on a corpse in the Cave of the Dead/Brume 
Tower/Frigid Outskirts, dropped by Corrosive Egg Insects 


tracted from a rare plant. Temporarily increases 
al fragrant oil affe 
npowerment 


A balm € 


intelligence. This cts the mind, grant 


ing a fleeting 


BLOODRED MOSS CLUMP 


t * Acquisition Sold by Undead Female Merchant (Undead Burg) 
dropped by Demonic Foliage (Darkroot Garden). 

Medicinal red moss clump. Reduces bleeding build-up 
Bleeding builds up when attacked by sharp blades or spikes, 
and once triggered causes severe damage. Use this moss 
clump before it reaches this point 


BLOODRED MOSS CLUMP TT | 


Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) or the Shrine Handmaid (Firelink Shrine) after providing 
her Greirat's Ashes. 

Red moss clump used as maggot repellent. Reduces bieed- 
ing build-up. Bleeding builds up when attacked by sharp 
blades or spikes, and once triggered causes severe damage 
Use this moss clump before it reaches that point 


BLOOMING PURPLE MOSS CLUMP if 


Acquisition Sold by Undead Female Merchant (Undead Burg), 
dropped by Blowdart Snipers (Blighttown) and Demonic Foliage 
Darkroot Garden). 


lump with a flower. Red 


es 
nore vicious 
Moss clumps 


of are useless against toxin, and a lack of 
smps could lead to an early demise. 
OOMING PURPLE MOSS CLUMP ng 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Paladin’s Ashes or the Excrement-covered 


Ashes. 
Potently medicinal moss clump with a flower. Reduces 
son and toxin. Cures ailments. A toxin is a more vicious 
af at Gry cin 


poison which quickly leads to death. Moss clumps 


t blooms are 


less against toxin, and those who 
imply courting an 


arry this flowered variety a 


CRIMSON WATER 


Acquisition Sold by Royal Sorcerer Naviaan (Aldia’s Keep), found 


in a chest in Earthen Peak and Shrine of Amana, dropped by 

Amana Shrine Maidens (Shrine of Amana) 

Crimson water of u in origin. Greatly restores HP and 
ell uses. Those who ha experienced the powerful effect 

of this dimly lucent red water care not that its very origins 


are completely unknown. 


DIVINE BLESSING ij 
Acquisition Available as starting gift, sold by Reah of Thorolund 
(Undead Parish) and Trusty Patches (Firelink Shrine), found in 
various locations. 
Holy water from Goddess Gwynevere. Fully restore HP and 
undo irregularities. The Goddess of Sunlight Gwynevere, 
Jaughter of the great Lord of Sunlight Gwyn, is cherished by 


all as the symbol of bounty and fertility. 


DIVINE BLESSING uj 
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Acquisition Sold by Chancellor Wellager (Drangleic Castile), found 
on a corpse in Majula, Heide’s Tower of Flame and the Forest of 
Fallen Giants. 
Holy water endowed with a divine blessing. Cures status 
effects and fully restores HP Water blessed by an ancient 
goddess. Her name is long forgotten, and the Magic Acad- 
emy of Melfia denies even her existence. In any age, there 
are those who refuse to see reason. It is their meddling that 
distorts the truth 


CHAPTER S EQUIPMENT & ITEMS 335 


Acquisition Available as burial gift, sold by multiple merchants 
under particular criteria, found in @ chest in Irithyll of the Boreal 
Valley and Grand Archives, dropped by a particular Silver Knight 
{lrithyll of the Boreal Valley) and Judicator Giant (The Ringed City). 
Holy water blessed by the Queen of Lothric. Fully restores 
HP and cures ailments. The Queen of Lothric, married to the 
former King Oceiros, was initially revered as a goddess of 
fertility and bounty. After giving birth to Ocelotte, her young- 
est, she quietly disappeared. 


[ ESTUS FLASK Recovery 
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Mette) up 
aca Given by talking to Shanalotte, the Emerald Herald 

A green glass bottle of unknown make. Fill it with Estus ata 
} bonfire, and drink from it to restore HP. The nature of the link 
| between the Estus Flasks and the bonfires that illuminate 
the world of the Undead is entirely unknown. But that is 

of little concern, for any Undead knows the value of these 
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| DRAGON CHARM Recovery Il } 


9) Acquisition Sold by Royal Sorcerer Naviaan (Aldia’s Keep), found 

jin a chest in Doors of Pharros and Shrine of Amana, found on a 

corpse in Undead Crypt, dropped by Desert Sorceresses (Earthen 
Drakekeepers 


Peak) and (Dragon Shrine). 

A blessed charm. Cures poison and greatly restores HP. 

A rare, ancient charm that is said to be endowed with the 
power of dragons, It is not clear whether it is a man-made 
creation, or of some other nature. 


{ DRIED ROOT Recovery Il DLC1 | 


Acquisition Found in treasure chests in the Dragon's Sanctum, 
dropped by Pagan Tree (Shulva, Sanctum City). 

Root of a perennial herb native to the south: Restores HP for 
an extended duration. Wild animals abhor the pungent odor 
of this root, but clerics on pilgrimage are keenly aware of the 
value of its powerful medicinal effects. 


EGG VERMIFUGE krcovery i 


Se Be sat Acquisition Given if infected by parasite egg or sold by Eingyi 

4 (Quelaag’s Domain) after joining the Chaos Servant covenant, 

4 found on a corpse in the Painted World of Ariamis, dropped by 
| €gg Burdened and Tree Lizards. 
Bitter, sour chestnut. Removes parasitic egg from body. The 
F) egg-bearers have chosen to serve the Flame of Chaos, and 
“+ the eggs symbolize this selfless choice. Naturally, these 
chestnuts are forbidden, but are allowed under special 
circumstances. 


up 


[ ELIZABETH MUSHROOM Recover) 


prmement Acquisition Sold by Grave Werden Agdayne (Undead Crypt), 
aaa 4 found in a treasure chest (Sinner’s Rise), dropped by Dragon 

fy, Acolytes (Aldia’s Keep). 

' Specially treated dried mushroom. Creates a euphoric 

» sensation when ingested, and restores a large amount of 

| HP over time. Saint Elizabeth devoted her life to helping the 

“+ needy by concocting medicine and potions. It's thought her 
great virtue was matched only by her sublime beauty, but 
who can say now? 


{ ELIZABETH’S MUSHROOM Rrcoveny IDici ff 


Acquisition Found on a corpse in Royal Wood, given by Elizabeth 
(Oolacile Sanctuary). 

Large medicinal mushroom of Elizabeth, keeper of the 
sanctuary. Eating this mushroom invigorates the flesh, and 
greatly restores HP for a limited duration. Its dramatic effect 
ie 4. can make the difference between a warrior’s life and death. 
[ EMBER RECOVERY 


ug 
at Acquisition Sold by multiple merchants, dropped by various 
enemies, awarded after defeating any boss after being summoned 


for co-op. 

No Unkindled can ever truly claim the embers that burn with- 
in a champion’s bosom, which is precisely what makes their 
yearning for warmth so keen. Gain the strength of flame and 
increased max HP until death. With the strength of fire, the 
summoning signs of Unkindled become visible, and seekers 
of embers can be summoned to join in co-operation. But 
beware, the embers may also attract invaders. 


iy 


ESTUS FLASK Recovery I 


Acquisition Given by Oscar of Astora (Undead Asylum) after 
talking to him. 
The Undead treasure these dull green flasks. Fill with Estus 
at bonfire. Fills HP The Estus Flasks are linked to the Fire 
Keepers. The Dark Tales also make reference: An emerald 
flask, from the Keeper's soul She lives to protect the flame, 
ri And dies to protect it further 
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Pee Sree reins Finnie, 
[ Estus FLASK RECOVERY j iy | 
Retr + Aequisition Available from the start of the game. 
{ ; The Undead treasure these dull green flasks. Fill with 

| Estus at bonfires, and drink to restore HP The journey of an 
} Undead has always traced the bonfires, and no journey of 
import has been made without an Estus Flask. 


amr, 
[ GOLDENFRUIT BALM Rrcoveny 


—_ + 


i DLcif 
Found on a corpse in Shulva, Sanctum City/Brume 
Tower, dropped by Corrosive Egg Insects. 
A balm extracted from a rare plant. Temporarily increases 
} faith. This special fragrant oil affects the mind, granting a 
fleeting sense of empowerment. 


- 


[ GREEN BLOSSOM RECOVERY 


ms mre 
| dropped by Frog-Rays (Darkroot Garden). 
fr | Green weed, shaped like a flower. Temporary boost to 
i } stamina recovery speed. This uniquely bitter, biting herb is 
f sometimes harvested in large quantities, but normally it is 
f an annual plant found near water. 


Sold by Crestfallen Merchant (Sen’s Fortress), 


SSS 
[ HIDDEN BLESSING Recovery TH 
tomppet Acquisition Available as burial gift, sold by multiple merchants 
{ under certain conditions, found on a corpse in the Untended 
Graves and The Ringed City. 
Holy water blessed by the Queen of Lothric. Fully restores 
FP There is a grave in Lothric that sees no visitors, a dark 
place where rootless warriors rest. The Queen of Lothric 
+ alone cared to wish the poor souls good fortune 
| 


Available as starting gift, dropped by Milibeth and 
Strowen (Things Betwixt), sold by multiple merchants, found on 
various corpses/chests, dropped by various enemies. 
Awarm, soft, shadow-like effigy. Use this item to reverse 
Hollowing. It also weakens the links to other worlds, pre- 
! venting invasions and most cooperation. Peer closely at an 
* effigy, and one begins to perceive a human form, but whose 
form it takes depends on the person looking. 


{ 
i) 
| 
i 
i 


[ HUMAN EFFIGY «« OVERY 
a , 


sort 


[ LIFEGEM Recovery 


pate F Acquisition Starting item for all classes except Deprived, sold by 

i } Merchant Hag Melentia (Forest of Fallen Giants/Majula), found on 

f , various corpses/chests, dropped by various enemies. 

t ; Small stone made up of crystallized souls. Gradually restores 

| » asmall amount of HP Often found near abandoned corpses, 
{ as if it were what remains of the soul 


[ MONASTERY CHARM Recovery up 
a, RAL f Acquisition Sold by Blue Sentinel Targray (Cathedral of Blue), 
{ 1 dropped by Royal Guards (Undead Crypt) and Alonne Knight Cap- 
' tains (iron Keep/Drangleic Castle), found on a corpse in Heide’s 
i 4 Tower of Flame and Huntsman’s Copse. 
+ Ablessed charm. Cures poison and restores HP. Many such 
sg charms were blessed in reconstructed ancient ceremonies, 
“= carried out in the monastery of Lindelt, now known as the 
new home of miracles. Though it may lack the power of an 
original, in circumstances dire enough, an imitation can be 
quite enough. 


— MN DICI 


[ OLD GROWTH BALM Recovery 
iv S 


Acquisition Found in various locations, dropped by Sanctum 
Soldiers and Corrosive Egg Insects. 

A balm extracted from a rare plant. Temporarily increases 
strength. This special fragrant oil affects the mind, granting @ 
fleeting sense of empowerment. 


fie ee 


[ OLD RADIANT LIFEGEM ficoviny ___ UB} [ RouGE WATER recovers ee) 


sae * Acquisition Sold by Chancellor Welloger (Drangleic Cestle), found : Tae * Requisition Sold by Straid of Olaphis (The Lost Bastille), found on 
{ on various corpses/chests, dropped by various enemies. | 8 corpse in Huntsman’s Copse, dropped by White Hollow Mages 

’ Stone made up of crystallized souls. Gradually restores a (Brightstone Cove Tseldora). 

i ; large amount of HP A rare stone with so brilliant a shine , Crimson water of unknown origin. Restores HP and spell 

i | would fetch a handsome price. But what value could it really uses. Though known to some as red holy water, not every- 

' | have, without farang who died to leave it behind? | one acknowledges its holy status. 

( PoIson MOSS Recovers “Uf ( stecsrau | it 
teen r Repditdon Sold by Lonesome Gavian, dropped by various Rees 4 pEeE Given by Siegward of Catarina after progressing his 

i ; enemies. ‘ quest. given by Amnesiac Lapp (The Ringed City) after progress- 
i , A faintly poisonous clump of moss. When ingested, it coun- ing his quest. 

f } teracts poison and cleanses one’s insides. If enough poison Special brew of Siegward of Catarina. Perfect for travel in its 
{ builds up in the body to break out and cause poisoning, jolly barrel mug. Restores HP and temporarily boosts frost 

{ your HP will start to decrease. If you wish to stay alive, you resistance. Leave it to Siegward to discover a drink that even 


* would do well to keep a supply close to hand. an Undead can enjoy. Perhaps his long years spent Undead 
aC ouTEm have left him wanting to drain a cup or two and revel as if he 


[ PURGIN STONE | I i were still among the shes 
B savas f Acquisition Sold by Undead Female Merchant (Undead Burg) and ( SILVER PENDANT ERY 1 DLC if 
; Oswald of Carim (Undead Parish), dropped by Man-Eater Shells 9 CSREA aT aIT —— 7 a SRE EL 
{ (Ash Lake/Crystal Cave). is * Aequisition Found inside a chest in Oolacile Township. 

, Ash-colored stone encasing a skull. Secret treasure of Silver pendant engraved with the crest of Artorias. One of 

Arstor, the Earl of Carim. Reduces curse build-up and breaks the ancient treasures of Anor Londo. Presented to Artorias 

' curse. Humans are helpless against curses, and can only for facing the Abyss. Effectively deflects the Dark of the 5 

* ~ redirect their influence. The Purging Stone does not dispel Abyss, especially in its magic forms. 


curses, but receives them as a surrogate. The stone itself cc * 
. + 


was once a person or some other being. a — 


me : B = ee Ese _ SMALL SMOOTH & SILKY STON ER i up 

[ PURGING STONE RECOVER Ty hes ; TT FPR AAT BRT 

ao —— - —— ——_—_— | Acquisition Found in various locations, dropped by various 

TRIE Acquisition Sold by Yuria of Londor (Firelink Shrine) or the Shrine enemies, given after joining the Rat King covenant and reaching 

{ , Handmaid (Firelink Shrine) after providing her Yuria’s Ashes, found rank +1. 

, on corpses in the Profaned Capital, dropped by Sewer Centipedes we A smooth and silky stone. Use to slightly restore HP The 

| (Profaned Capital). shine of this stone is no ordinary polish, and can only be 
Ash-colored stone encasing a skull. Reduces undead curse achieved over a long period. Some in this land are in search 

! build-up and cures hollowing. Inhabitants of Londor, the ~ of such stones. 

Te ~""*> land of Hollows, use this secret treasure to feign normalcy. pi CEM Re Nnee : Rese 
Occasionally, a Hollow fools even himself, and turns on his SMOOTH & SILKY STONE up 
own kind. h ST PARSON SUR Lis dens Lat, | 

prep) SS a rer a OS Py Tiree " Acquisition Found in various locations, dropped by various 


enemies, awarded after defeating a boss (or if time expires) after 


PURPLE MOSS CLUMP Ricoviny 50) eae es eo being summoned via Small White Sign Soapstone. 


fi ' Acquisition Sold by Undead Female Merchant (Undead Burg), A perfectly smooth and silky stone. Use to restore HP The 
| , dropped by Blowdart Snipers (Blighttown) and Demonic Foliage shine of this stone is no ordinary polish, and can only be 


\ (Darkroot Garden). achieved over a long period. Some in this land are in search 
| Medicinal purple moss clump. Reduces poison build-up. supsepseds ay epee TT | Wyecris stones. 
| Cures poison. Poison builds up in the body, and when it ieee ie cet See 
ties ' breaks out, it causes gradual damage over a period of time. | f TWILIG HT HERB | RECOVERY ll J 
= * Poison can be exasperating, so be certain to carry the = Ras. ihe 
needed quantity of these moss clumps when destined for Acquisition Sold by Carhillion of the Fold (Majula), found on vari- 
an afflicted area. {cls eros tapeitess os sire 
ates Lily HSS ey Sib A gray herb that grows hidden among the rocky surfaces of 
PURPLE A Moss Cc ‘LUMP RECOVERY uy tall mountains. Restores a number of spell uses. There is no 
ie Soe! Te end to the scores of people who risk life and limb to forage 
"Acquisition Soid by the Shrine Handmaid (Firelink Shrine) after for this valuable herb, which led to a banning of its harvest in 
{ } providing her the Paladin’s Ashes, found on corpses in Farron amet = some ogand 
Pp. 
; | Medicinal purple moss clump. Reduces poison build-up. [ VINE BALM Recovery iN Diciff 
t 


Cures poison. Poison builds up in the body, and when it ' 
* Aequisition Found on a corpse in Dragon's Sanctum, dropped by 
Sanctum Soldiers and Corrosive Egg Insects. 

A baim extracted from a rare plant. Temporarily increases 

} dexterity. This special fragrant oil affects the mind, granting a 
fleeting sense of empowerment. 


‘ ~! breaks out, it causes gradual damage over a period of time. 

—"* Poison can be exasperating, so be sure to carry sufficient 
moss clumps when traveling to a blighted area. 

{ RADIANT LIFEGEM Recoveny up 


em ae Acquisition Sold by Merchant Hag Melentia (Majula) and Chancel- 


f 1 lor Wellager (Drangleic Castle), dropped by various enemies. | WILTED DUSK HERB RECOVERY IL I 


Stone made up of crystallized souls. Gradually restores HP. 


| 

i } The dull glimmer of these mysterious stones brightens with Tires q Acquisition Sold by Chancellor Wellager (Drangleic Castle), found 

t , the passage of time. i | on various corpses/chests, dropped by various enemies. 

\ { i | Awilted and faded stalk of dusk herb. Restores a great deal 

— j | of spell uses. A dusk herb in bloom works wonders, but will 

RIME-BLUE MOSS CLUMP Recovery up f ; wilt in the blink of an eye. Needless to say, finding such an 

are o t herb is of the utmost difficulty. 6 
* Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after “restart einai 5358 
Bem ea ree tne Enon Cer ASE) YOUNG GRASS DEW krcoveny Ill DLC2 
| Moss clump radiating gentle heat and light. Reduces frost r 
} build-up. Cures frostbite status. Frost accumulates in the HRs ‘Acquisition Given after joining the Spears of the Church covenant 
j body causing frostbite, which saps one’s health, lowers fi ) and reaching rank +1. 


absorption, and slows stamina recovery. Weapons imbued 


; Assmall, transparent stone that once graced the green 

) young grass crest. This semi-precious gem honors a Spear 

__ of Church after a battle well-fought, and is said to slightly 
|. enhance their blessing of protection. 


t 
with frost are a rare thing indeed, most of them originating i 
in the Boreal Valley. { 


ere 
Pe a ee Pe I Re ee ete ee ee SECTS UE EN, | err a he 


‘ 


SOUL ITEMS 


CORE OF AN IRON GOLEM boss 


ANCIENT DRAGON SOUL BOSS 


Found on a dragon corpse in Dragon Memories 
(Brightstone Cove Tseldora) after acquiring the Ashen Mist Heart. 
Soul of the great ancient dragon that stands magnificently, 
deep within the shrine. This powerful being stands and 
waits, for whoever may visit him. Use the dragon soul, 
created by those who peered into the essence of the soul, 
to acquire numerous souls, or to create something of great 
worth. 


Luna). 

Soul of the Gargoyle of the Lost Bastille. The elaborate stone 
Statue on the belfry mysteriously came to life. Use the 
Special soul of this living statue to acquire numerous souls, 
or to create something of great worth 


Fortress). 

Soul serving as the core of the Iron Golem, guardian of 
Sen’s Fortress, and slayer of countless heroes seeking Anor 
Londo. Originally a bone of an everlasting dragon. Use to ac- 
quire a huge amount of souls, or to create a unique weapon. 


[ COVETOUS DEMON SOUL toss im | 


Acquisition Awarded after defeating the Covetous Demon 
(Earthen Peak). 

Soul of the Covetous Demon, that devours all things. Eating 
is an expression of desire. There once was a man whose 
deep affections were unrequited. He transformed into the 
Covetous Demon, which only made him lonelier than before. 
Use the special soul of the Covetous Demon to acquire 
numerous souls, or to create something of great worth 


(ao te 


[ DARKLURKER SOUL Boss 


sition Awarded after defeating the Darklurker (Dark Chasm 
of Old). 
Soul of what lurks in the Dark Chasm. The Dark Chasm of 
Old is the remnant of some ancient, dissipated being. Use 
the special soul of what lurks within to acquire numerous 
souls, or to create something of great worth. 


[ DEMONOFSONGSOUL 80s sti(‘~‘«zr i 


Awarded after defeating the Demon of Song (Shrine 
of Amana). 
Soul of the Demon of Song at the Shrine of Amana 
When this demon developed a taste for human flesh, it 
was contained within the Shrine of Amana, but the line of 
priestesses who looked after the shrine and appeased the 
creature have died off. Use the special soul of this demon 
to acquire numerous souls, or to create something of great 


DRAGONRIDER SOUL Boss 


worth. 
= up 


Awarded after defeating the Dragonrider (Heide’s 
Tower of Flame/Drangleic Castle). 
Soul of a Dragonrider, who faithfully served King Vendrick. 
Long ago, the dragonriders mounted wyrms, and were 
feared on the battlefield for their unparallelled strength. Use 
a Dragonrider soul to acquire numerous souls, or to create 


[ EXECUTIONER'S CHARIOT SOUL Boss 


something of great worth 
= a | 


Acquisition Awarded after defeating the Executioner’s Chariot 
(Undead Purgatory). 

Soul of the Executioner’s Chariot, that holds control over the 
Undead Purgatory. The chariot was created only to torment 
Undead, and it took the form of a horrendous mad steed, a 
window into the soul of its master. Use the special soul of 
the Executioner’s Chariot to acquire numerous souls, or to 
create something of great worth. 
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[ FADING SOUL | 


4 


[ FADING SOUL 


a : ; ay i 
Acquisition Found in various locations. i 
The fading soul of a lost Undead who has gone Hollow and 
still. Use to acquire souls. The soul is the source of all life, 
and even in undeath, or hollowing, the mind seeks souls. 


' HN 
Acquisition Found on corpses in various locations. 

The fading soul of a corpse. Use to gain a smattering of 
souls. Let the Fire Keeper transform this sovereignless soul 
into a source of strength, for to be Unkindled is to be a ves- 
sel for souls 


[ FIRE KEEPER SOUL (GENERIC) if 


[ FIRE KEEPER SOUL 


Acquisition Found on a corpse in Undead Parish, Blighttown, New 
Londo Ruins and The Duke's Archives. 

Soul of a long-lost Fire Keeper. Each Fire Keeper is a 
corporeal manifestation of her bonfire, and a draw for the 
humanity which is offered to her. Her soul is gnawed by 
infinite humanity, and can boost the power of the precious 
Estus Flask. It can be used to gain Humanity and restore HP 
at the cost of losing the Fire Keeper soul to reinforce the 


Estus Flasks 

j Tn | 
Acquisition Found on a corpse in Firelink Shrine 
Soul of a Fire Keeper who is said to have returned from the 
Abyss. This Fire Keeper preserves the bonfire, and serves 
its champion. She is said to have soothed and accepted the 
dark sigil, which has tainted her soul. And yet, her soul will 
one day embed itself in the bosom of another Fire Keeper 


pL TST SAREE 
| FIRE KEEPER SOUL (ANASTACIA OF ASTORA) if 


Acquisition Dropped after progressing Lautrec of Carim’s quest 
and defeating him via the Black Eye Orb (Anor Londo) 

Soul of the Ash Maiden, Fire Keeper of Firelink Shrine. A 
Fire Keeper's soul is a draw for humanity, and held within 
their bosoms, below just a thin layer of skin, are swarms 
of humanity that writhe and squirm. Was the Ash Maiden 
locked in this dark prison for some transgression, or by her 
own will? 


{ FIRE KEEPER SOUL (DARKMOON KNIGHTESS) if 


Acquisition Dropped by the Darkmoon Knightess (Anor Londo) 
Soul of the Darkmoon Knightess, Fire Keeper of Anor Londo. 
A Fire Keeper's soul is a draw for humanity, and held within 
their bosoms, below just a thin layer of skin, are swarms of 
humanity that writhe and squirm. Her brass armor serves to 
disguise this ghastly form 


goes ce 
| FIRE KEEPER SOUL (QUELAAG'S SISTER) if 


Acquisition Dropped by Quelaag’s Sister (Quelaag’s Domain) 
Soul of a Daughter of Chaos, Fire Keeper of Quelaag’s 
Domain. A Fire Keeper's Soul is a draw for humanity, and 
held within their bosoms, below just a thin layer of skin 
are swarms of humanity that writhe and squirm. To her. the 
countless eggs which appeared were cradles for each tiny 
humanity. 


[ FLEXILE SENTRY SOUL Boss _ i uf 


Acquisition Awarded after defeating the Flexile Sentry (No-man'’s 
Wharf). 

Soul of the Flexile Sentry. The Flexile Sentry is a merciless 
creature whose purpose is to punish the Undead. Use the 
special soul of the Flexile Sentry to acquire numerous souls 
or to create something of great worth 


GIANT LORD SOUL 


Acquisition Awarded after defeating the Giant Lord (Memory of 
Jeigh) 

Soul of the Giant Lord, who o 
Vendrick crossed the seas, 
brought them back to his ca lapped in 
after this modest triumph, his countenar 
gre ng day 


JS souls, OF to create sc 


prisoner 


v darker w 


Use the s 


is Giant to ac 


of great worth 


GUARDIAN DRAGON SOUL 


Acquisition Awarded after defeating the Guardian Dragon (Aldia’s 
Keep). 


Soul of a dragon that guards the shrine. Do the 


dragons itch over the land o of are they in 


the grip f this 
dragon to acquire n 


of great worth 


al Ss 
ate something 


ipiciff 


Acquisition Awarded after defeating the Sanctuary Guardian 
(Sanctuary Garden). 

Soul of white winged lion sai 
dreaded the spread he Abyss. The Guardian exhibited 
traits of several animals other than lions, suggesting that 
it was no ordinary beast, but rather je beings 
known as Demons 


GUARDIAN SOUL 


ep 


er, who 


LARGE SOUL OF A BRAVE WARRIOR if 


Acquisition Found on corpses in various locations. 

Large soul of a brave Undead warrior who has long ago gone 
Hollow. Use to acquire a large amount of souls. Souls are 
the source of all life, and whether Undead, or even Hollow, 
one continues to seek them 


LARGE SOUL OF A BRAVE WARRIOR 


Acquisition Found in various locations. 


Jndead warrior who has long ago gone 
Use to acquire a large a t of souls. Th 


Large i of a brave 


‘oul is 


the source of all life, and even in undeath 


>t hollowing, the 


mind 


eks souls. 


LARGE SOUL OF A CRESTFALLEN KNIGHT It 
Acquisition Found on corpses in various locations. 
. ul found in the corpse of a crestfallen kr to 
y unt of souls. Let the Fire Ke 
less soul into a source of strength, for to 
LARGE SOUL OF A DESERTED CORPSE itl 
Acquisition Found on corpses in various locations. 
Large soul found in a deserted corpse. Use to acquire souls. 
Let the Fire Keeper transfo this sovereigniess soul into a 
source of strength, for to be Unkindied is to be a vessel for 
ls. 
LARGE SOUL OF A LOST UNDEAD I i 


Acquisition Found on corpses in various locations. 

Large soul of a lost Undead who has long ago gone Hollow. 
Use to acquire souls. Souls are the source of all life, and 
whether Undead, or even Hollow, one continues to seek 
them. 


| LARGE SOUL OF A LOST UNDEAD uf 
Acquisition Found in various locations. 
Large soul of a lost Undead who has long ago gone Hollow. 
Use to acquire souls. The soul is the source of all life, and 
¢ even in undeath, or hollowing, the mind seeks souls. 


CHAPTER 5 f 


Acquisition Found on corpses in various locations. 

Large soul of a nameless Undead soldier who has long 
ago gone Hollow. Use to acquire many souls. Souls are the 
source of all life, and whether Undead, or even Hollow, one 
continues to seek them 


LARGE SOUL OFA NAMELESS SOLDIER 


Acquisition Found in various locations. 

Large soul of a nameless Undead soldier who has long ago 
gone Hollow. Use to acquire many souls. The soul is the 
source of all life, and even in undeath, or hollowing, the 
mind seeks souls. 


| LARGE Sout OF A NAMELESS SOLDIER 


mf 
Acquisition Found on corpses in various locations. 
Large soul found in the corpse of a nameless soldier. Use to 
acquire souls. Let the Fire Keeper transform this sovereign- 
less soul into a source of strength, for to be Unkindied is to 
be a vessel for souls 
D 


Pee 
LARGE SOUL OF A PROUD KNIGHT 


Acquisition Found on corpses in various locations. 

Large soul of a proud Undead knight who has long ago gone 
Hollow. Use to acquire many souls. Souls are the source of 
all life, and whether Undead, or even Hollow, one continues 
to seek them. 


“LARGE SOUL OF A PROUD KNIGHT ll } 


Acquisition Found in various locations. 

Large soul of a proud Undead knight who has long ago gone 
Hollow. Use to acquire many souls. The soul is the source 
of all life, and even in undeath, or hollowing, the mind seeks 


souls. 
TT 


PTARGE sc 
_LARGE SOUL OF A PROUD PALADIN 


Acquisition Found on corpses in various locations from NG+ 
onwards. 
Large soul found in the corpse of a proud paladin. Use to 
acquire many souls. Let the Fire Keeper transform this sov- 
ereigniess soul into a source of strength, for to be Unkindled 
is to be a vessel for souls. 

ug 


LAR SOUE OF A SEASONED WARRIOR 


Acquisition Found on corpses in various locations from NG+ 
onwards. 

Large soul found in the corpse of a seasoned warrior. Use to 
acquire a great helping of souls. Let the Fire Keeper trans- 
form this sovereigniess soul into a source of strength, for to 


be Unkindled is to be a vessel for souls. 

TH 
Acquisition Found on corpses in various locations. 
Large soul found in the corpse of a battle-weary warrior. 
Use to acquire a large amount of souls. Let the Fire Keeper 
transform this sovereigniess soul into a source of strength, 
for to be Unkindled is to be a vessel for souls. 

i 
Acquisition Found on corpses in various locations from NG+ 
onwards. 
Large soul found in the corpse of an intrepid hero. Use to ac- 
quire a great helping of souls. Let the Fire Keeper transform 


this sovereignless soul into a source of strength, for to be 
Unkindled is to be a vessel for souls. 


| LARGE SOUL OF A WEARY WARRIOR 


eee 
LARGE SOUL OF AN INTREPID HERO 
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LARGE SOUL OF ANAMELESS SOLDIER if 


[ LARGE SOUL OF AN UNKNOWN TRAVELER nT | 


Acquisition Found on corpses in various locations. 

A large soul found in the corpse of an unknown traveler. Use 
to acquire souls. Let the Fire Keeper transform this sover 
e@igniess soul into a source of strength, for to be Unkindled 
is to be a vessel for souls 


( LOOKING GLASS KNIGHT SOUL | 


Acquisition Awarded after defeating the Looking Glass Knight 
(King’s Passage). 

Soul of the Looking Glass Knight, who challenges visitors 
to the lordiess castle. Long ago, the King’s Passage was a 
route taken by the bravest warriors to prove themselves. 
but now it only prevents one from pursuing the runaway 


king. Use the special soul of this knight to acquire numerous 
souls, or to create something of great worth 


[ LOYCE SOUL 


Il DLC3 


Acquisition Dropped by Charred Loyce Knights (The Old Chaos), 
Soul of the Knights of Loyce. The Knights of Loyce were 
taken by Chaos, and lost all sense of purpose and being. The 
few woeful souls that trudged back home were guided by 
some faint vestige of self. This soul is pure sorrow, and only 
Alsanna can put it to rest 


HA, THE BANEFUL QUEEN SOUL uf 


Acquisition Awarded after defeating Mytha, the Baneful Queen 
(Earthen Peak) 

Soul of Mytha, the Baneful Queen, who lives in the Earthen 
Peak. The Queen sought the King’s affection, even pois 
herself to attain beauty, despite the monstrous consequ 
es. All for the compelling madness known as love. Use the 
special soul of the Queen to acquire numerous souls, or to 
create something of great worth 


ng 


* OLD DEAD ONE SOUL ll y 


Acquisition Awarded after defeating The Rotten (Black Gulch) from 
NG+ onwards. 

Soul of the ineffable. This once-magnificent soul continues 
to exert influence over the land, even after the eons have 
reduced it to these remnants. Use it to acquire numerous 
souls, or to create something of great worth 


[ OLD DRAGONSLAYER SOUL i } 


Acquisition Awarded after defeating the Old Dragonslayer (Cathe 
dral of Blue). 

Soul of the Old Dragonslayer. The Old Dragonslayer is rem: 
niscent of a certain knight that appears in old legends. Use 
a the special soul of the Old Dragonsiayer to acquire numer 
x ous souls, or to create something of great worth 


| OLD IRON KING SOUL i uf 


Acquisition Awarded after defeating the Old Iron King (Iron Keep). 

Soul of the Old Iron King, who succumbed to the flames 

that swallowed his castle. The Iron King’s flesh was charred, 

and his soul possessed by the things that lurk below. Use 

the special soul of the Old King to acquire numerous souls, 
_ of to create something of great worth 


~ OLD KING SOUL 5 uj 


Acquisition Awarded after defeating the Old Iron King (Iron Keep) 
from NG+ onwards. 

Soul of the ineffable. This once-magnificent soul continues 
to exert influence over the land, even after the eons have 
reduced it to these remnants. Use it to acquire numerous 
souls, or to create a something of great worth. 


[| OLD PALEDRAKE SOUL so uf 


Acquisition Awarded after defeating The Duke's Dear Freja (Bright- 
stone Cove Tseldora) from NG+ onwards. 

Soul of the ineffable. This once-magnificent soul continues 
to exert influence over the land, even after the eons have 
reduced it to these remnants. Use it to acquire numerous 
souls, or to create something of great worth 


f OLD WITCH SOUL 


uf 
Acquisition Awarded after defeating the Lost Sinner (Sinner’s 
Rise) from NG+ onwards. 
Soul of the ineffable. This once-magnificent soul continues 
to exert influence over the land, even after the eons have 
reduced it to these remnants. Use it to acquire numerous 
souls, or to create something of great worth 

uf 


[ ROYAL RAT AUTHORITY SOUL 


Acquisition Awarded after defeating the Royal Rat Authority 
(Doors of Pharros). 
Soul of the Royal Rat Authority, of the underground realm. 
Those who choose to serve the Rat King must have the 
courage to face His challenges. Use the special soul of this 
fat to acquire numerous Souls, or to create something of 
~ great worth 

uf 


| ROYAL RAT VANGUARD SOUL 


Acquisition Awarded after defeating the Royal Rat Vanguard 
(Grave of Saints). 

Soul of the Rat King’s vanguard, of the underground realm 
The Rat King’s loyal servant judges the worthiness of those 
who seek royal audience. Use the special soul of this soldier 
to acquire numerous souls, or to create something of great 


worth 
uf 


Acquisition Awarded after defeating the Ruin Sentinels (The Lost 
Bastille) 

Soul of the Ruin Sentinel, a creation of the jailer. The Ruin 
Sentinel has no corporeal form. It is only an empty soul that 
haunts the armor. Use the special soul of the Ruin Sentinel 
to acquire numerous souls, or to create something of great 


worth. 
up 


[ RUIN SENTINEL SOUL 


[ SCORPIONESS NAJKA SOUL 


Acquisition Awarded after defeating the Scorpioness Najka 
(Shaded Woods). 
Soul of Scorpioness Najka. Najka was bom of the misdeeds 
of an ancient being, a frail soul from the beginning, that 
soon succumbed to madness, Use the special soul of 
Scorpioness Najka to acquire numerous souls, or to create 
something of great worth 

uf 


Acquisition Awarded after defeating the Skeleton Lords (Hunts- 
man’s Copse). 
Soul of a Skeleton Lord, who reigned from deep within 
the Huntsman’s Copse. The Old Iron King commanded the 
capture of all Undead, but those charged with the task were 
overcome by the curse. Use the special soul of the Skeleton 
~ Lord to acquire numerous souls, or to create something of 
great worth 
poo CRETE IPP Ab 
ELTER DEMON SOUL bo uf 
pe = - - = —E 
Acquisition Awarded after defeating the Smelter Demon (iron 
Keep/lron Passage). 
Soul of the Smelter Demon, that haunts the castle that sunk 
into a pool of iron. The Old Iron King’s life was taken by a 
Y mass of iron that had been given a soul. Was this metal 
goliath there from the beginning, or was it a product of the 
king's conceit? Use the special soul of the Smelter Demon 


to acquire numerous souls, or to create something of great 
worth 


ene oe 


| SKELETON LORD'S SOUL 


x 


ye 


{ souL OF A BRAVE WARRIOR 

Acquisition Found on corpses in various locations. 

Soul of a brave Undead warrior who has long ago gone HoF- 
low. Use to acquire a large amount of souls. Souls are the 
source of all life, and whether Undead, or even Hollow, one 
continues to seek them. 


| SOUL OF A BRAVE WARRIOR 


Acquisition Found in various locations. 

Soul of a brave Undead warrior who has long ago gone 
Hollow. Use to acquire a large amount of souls. The soul is 
the source of all life, and even in undeath, or hollowing, the 
mind seeks souls. 


SOUL OF A CHAMPION 


Acquisition Found on corpses in various locations from NG+ 
onwards. 

Soul found in the corpse of a champion of legend. Use to 
acquire enough souls to sate a lord. Let the Fire Keeper 
transform this sovereigniess soul into a source of strength, 


for to be Unkindled is to be a vessel for souls 

oy 
Acquisition Found on corpses in various locations. 
Soul found in the corpse of a crestfallen knight. Use to ac- 
quire a large amount of souls. Let the Fire Keeper transform 


this sovereigniess soul into a source of strength, for to be 
Unkindled is to be a vessel for souls. 


SOUL OF A CRESTFALLEN KNIGHT 
Ty i 5 


Acquisition Awarded after defeating the Crystal Sage (Road of 
Sacrifices) 

Soul of a Crystal Sage. One of the twisted souls, steeped in 
Strength. Use to acquire many souls, or transpose to extract 
its true strength. The twin Crystal Sages once served as 
Spiritual guides to the scholars of the Grand Archives, and 
one went on to ally with the Undead Legion. 


Acquisition Awarded after defeating a particular Demon (Cata- 
combs of Carthus). 

Soul of a demon. One of the twisted souls, steeped in 
strength. Use to acquire numerous souls, or transpose to 
extract its true strength. Demons were born of the Chaos 
Flame, but the flame has not survived, and the demons are 


a dying race. 
ng 


Acquisition Found on corpses in various locations. 

Soul found in a deserted corpse. Use to acquire souls. Let 
é the Fire Keeper transform this sovereigniess soul into a 

source of strength, for to be Unkindled is to be a vessel for 

souls. 


L SOUL OF A CRYSTAL SAGE 


SOUL OF A DEMON 


OUL OF A DESERTED CORPSE 


[SOULOFAGIANT a 


Acquisition Awarded after defeating the Ancient Dragon (Dragon 
Shrine), found on corpses in Memory of Jeigh, Orro and Vammar, 
dropped by particular Elite Giants (Black Gulch). 

The soul of a Giant who came to conquer Drangleic. Will the 
Giants’ resentment for the King be pacified in death, or only 
emboldened? Can be used to acquire souls, only... 


OUL OF A GREAT CHAMPION _ i ip Ill } 


Acquisition Found on corpses in various locations from NG+ 
onwards. 

Large soul found in the corpse of a champion of legend. Use 
to acquire enough souls to sate a lord. Let the Fire Keeper 
transform this sovereigniess soul into a source of strength, 
for to be Unkindied is to be a vessel for souls. 


[ SOUL OF AGREAT HERO 2 if 


Acquisition Found on corpses Lost Izalith and The Duke's Archives. 


Great soul of a hero of legend who has long ago gone Hol- 
low. Use to acquire an incredible amount of souls. Souls are 
the source of all life, and whether Undead, or even Hollow, 
one continues to seek them. 
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SOUL OF A GREAT HERO 


[ SOUL OF A PROUD KNIGHT uy 


Ty 
Acquisition Found in various locations. 
Great soul of a hero of legend who has long ago gone Hol- 
low. Use to acquire an incredible amount of souls. The soul 
is the source of all life, and even in undeath, or hollowing, 
the mind seeks souls. 

i} 


HERO 


Acquisition Found in various locations. 

Soul of a proud Undead knight who has long ago gone 
Hollow. Use to acquire many souls. The soul is the source 
of all life, and even in undeath, or hollowing, the mind seeks 
souls irs 


[ SOUL OF A PROUD PALADIN 


s LU | 


Acquisition Found on corpses in various locations. 

Soul of a hero of legend who has long ago gone Hollow. Use 
to acquire a large amount of souls. Souls are the source of 
all life, and whether Undead, or even Hollow, one continues 
to seek them. 


HERO HINES Sine tS ET 


Acquisition Found on corpses in various locations from NG+ 
onwards. 
Soul found in the corpse of a proud paladin. Use to acquire 
many souls. Let the Fire Keeper transform this sovereigniess 
soul into a source of strength, for to be Unkindled is to be a 
vessel for souls. 

Wy 


[ SOUL OF A SEASONED WARRIOR 


Acquisition Found in various locations. 

Soul of a hero of legend who has long ago gone Hollow. Use 
to acquire a large amount of souls. The soul is the source of 
all life, and even in undeath, or hollowing, the mind seeks 
souls 


SOUL OF A LOST UNDEAD 


Acquisition Found on corpses in various locations from NG+ 
onwards. 
Soul found in the corpse of a seasoned warrior. Use to ac 
quire a great helping of souls. Let the Fire Keeper transform 
this sovereignless soul into a source of strength, for to be 
Unkindled is to be a vessel for souls 

i | 


Acquisition Found on corpses in various locations. 

Soul of a lost Undead who has long ago gone Hollow. Use 
to acquire souls. Souls are the source of all life, and whether 
Undead, or even Hollow, one continues to seek them. 


SOUL OF A LOST U NDEAD 


A 


Acquisition Awarded after defeating the Stray Demon (Farron 
Keep). 
Soul of the Stray Demon. One of the twisted souls, steeped 
in strength. Use to acquire numerous souls, or transpose to 
extract its true strength. The Stray Demon, now lacking even 
a trace of flame, was once the gatekeeper of Lothric 

mn | 


f SOUL OF A VENERABLE OLD HAND 


up 
Acquisition Found in various locations. 
Soul of a lost Undead who has long ago gone Hollow. Use 
to acquire souls. The soul is the source of all life, and even in 
undeath, or hollowing, the mind seeks souls. 


SOUL OF A NAMELESS SOLDIER 
Acquisition Found on corpses in various locations. 
Soul of a nameless Undead soldier who has long ago gone 


Hollow. Use to acquire souls. Souls are the source of all life, 
and whether Undead, or even Hollow, one continues to seek 
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NAMELESS SOLDIER 


Acquisition Found on corpses in various locations from NG+ 
onwards. 
Large soul found in the corpse of an old hand at war. Use 
to acquire innumerable souls. Let the Fire Keeper transform 
this sovereigniess soul into a source of strength, for to be 
Unkindled is to be a vessel for souls 

i} 
Acquisition Found on corpses in various locations. 
Soul found in the corpse of a battie-weary warrior. Use to ac 
quire a large amount of souls. Let the Fire Keeper transform 


this sovereignless soul into a source of strength, for to be 
Unkindled is to be a vessel for souls. 


[ SOUL OF A WEARY WARRIOR 


[ SOUL OF AAVA, THE KING'S PET boss 11 DLC3h 


them. 
SOLDIE up 
Acquisition Found in various locations. 

Soul of a nameless Undead soldier who has long ago gone 
Hollow. Use to acquire souls. The soul is the source of all 

life, and even in undeath, or hollowing, the mind seeks 

souls. 


SOUL OF A NAMELESS SOLDIER 


Acquisition Found on corpses in various locations. 

Soul found in the corpse of a nameless soldier. Use to 

acquire souls. Let the Fire Keeper transform this sovereign- 
less soul into a source of strength, for to be Unkindled is to 

SOUL OF A PROUD KNIGHT 


be a vessel for souls. 

i} 
Acquisition Found on corpses in various locations. 
Soul of a proud Undead knight who has long ago gone Hol- 
low. Use to acquire many souls. Souls are the source of all 
life, and whether Undead, or even Hollow, one continues to 
seek them. 


; 
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j Acquisition Awarded after defeating Aava, the King’s Pet (Frozen 
Eleum Loyce). 
s Soul of Aava, who served the Ivory King. Each of the Ivory 
King’s seven beasts was conferred a specific duty. Aava's 
a was the guardianship of the King’s beloved child of Dark. The 
~ wondrous soul of this beast can be used to acquire numer 


ous souls, or to create something of great worth 
[ SOUL OF ALDRICH boss my | 


Acquisition Awarded after defeating Aldrich, Devourer of Gods 
(Anor Londo). 

Soul of Aldrich. One of the twisted souls, steeped in 
strength. Use to acquire many souls, or transpose to extract 
its true strength. When Aldrich ruminated on the fading of 
the fire, it inspired visions of a coming age of the deep sea 


He knew the path would be arduous, but he had no fear. He 
would devour the gods himself 


SOUL OF ALSANNA, SILENT ORACLE 11 DLC3 


Acquisition Given by Alsanna, the Silent Oracle (Grand Cathedral) 
after providing her 50 Loyce Souls, or dropped by her. 

Soul of Alsanna, oracle of Eleum Loyce, who prays in silent 
vigilance. This child of Dark, in reverence of the apocalypse. 
devotes herself to a ritual in hopes of appeasing the raging 
flame. The wondrous soul of this augur of fear can be used 
to acquire numerous souls, or to create something of great 
worth 


{ Sout OF AN INTREPID HERO 


Ti | 
Acquisition Found on corpses in various locations from NG+ 
onwards. 
Soul found in the corpse of an intrepid hero. Use to acquire 
a great helping of souls. Let the Fire Keeper transform 
this sovereigniess soul into a source of strength, for to be 
Unkindied is to be a vessel for souls. 

nig 


| SOUL OF AN OLD HAND 


Acquisition Found on corpses in various locations from NG+ 
onwards. 
Soul found in the corpse of an old hand at war. Use to 
acquire innumerable souls. Let the Fire Keeper transform 
this sovereigniess soul into a source of strength, for to be 
Unkindled is to be a vessel for souls 

Ty | 


[ SOUL OF AN UNKNOWN TRAVELER 


Acquisition Found on corpses in various locations. 

Soul found in the corpse of an unknown traveler. Use to 
acquire souls. Let the Fire Keeper transform this sovereign- 
less soul into a source of strength, for to be Unkindled is to 
be a vessel for souls. 


1piciff 
Acquisition Awarded after defeating Knight Artorias (coliseum of 
Oolacile Township). 
Soul of Lord Gwyn’'s Knight Artorias, who was consumed by 
the Abyss. The legend that Artorias repelled the Abyss only 
told half of the story. It seems that he was defeated, and 
his honor preserved, by some unsung hero, who is the true 
victor over the Abyss 

Ty 


Acquisition Awarded after defeating Vordt of the Boreal Valley 
(High Wall of Lothric). 
Soul of Vordt of the Boreal Valley. One of the twisted souls, 
steeped in strength. Use to acquire many souls, or trans- 
pose to extract its true strength. Vordt served as an outrider 
knight, never far from the fleeting dancer. 

Ty 


Acquisition Awarded after defeating Champion Gundyr (Untended 
Graves). 
Soul of the champion Gundyr. One of the twisted souls, 
Steeped in strength. Use to acquire many souls, or trans- 
pose to extract its true strength. Once, a champion came 
late to the festivities, and was greeted by a shrine without 
fire, and a bell that would not toll 

mj 


Acquisition Awarded after defeating Oceiros, the Consumed King 
(Consumed King’s Garden). 

Soul of Oceiros, the Consumed King. One of the twisted 
souls, steeped in strength. Use to acquire numerous souls, 
Or transpose to extract its true strength. Oceiros went mad 
trying to harness his royal blood for a greater purpose, 
leading him to the heretics of the Grand Archives, where he 
discovered the twisted worship of Seath the paledrake 


we 


[ SOUL OF BOREAL VALLEY VORDT 


“SOUL. OF CONSUMED Oc EIROS 


[ SOUL OF DARKEATER MIDIR fos ll DLC2 9} 


een Awarded after defeating Darkeater Midir (The Ringed 
ity). 
Soul of Darkeater Midir. One of the twisted souls, steeped 
in strength. Use to acquire many souls, or transpose to 
extract its true strength. Midir, descendant of Archdragons, 
was raised by the gods, and owing to his immortality, was 
given a duty to eternally battle the dark, a duty that he would 
never forget, even after the gods perished. 


ST | 


Acquisition Awarded after APRS: the Dragonslayer Armour 
(Lothric Castle). 

Soul of the Dragonslayer Armour. One of the twisted souls, 
steeped in strength. Use to acquire many souls, or trans- 
pose to extract its true strength. The Dragonslayer Armour, 
controlled by the Pilgrim Butterfly, lost its master long ago, 
but still remembers their sporting hunts. 


| SOUL OF D DRAGONSLAY ER ARMOUR | ss 


[ ‘SOUL OF ELANA, SQUALID QUEEN 


| SOUL OF GWYN, LORD OF CINDER 


[ f SOUL OF HIGH LORD WOLNIR & 


| SOUL OF NASHANDRA ! 30S 


il DLci ff 
Awarded after defeating Elana, the Squalid Queen 
(Dragon's Sanctum). 
Soul of Elana, the Squalid Queen, who rests beside the 
slumbering dragon of the Eternal Sanctum. This child of Dark 
accompanies the dragon, slowly amassing souls in anticipa- 
tion of the coming day of vengeance. The wondrous soul of 
this augur of wrath can be used to acquire numerous souls, 
of to create something of great worth 


i} 
Acquisition Awarded after defeating Gwyn, Lord of Cinder (Kiln of 
the First Flame). 
Soul of the Gwyn, Lord of Sunlight and Cinder, who linked 
the First Flame. Lord Gwyn bequeathed most of his power 


to the Gods, and burned as cinder for the First Flame, but 
even so, Lord Gwyn’s soul is a ast che indeed. 


( SOUL OF GWYNDOLIN cee | 


Acquisition Awarded after defeating Dark Sun Gwyndolin (Anor 
Londo). 
Soul of Darkmoon Gwyndolin, god of the Dark Sun and 
guardian of deserted Anor Londo. Special beings have spe- 
cial souls. Use the soul of Gwyn’s lastborn to acquire a huge 
amount of souls, or to create a unique weapon 

i 


Acquisition Awarded after defeating High Lord Wolnir (Catacombs 
of Carthus). 

Soul of the High Lord Woinir. One of the twisted souls, 
steeped in strength. Use to acquire many souls, or trans- 
pose to extract its true strength. Lord Wornir of Carthus 
sentenced countless souls to gruesome deaths, keen to 
outlive them all 


11 DLC3 ff 


Acquisition Awarded after defeating Lud, the King’s Pet and Zal- 
len, the King’s Pet (Frozen Eleum Loyce). 
Soul of Lud, who served the Ivory King. Each of the Ivory 
King’s seven beasts was conferred a specific duty. Lud’s 
q was the mercy defeating of exiles. The wondrous soul of this 
x beast can be used to acquire numerous souls, or to create 
something of great worth 


L SOUL OF LUD, THE KING'S PET 


| SOUL ‘OF MANUS 1 DLC } 


Acquisition Awarded after defeating Manus, Father of the Abyss 
(Chasm of the Abyss). 

Soul of Manus, Father of the Abyss. This extraordinary soul 
is a viscous, lukewarm lump of gentie humanity. Ancient 
Manus was clearly once human. But he became the Father 
of the Abyss after his humanity went wild, eternally seeking 
his precious broken pendant. 


[ SOUL OF NADALIA. BRIDE OF ASH 50s 


il DLC2h 
Acquisition Created after acquiring all fragments of the Soul of 
Nadalia; 11 via destroying Ashen Idols (Brume Tower) with Smelter 
Wedges, 1 via defeating the Fume Knight (Brume Tower). 

Soul of Nadalia, Bride of Ash, who renounced her flesh and 
wandered Brume Tower. In the act of dancing, the Bride 

of Ash was transfigured as smoke, enticing people to her 
residence. And so her seat of power came to be known 

as the Brume Tower. The wondrous soul of this augur of 
solitude can be used to acquire numerous souls, of to create 


something of great worth. 
i } 


Acquisition Awarded after defeating Ni Nashandra (Throne of Want). 
Soul of Nashandra, Queen of Drangleic. The fragments of 
the abyss, of untold origin, nourished their beings by the 
sides of would-be monarchs. Perhaps they were simply 
ordeals on the road to kinghood. One day, the flames will 
fade, and only darkness will remain. Uniess, of course, an 
heir arrives. Use the special soul of this prisoner of desire 
to acquire numerous souls, or to create something of great 
worth. 
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nd hehe darn dale eee | 


[ SOUL OF ORNSTEIN oss Ea 


ate Awarded after defeating Dragonslayer Ornstein (Anor 
indo). 
Soul of Ornstein, Dragonslayer Knight who guards the cathe- 
dral in the forsaken city of Anor Londo. Special beings have 
‘Special souls. Lord Gwyn granted this soul to his four most 
trusted knights. Use to acquire a huge amount of souls, or 
to create a unique weapon 

iT i 


Awarded after defeating Pontiff Sulyvahn (Irithyll of 


Acquisition 

the Boreal Valley). 

Soul of Pontiff Sulyvahn. One of the twisted souls, steeped 
in Strength. Use to acquire many souls, or transpose to ex- 
tract its true strength. Pontiff Sulyvahn of Irithyll imprisoned 
a god of the old royalty in the abandoned cathedral, to be fed 


to the devourer. 


SOUL OF PRISCILLA Boss 


Acquisition Awarded after defeating Crossbreed Priscilla (Painted 
World of Ariamis). 

Soul of Priscilla the Crossbreed, trapped inside the painted 
world of Ariamis. Special beings have special souls. Use the 
soul of this crossbreed bastard child and antithesis to all life 
to acquire a huge amount of souls, or to create a unique 
weapon. 


[SOUL OF QUELAAG toss tte Sh ae 


Acquisition Awarded after defeating Chaos Witch Quelaag (Que- 
laag’s Domain). 

Soul of Quelaag, once daughter of the Witch of Izalith, but 
now a chaos demon. Special beings have special souls, and 
Quelaag’s soul contains all aspects of Chaos. Use it to ac- 
quire a huge amount of souls, or to create a unique weapon 


FSOULOF ROSARIA toss ea 


Acquisition Dropped by Ringfinger Leonhard (Anor Londo) via the 
Black Eye Orb. 

The soul of Rosaria, Mother of Rebirth, stolen by Ringfinger 
Leonhard. Return this to her extant corpse, and mother 
Rosaria will spring back to life. As if nothing had ever hap- 


pened. 
Fe iff 


SOUL OF SIF Boss 


Acquisition Awarded after defeating Great Grey Wolf Sif (Darkroot 
Garden). 

Soul of Sif the Great Grey Wolf, who guards the grave of 
Artorias the Abysswalker. Special beings have special souls. 
Use the soul of Sif, who inherited the divine knightsword, 


to acquire a huge amount of souls, or to create a unique 
weapon 


SOUL OF SINH, THE SLUMBERING DRAGON joss I DLCI ff 


Acquisition Awarded after defeating Sinh, the Slumbering Dragon 
(Dragon's Rest). 

Soul of Sinh the Dragon, who sleeps in the lowermost 
depths of this land. The King erected a magnificent city, 

and the dragon slept soundly. Until Sir Yorgh disturbed it 
with a single great strike, and the dragon could bear its 


store of poison no longer. The rain of death toppled the city, 
but restored the dragon's purity. The wondrous soul of this 
dragon can be used to acquire numerous souls, or to create 
something of great worth 


SOUL OF SIR ALONNE 50 11 DLC2f 


Acquisition Awarded after defeating Sir Alonne (Memory of the 
Old Iron King). 

Soul of Sir Alonne, who once served the Old Iron King. Sir 
Alonne came from an eastern land, and became the King's 
most trusted knight. Use the wondrous soul of this knight 
to onire numerous souls, or to create something of great 
‘worth. 
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[ SOUL OF SISTER FRIEDE Tran | 


Acquisition Awarded after defeating Sister Friede (Painted World 
of Ariandel). 

Soul of Sister Friede. One of the twisted souls, steeped in 
Strength. Use to acquire numerous souls, or transpose to 
extract its true strength. Friede was the first Ash to enter 
the painting, but together with the good Father, they chose 
rot over fire 


[ SOUL OF SLAVE KNIGHT GaEI Il DLC2 


Acquisition Awarded after defeating Slave Knight Gael (The 
Ringed City). 

Soul of Slave Knight Gael. One of the twisted souls steeped 
in strength. Use to acquire many souls, or transpose to 
extract its true strength. The red-hooded, wandering slave 
knight Gael sought the blood of the dark soul as pigment 
for the Painted World. But Gael knew he was no Champion 
that the dark soul would likely ruin him, and that he had little 
hope of a safe return 


[| SOUL OF SMOUGH i} 


Acquisition Awarded after defeating Executioner Smough (Anor 
Londo). 
Soul of Smough the Executioner, who guards the cathedral 
in the forsaken city of Anor Londo. Special beings have 

G special souls. Use the soul of this eerily gleeful executioner 


< to acquire a huge amount of souls, or to create a unique 
weapon 
pea NT nibs 
SOUL OF THE BLOOD OF THE WOLFE i | 


Acquisition Awarded after defeating the Abyss Watchers (Farron 
Keep). 
Soul of the Blood of the Wolf. One of the twisted souls, 
steeped in strength. Use to acquire numerous souls, or 
transpose to extract its true strength. The blood was spread 
amongst the Abyss Watchers, and their souls are one with 
the soul of the wolf blood master. 

Ti | 


Acquisition Awarded after defeating the Dancer of the Boreal Val- 
ley (High Wall of Lothric). 
Soul of the dancer. One of the twisted souls, steeped in 
Strength. Use to acquire many souls, or transpose to extract 
its true strength. The Pontiff Sulyvahn bestowed a double- 
slashing sword upon a distant daughter of the formal royal 
family, ordering her to serve first as a dancer, and then as an 
outrider knight, the equivalent to exile. 

i | 


Acquisition Awarded after defeating the Deacons of the Deep 
(Cathedral of the Deep). 

Soul of the Deacons of the Deep. One of the twisted 
souls, steeped in strength. Use to acquire many souls, or 
transpose to extract its true strength. After Aldrich left for 
the Boreal valley, Archdeacon Royce remained in the cathe- 
dral with the high priests, to keep eternal watch over their 
master’s coffin 


OUL OF THE DANCER 


[ SOUL OF THE DEACONS OF THE DEEP 


Il DLC2 


[ SOUL OF THE DEMON PRINCE 


Acquisition Awarded after defeating the Demon Prince (The Dreg 
Heap). 

Soul of the demon prince. One of the twisted souls, steeped 
in strength. Use to acquire many souls, or transpose to ex 
tract its true strength. The demons, birthed from a common 
Chaos, share almost everything between them, even the 


AR hat 
” pride of their prince, and his nearfaded flame. So that the 


last demon standing may rekindle it 
pat ote E iz PERS 
| SOUL OF THE DUKE'S DEAR FREJA Boss P i | 
Acquisition Awarded after defeating The Duke's Dear Freja (Bright: 
stone Cove Tseldora). 
Soul of the Duke's Dear Freja, the Writhing Ruin’s Keeper 
The Writhing Ruin is an ancient thing whose shadow re- 
mains cast over the land. It first took possession of a solitary 
insect, but grew its power, feasting on the wealth of twisted 
souls found in the land. Use the special soul of the Keeper 
to acquire numerous souls, or to create something of great 
worth. 


SOUL OF THE FUME KNIGHT Il DLC 25 


Acquisition Awarded after defeating the Fume Knight (Brume 


ea 


4t 


SOUL OF THE IVORY KING Il DLC 


Acquisition Awarded after defeating the Burnt Ivory King (The Old 
Chaos). 


his 
The 


Numerous souls, or to 
SOUL OF THE KING 


Acquisition Found after defeating King Vendrick (Undead Crypt) 
on a throne behind a hidden door in Shrine of Amana [requires 
restoring humanity to open] 


ng, who 
id of r was e lor the 
ould link the flame 
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SOUL OF THE LAST GIANT 


Acquisition Awarded after defeating The Last Giant (Forest of 
Fallen Giants) 

Soul of the surviving giant, \ the For 

of the Giants. Tr d of the G had brought wrack 
and ruin to the entire kingdom f 
by an unk 


away. U al soul of th 
numero 


SOUL OF THE LORDS mg 


Acquisition Awarded after defeating the Soul of Cinder (Kiln of the 
First Flame) 
steeped in 
" transpose t 
é first Lord of 
inked the First Flame, and 


es as 


SOUL OF THE LOST SINNER 


SOUL OF THE MOONLIGHT BUTTERFLY 


Acquisition Awarded after defeating the Moonlight Butterfly 
(Darkroot Garden) 


So 


Use 


SOUL OF THE NAMELESS KING ug 


Acquisition Awarded after defeating the Nameless King (Arch 
dragon Peak). 

Soul of the Nameless King. One of the twisted souls 
steeped in strength. U: to acquire many souls, or trans- 
pose to extract its true strength. The Nameless King w 
once a dragon-siaying god of r, br he sacrificed 
everything to ally himself with the ancient dragons 


SOUL OF THE OLD DEMON KING boss ee se 


[ THRONE DEFENDER SOUL 80 Ti | 


Acquisition Awarded after defeating the Old Demon King (Smoul- 
dering Lake). 

Soul of the Old Demon King. One of the twisted souls, 
Steeped in strength. Use to acquire many souls, or trans- 
pose to extract its true strength. The shriveled Old Demon 
King is now like a clump of burnt ash, but he is the last living 
witness of the Chaos of Izalith. 


SOULOFTHEPURSUER boss sd 


Acquisition Awarded after defeating The Pursuer (Forest of Fallen 
Giants). 

Soul of the Pursuer, who lurks in Drangleic. The Pursuer, 
who seeks the bearer of the sign, will not rest until his 
target is slain. Use the special soul of the Pursuer to acquire 
numerous souls, or to create something of great worth. 


SOUL OF THE ROTTED GREATWOOD joss a | 


Acquisition Awarded after defeating the Curse-rotted Greatwood 
(Undead Settlement). 

Soul of the Curse-rotted Greatwood. One of the twisted 
Souls, steeped in strength. Use to acquire many souls, 

or transpose to extract its true strength. Ever since its 
establishment, all manner of curses have managed to seep 
into the Undead Settlement. The worst of them were sealed 
away inside a spirit tree, but eventually the curses took their 


toll 
ab ag as 


| SOUL OF THE ROTTEN Boss 
Acquisition Awarded after defeating The Rotten (Black Gulch). 
Soul of the Rotten, who writhes deep within the Gutter. The 
Rotten embraces all, in his sanctuary for all things unwanted 
‘or tossed away. Use the special soul of the Rotten to acquire 
numerous souls, or to create something of great worth 


SOUL OF THE TWIN PRINCES Boss Tears es f aT | 


Awarded after defeating Lorian, Elder Prince and 

Lothric, Younger Prince (Lothric Castle). 

Soul of the Twin Princes. One of the twisted souls, steeped 
4 in strength. Use to acquire numerous souls, or transpose to 

extract its true strength. The two princes rejected their duty 

to become Lords of Cinder, and settled down far, far away 

to watch the fire fade from a distance. A curse makes their 

souls nearly inseparable. 


SOUL OF VELSTADT | 


Acquisition 

(Undead Crypt). 

Soul of the Velstadt, defender of the King inside the Undead 

Crypt. Velstadt was always at the King's side, as if he were 

his lord’s own shadow. After the King retired to the Undead 
: Crypt, Velstadt followed, never to return. Use the special 


‘soul of this knight to acquire numerous souls, or to create 
something of great worth 


[ SOUL OF YHORM THE GIANT boss 


Acquisition Awarded after defeating Yhorm the Giant (Profaned 
Capital). 

Soul of Yhorm the Giant. One of the twisted souls, steeped 
in strength. Use to acquire numerous souls, or transpose 
to extract its true strength. Yhorm is the descendant of an 


ancient conqueror, but was asked by the very people once 
subjugated to lead them, serving as both a weighty blade 
and a stone-hard shield 


SOUL OF ZALLEN, THE KING'S PET oss 1 DLC3 


Acquisition Awarded after defeating Zalien, the King’s Pet and 
Lud, the King’s Pet (Frozen Eleum Loyce). 

Soul of Zallen, who served the Ivory King. Each of the Ivory 
King’s seven beasts was conferred a specific duty. Zallen’s 
was the mercy defeating of exiles. The wondrous soul of this 
beast can be used to acquire numerous souls, or to create 
something of great worth 
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Acquisition Awarded after defeating the Throne Defend 

Throne Watcher (Throne of Want) ‘Sean 

Soul of the Throne Defender. The throne of the King is sa- 

cred, and requires an appropriate guardian. Use the special 

soul of the Defender to acquire numerous souls, or to Create 
something of great worth 4 


THRONE WATCHER SOUL bo i | 


Acquisition Awarded after defeating the Throne Watcher and 
Throne Defender (Throne of Want) 

Soul of the Throne Watcher. The throne of the King is sacred 
and must be observed closely at all times. Use the special 
soul of the Watcher to acquire numerous souls, or to create 
something of great worth. 


OFFENSIVE ITEMS 


[ AROMATIC OOZE ENHANCEMENT uf 


ERs F Aequisition Sold by Laddersmith Gilligan (Majula), found on a 
| , corpse in the Forest of Fallen Giants, dropped by Hunting Dogs 
(The Gutter). 
, Amysterious sticky substance that radiates a pale white 
light. Applies magic to right-hand weapon. The affected 


weapon inflicts magic damage for a short time. Particularly 


effective against heavily armored foes or creatures with thick 
scales 
[ BLACK BUG PELLET ENHANCEMENT nn | 


Th ’ Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
| providing her the Dreamchaser’s Ashes, dropped by Ghrus (Farron 
} Keep). 
: Medicinal pellet made from crushed insects. The black type 


temporarily boosts Dark damage absorption. At all times 

the Abyss Watchers of the Undead Legion keep a supply of 
these concoctions, prepared by the acolytes. Rumor has it 
their Ghru descendants still make thes 


2 concoctions 


——_—_—_—— - 

| BLACK FIREBOMB Ortensivi if 

Teer Acquisition Available as starting gift, sold by Crestfallen Merchant 
(Sen's Fortress) and Marvelous Chester (Royal Wood), found in a 
chest in Undead Burg 
Black bisque urn filled with black powder. Explodes, inflicting 
fire damage. Powerful ranged weapon, especially in situ- 

} ations calling for fire damage. A very precious item at low 

* levels. Black Firebombs are especially destructive 


EBOMB Offensive up 
Acquisition Sold by Magerold of Lanafir (Iron Keep), found on a 
corpse in Earthen Peak and The Gutter, dropped by Cask Runners 
(Brume Tower). 

Bisque urn filled with black powder. Explodes, inflicting great 
| fire damage. Utilizes a powerful explosive developed in the 
) fallen kingdom of Forossa. Black firebombs can cause harm 

As a *""*> to their owners when misused, and Forossa law defined 

stringent standards for their safe storage. 


[ BLACK FIREBOMB OrreNsivt a | 
Paae DP Acquisition Available as burial gift, sold by Unbreakable Patches 

{ , _ (Firelink Shrine) or the Shrine Handmaid (Firelink Shrine) after 

f providing her Patches’ Ashes, found on a corpse in the High Wall 


: i of Lothric. 
More powerful bisque urn filled with special black powder. 

+ Explodes, inflicting great fire damage. Fire damage, which 
+ differs from physical damage, is highly effective against crea- 
tures of flesh, beasts, and other foes that might naturally 

have cause to fear the flame. 


[ BLEEDING SERUM ENHANCEMENT f uf 
Rie { Sold by Laddersmith Gilligan (Majula), found in 8 


chest in the Shaded Woods, dropped by Lizardmen (Shrine of 

{ Amana). 

i , Ajar of carnivorous plant secretions. Applies bleeding effect 
{ to right-hand weapon. Bleeding foes’ max HP is lowered 


enn PELLET ENHA A Ti | | CHARCOAL PINE RESIN ENHANCEMENT mg 
doin Sold by the Shrine Handmaid (Firelink Shrine) after rane "Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Excrement-covered Ashes, found on a corpse on t "s providing her the Mortician’s Ashes, dropped by Hollow Workers 
the Road of Sacrifices, dropped by Irithyllian Slaves (Irithyll of the ! (Undead Settiement). 


Boreal Valley). 


Medicinal pellet made from crushed insects. The blue type 
temporarily boosts magic damage absorption. The Boreal 
aie + Valley is infested with moon bugs, meaning ingredients are 
never far from hand for the Irithyilian slaves who concoct 
this medicine. 


af 


{ BRIGHT! TBUG | 


_piciff 


Acquisition Sold by Merchant Hag Melentia (Majula), found in 
various locations. 

A tiny bug that produces light. Brightbugs are said to com- 
fort the dead, and are found in the marshlands leading to the 
Undead Crypt. By ingesting a brightbug just before death, 
the moment at which they glow most brightly, one attains 
great power for a short time. Often utilized as a last-resort 
for adventurers who have lost their way. 


TEs F  Aequisition Found on a corpse in Irithyil of the Boreal Valley, 
} 1 dropped by Sewer Centipedes (Irithy!! of the Boreal Valley). 
; Green flowershaped weed with small white blooms. Large 


a) 


temporary boost to stamina recovery speed. Flowers of the 
Green Blossom are ethereal, blossoming only on the surface 
of chilled, but not frozen, water. 


BUDDING GREEN BLOSSOM ENnaxceuenr TLE 


j 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 

defeating Aldrich, Devourer of Gods (Anor Londo) and progress- 

ing Sirris of the Sunless Realms’ quest. 

Green flowershaped weed with small white blooms. Large 

temporary boost to stamina recovery speed. The brief 

attached messages suggests that it was a gift: “Good-bye, 
* dear Grandmother. | will visit Grandfather, in the Pit of Hol- 


lows.” 
neat 


Acquisition Sold by the Shrine Handmaid (Firetink Shrine) after 
providing her the Grave Warden's Ashes, dropped by Skeletons 
and Carthus Warriors (Catacombs of Carthus/Smouldering Lake). 
Highly viscous scarlet piant secretions, Temporarily applies 
bleeding effect to right-hand weapon. Associated with the 
warriors of Carthus, whose blades take on the scarlet hues 
of both this sanguine substance and the spatters of their 
victims’ blood. 


[ CARTHUS ROUGE ENias 


| 


CHARCOAL PINE BUNDLE _ENHANCEMEN Ty 


+ 


qf 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Mortician’s Ashes, dropped by Hollow Workers 
(Undead Settlement). 

A-small bundle of charcoal pine resin. Quickly applies fire 

to right-hand weapon. Does not last for long, but can be 
used in inventive ways, such as applying it in the middle of a 


series of blows. 
[CHARCOAL P PINE RESIN OFFENSIVI ae J 


' Requisition Sold by Undead Female Merchant (Undead Burg). 
1 Black charcoal-like pine resin. Applies fire to right-hand 
weapon. Affected weapon inflicts fire damage for a short 
time. Particularly effective against corporeal creatures and 
Undead, who have an instinctual fear of fire. 

up 


Acquisition Sold by Magerold of Lanafir (Iron Keep), found on a 

; corpse in Brightstone Cove Tseldora, dropped by Ashen Warriors 
(Brume Tower). 

Black charcoal-like pine resin. Applies fire to right-hand 
weapon. The affected weapon inflicts fire damage for a short 
time. Particularly effective against enemies vulnerable to 
fire, such as Undead or beasts. 


USE ae 


fl 


{pecrnmny 


f 


+ 


[ CHARCOAL PINE RESIN ENHANCEMEN 


a. 


fe 


i 
t 
Tt 


: 
I 
i 


‘lal wer? we ae ev eee 


; Black charcoallike pine resin. Temporarily applies fire to right- 
hand weapon. Used in the Undead Settlement to preserve 
. i. Undead bodies after dissection, and to bury them. 
| CHURCH GUARDIAN. SHIV OFFENSIVE 


GUA _ UL DLC2§ 


Acquisition Found on a corpse in The Ringed City. 

| This special throwing blade has a flat tip, and is wielded 
by guardians of the Church of Filianore. Consume FP to 
project illusory blades which seek their targets. Guardians 


ame, of the Church, of whom few remain, watch over Princess 
. Filianore’s eternal slumber along with the Spears of the 
Church. 
[| COMMON FRUIT ENHANCEMENT up 
tg * Requisition Sold by the Rat King (Grave of Saints/Doors of Phar- 


ros), found on a corpse in The Lost Bastille, dropped by Royal 

Swordsmen (The Lost Bastille/Drangleic Castle). 

; A-spotted fruit. Temporarily boosts poison resist. This com- 
mon fruit has no taste, but when facing a true test of mettle, 

' its benefits could make the difference between life and 

™ death 


peers An See MP ae 
| CORROSIVE URN Orrensive up 
je boo) bo 


t * Requisition Sold by the Rat King (Grave of Saints/Doors of Phar- 
, , fos), found in various locations, dropped by Acid Horn Beetles 


(Shrine of Amana). 
Urn filled with secretions of giant corrosive ants. Powerful 
acid inflicts damage on equipment. Giant anthills created by 
the corrosive ants line the horizon of the desert land of Jugo. 
~ Ant larvae are considered a delicacy, but he who enters an 
anthill uninvited will have their flesh melted to the bone. 
up 


Acquisition Sold by Feikin the Outcast (Huntsman’s Copse), found 


} , on a corpse in No-man's Wharf, dropped by Artificial Undead 
(Harvest Valley) and Undead Citizen (Dragon Aerie). 
, Hexed pine resin. Applies dark flame to right-hand weapon. 


a DARK PINE RESIN | 


The affected weapon inflicts dark damage for a short time. 
Particularly effective against enemies that fear dark, such as 
~ clerics and magical creatures. 


| DARK TROCHES ENHANCEMENT up 


boosts dark defense. Verbal histories often mention Saint 
' Elizabeth; her uniquely concocted medicines and potions are 
~ still widely used today. 


swt * Acquisition Sold by Cromwell the Pardoner (Brightstone Cove 
\ 
i 


i Tseldora), found on a corpse in Heide’s Tower of Flame, dropped 
by White Hollow Mages (Brightstone Cove Tseldora). 
, Troches with an inexplicably pungent odor. Temporarily 


LE | DRAGON HEAD STONE Orensivi if 


Acquisition Given after joining the Path of the Dragon covenant. 


) Stone imbued with the power of the dragons. Rite of 
| apostles of the ancient dragons. Gain head of dragon. Emit 
} dragon breath. The dragon apostles seek transcendence of 


} life itself, attainable by transformation into an ancient dragon. 
This rite is only one step, but it cannot be reversed until 
death. 


DRAGON HEAD STONE « OFFENSIVE Ul 1 


[ 
po > =! pequisition Awarded after defeating the Ancient Wyvern (Arch- 
Peak). 


i Fs) dragon 

' _, Stone imbued with the power of the everlasting dragons, 

i } used in a secret rite by dragon worshippers. Gain the head 

1 of a dragon and emit dragon breath, a transformation that is 
irreversible until death. Those who choose the path of the 

~ * dragon strive for perfect imitation, and the dragon head rite 
is the first step in this grand process. 


a 
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J 


Acquisition Given after joining the Path of the Dragon covenant 
and reaching rank +2. 

Stone imbued with the power of the dragons. Rite of 
apostles of the ancient dragons. Gain torso of dragon. Roar 
like a dragon. The dragon apostles seek transcendence of 
life itself, attainable by transformation into an ancient dragon. 
This rite is only one step, but it cannot be reversed until 


death, 
i or 


DRAGON TORSO STONE Offensive 
291 Acquisition Found on the corpse that has performed the Path of 
| the Dragon gesture in Irithy!! Dungeon. 
Stone imbued with the power of the everlasting dragons, 
used in a secret rite by dragon worshippers. Gain the torso H ’ 
of a dragon and a dragon's roar, a transformation that is teks a 

irreversible until death. From ancient times, the path of 
dragon worship was walked by warriors. It is said they envi- 
sion Archdragon Peak in the depths of their meditation, and 


at times, they even hear the distant sound of the great bell 
at the peak. 
0 


Acquisition Sold by Undead Female Merchant (Undead Burg) and i 

Hawkeye Gough (near Battle of Stoicism Gazebo), dropped by { 

Hollow Infested Barbarian (Blighttown). 1 
Atrocious fecal waste material. Throw at enemy to build up EMS . 
toxins, but also builds up your toxicity. Although the stench 
makes it difficult to carry on one’s person, turning an enemy 
toxic inflicts high damage over a period of time. 


i aS 


Sold by the Rat King (Grave of Saints/Doors of 
Pharros), found on corpses in The Gutter, dropped by Scorchers 
(Brume Tower). 
A large excrement. Still rather warm. Throw at enemy to 
cause rapid onset of poison, but you too will be subjected 


ie + 
t } 
r 


OFFENSIVE ; 


OFFENSIVE 


a 


{ GOLD PINE BUNDLE Exsiances 


peceones at LEST 
| GOLD PINE RESIN ENHANCEME 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Dreamchaser’s Ashes or Xanthous Ashes, fou: id 
on a corpse in Farron Keep. Mie 
Rare pine resin which emits golden sparks. Collected in a 
small bundle. Quickly applies lightning to right-hand weapon 
Does not last for long, but can be used in inventive ways, 
such as applying it in the middle of a series of blows : 


E if 


jon Sold by Domhnall of Zena (Depths/Firelink Shrine) 
and Elizabeth (Oolacile Sanctuary), found in a chest in Undead 
Burg, dropped by Mushroom Parents and Mushroom Children 
(Darkroot Garden/Great Hollow). 
Rare pine resin which emits golden sparks. Applies lightning 
to right-hand weapon. Affected weapon inflicts rare lightning 
damage, making it effective against targets which are 
resilient to both magic and fire. Very effective against dragon 
family foes. 

uf 


Acquisition Sold by Vengar! of Forossa (Shaded Woods), found on 
a corpse in Things Betwixt, The Lost Bastille and Brightstone Cove 
Tseldora, dropped by Undead Citizen (Dragon Aerie). 
A rare pine resin with a golden glint. Applies lightning to 
right-hand weapon. The affected weapon inflicts lightning 
damage for a short time. Particularly effective against foes 
who are resistant to magic and fire 

i | 


ion Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Dreamchaser’s Ashes or Xanthous Ashes, found 
on a corpse in the High Wall of Lothric. 
Rare pine resin which emits golden sparks. Chunks of it are 
even rarer. Temporarily applies lightning to right-hand weap- 
on. Its origins are unknown, although some have speculated 


[ GOLD PINE RESIN Orrinsivs 


to the same bane. Most warriors are loath to come near a 

thing like this, much less carry it around, but therein lies the 

advantage. + 
a 1 


{ DUNG PIE orrensivi 
TTL) et Acquisition Sold by the Shrine Handmaid (Firelink Shrine 
f providing her the Excrement-covered Ashes, dropped by Giant | i 


Slaves and Monstrosities of Sin. i. 
Dried fecal waste material, moist on the inside. Throw at 

enemy to inflict toxin build-up, but also ups your own toxic- 

ity. Though the stench makes it difficult to carry on one’s 

person, inflicting toxins on an enemy yields high damage r 
‘over time. Perhaps some Undead have fond memories of i 
OFFENSIVE I } 


waste. Or, perhaps not. 

Sold by Undead Male Merchant (Undead Burg), found 
on a corpse in Firelink Shrine. 
Bisque urn filled with black powder. Explodes, inflicting fire 
damage. Relatively powerful ranged weapon, especially 


} 
} 
.- 


* a bas 
| GREEN BLOSSOM ENtias 


that it may in fact be a type of fungal resin 

uj 
Acquisition Sold by Weaponsmith Ornifex (Brightstone Cove 
Tseldora) and Magerold of Lanafir (Iron Keep), dropped by various 
enemies. 
Green weed shaped like a leafy flower. Temporarily boosts 
stamina recovery speed. At one point, this herb was avoided 
due to its unusually bitter taste, but once its effects became 
known, it was harvested to near extinction by merchants. 
Now, only exceptionally rare, wild specimens of this plant 
are left 

Ti | 


Valley). 

Green weed, shaped like a flower. Temporary boost to 
stamina recovery speed. The Undead Legion of Farron are 
remembered for using this annual plant, normally found near 
clear water, to swing their mighty swords with abandon 


in situations calling for fire damage. A very precious item 
at low levels. Many warriors use these to augment their 
strategic repertoire. 


OFFENSIVE uf | 1 
Acquisition Sold by Merchant Hag Melentia (Majula), found in a f ; 
chest in No-man’s Wharf, found on a corpse in The Lost Bastille , : 
and Shaded Woods, dropped by firebomb-throwing Hollow Sol- t 1 
diers (Forest of Fallen Giants). 33% + 


Bisque urn filled with black powder. Explodes, inflicting 
fire damage. Though this urn is a crude and commonplace 
weapon, it owes its continued usage to its simplicity and 
effectiveness in a variety of situations. : 
= 
( 


OFFENSIVE 


Acquisition Sold by Greirat of the Undead Settlement (Firelink 
Shrine) or the Shrine Handmaid (Firelink Shrine) after providing 
Greirat’s Ashes, dropped by various enemies. 
Bisque urn filled with black powder. Explodes, inflicting fire 
damage. Fire damage, which differs from physical damage, 
is highly effective against creatures of flesh, beasts, and 
other foes that might naturally have cause to fear the flame. 
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“HEXING URN OFrensivi 3 


ER URN OrrENsivi 


Acquisition Sold byTitchy Gren (Undead Purgatory) after joining 
the Brotherhood of Blood covenant, found on a corpse in Harvest 
Valley. 
Hexed black lacquer urn. Exploded, inflicting dark damage 
With the dark art of hexing strictly forbidden, who would 
dare fill an urn with such power? The very origins of the art 
are unclear, yet another reason hexing is feared 

phy | 


Acquisition Sold by Blue Sentinel Targray (Cathedral of Blue), 
found on a corpse in Brightstone Cove Tseldora and Drangleic 
Castle, dropped by Amana Shrine Maidens (Shrine of Amana). 
An urn filled with crystal-clear water. Originally intended 

as a soothing potion, this water scalds the skin of Undead 
and Hollows. In the old capital of Mirrah, an ancient, well- 
protected spring produces holy water, but the water has 
been difficult to acquire ever since Mirrah became embroiled 
in war. 


j 
j 


[ HUMAN PINE RESIN ExHiances nip 
Acquisition Sold by Unbreakable Patches (Firelink Shrine), sold 
by the Shrine Handmaid (Firelink Shrine) after providing her the 
Mortician’s Ashes or Patches’ Ashes, found on corpses in the 
Consumed King’s Garden. 
Charcoal pine resin rotted with human body fluids. Temporar 

| ily applies dark to right-hand weapon. Normally used in the 

+ Undead Settlement for preservation and burials, but can 
mature into this state, becoming a valuable substance, used 
in a certain ceremony. Often seen for trade at exorbitant 


prices. 
[ KUKRI Orrensive i 
aT f praia Sold by the Shrine Handmaid (Firelink Shrine) after 


providing her the Grave Warden's Ashes, dropped by Skeletons 
and Carthus Warriors (Catacombs of Carthus/Smouldering Lake). 


t 

j ; Small throwing machete. Throw at enemies to cause bleed- 

| ing damage. A unique weapon originally used by swordsmen 
! of Carthus, but now popular among bandits and thieves. 


LACERATING KNIFE FFE Il 
Fre F Acquisition Sold by Laddersmith Giltigan (Majula), found on a 
{ corpse in Sinner’s Rise. 
{ } A throwing knife. Its sharp blade is intended to cause bleed- 


easily utilized, but has limited range and deals little damage. 
However, if the knife can cause bleeding, the target's max 


{ + ing rather than simply inflict damage. This simple weapon is 
1 
7 —='* HP will be lowered. 


LIGHTNING URN < OFFENS! 3 up 


a Asa * Aequisition Sold by Vengarl of Forossa (Shaded Woods), found on 
a corpse in Brightstone Cove Tseldora. 
i Asmall clay urn enwreathed in lightning. Explodes, inflicting 
H } lightning damage. Created in Melfia, a land that flourishes 
| with magic and pyromancy. Though the lightning contained 
‘ in the urn lacks potency, it is a boon to any inexperienced 
~ traveler. 


LIGHTNING URN O11 e8s 


Bpsaeendt 


Sold by Greirat of the Undead Settlement (Firelink 
Shrine) after first scavenging departure or the Shrine Handmaid 
(Firelink Shrine) after providing Greirat’s Ashes. 
,; Dragon-hunting tool used by Lothric knights. Explodes upon 
| ’ contact, inflicting lightning damage. The knights of Lothric 
‘ have since tamed dragons, but were once hunters of drag- 
ons themselves. This explains their special hunting gear, and 
why they worshipped the sun. 


[ Porsc POISON THROWING KNIFE Ors 


Acquisition Suid by Laneaarie Gavin, tain bee 
a , Huntsman’s Copse and Harvest Valley, dropped by Captive Un- 


dead (The Gutter). 

A throwing knife. Intended to poison the target more than 
inflict direct damage. This simple weapon is easily utilized, 
but has limited range and deals little damage. However, if 
the knife can cause poison, the target will take damage for 
some time. 


' POISON THROWING KNIFE Orr cep ea ED 


Acquisition Sold by Yuria of Londor (Firelink Shrine) or the Shrine 
Handmaid (Firelink Shrine) after providing her Yuria’s Ashes. 

A throwing knife dipped in poison. Throw at enemies to 
inflict poison damage. Used by assassins of Londor, land of 
Hollows. The poison is jokingly known as Hollow’s blood. 


"RED BUG SPELLE T 


2 


| 

Sold by Unbreakable Patches (Firelink Shrine) or the 
Shrine Handmaid (Firelink Shrine) after providing her Patches’ 
Ashes, dropped by Devouts (Cathedral of the Deep). 
Medicinal pellet made from crushed insects. The red type 
temporarily boosts fire darnage absorption. Prepared in the 5 
Cathedral of the Deep by evangelists, who dole them out to 

~ followers to ease their suffering when they burn. = 
( RED LEECH © TROCHES | 


Acquisition Sold by the Rat King (Grave of Saints/Doors of Phar- 


ros), found on a corpse in Iron Keep, dropped by Undead Laborers 
(Harvest Valley) and Lizardmen (Shrine of Amana). 
, Troches with an oddly charred odor. Ternporarily boosts 


bleeding resist. Verbal histories often mention Saint Eliza- 
beth; her uniquely concocted medicines and potions are still 
“ widely used today. 


[RoI OPE E BLACK FIREBOMB © EN TURE. mg 


Acquisition Sold by Unbreakable Patches (Firelink Shrine) or the 
j Shrine Handmaid (Firelink Shrine) after providing her Patches” 
Ashes. 
| | Black bisque urn attached to a string and filled with black 
ine powder. Thrown behind and explodes, inflicting fire damage. 
' No different to a black firebomb, save for the direction in 
* which it is thrown. Enables a different fighting style, and 
\esegeah is in Gace to one’s cifcumstances. 


[ ROPE FIREBOMB orieNsive j Ty | 


~ “ie 4 Acquisition Sold by Greirat of the Undead Settiement (Firelink 
sed oe a =. ee ERA eS aa aT Foe f 1 Shrine) or the Shrine Handmaid (Firelink Shrine) after providing 
MOSSFRUIT ENHANCEMEN Wl i , Greirat’s Ashes. 
‘Ppt Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after j Bisque um attached to @ string and hy with black erage: 
ft providing her the Easterner’s Ashes, dropped by Wolves (Painted Thrown behind and explodes, inflicting fire damage. No 
World of Ariandel) and Basilisks. : ' different to a firebomb, save for the direction in which it is 


} 
' i ; A small clump of mossfruit. Temporarily boosts bleed, 

| ' poison, frost, and curse resistance. All mossfruit is the same 
{ regardless of its color, and has the effects of moss of all 


colors. 
TT | 


rs - Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
{ providing her the Prisoner Chief's Ashes, dropped by Wretches 
(Irithyll Dungeon). 


SSS ay 


f PALE PINE RESIN ENHANCEMENT 


j ; Pale pine resin that faintly glimmers. Temporarily applies 
i ‘magic to right-hand weapon. The blood red substance some- 
t ! times found within suggests there is more to this so-called 


nom - 
POISON THROWING KNIFE OFFENSIVE NEN if 
PoP yf Acquisition Sold by Undead Female Merchant (Undead Burg). 
} Throwing knife. Coated with poison. Throwing knives have 
| limited range and accuracy compared to arrows, but offer a 
| quick-and-easy ranged attack. When a foe is poisoned, it will 
; Continually take damage over a period of time. 


fesin than meets the eye. 


"=" thrown. Enables a different fighting style, and flexibility in 


adjusting to one's circumstances. 
[ ROTTEN PINE RESIN OFFENSIVE ip 
Ba * Acquisition Sold by Undead Female Merchant (Undead Burg). 
t ’ Rotten pine resin that has gained poison. Adds poison effect 
{ ‘to right-hand weapon. Hits with affected weapon build up 
1 + enemy poison level. If enemy is poisoned, damage will be 
{ 


inflicted for a period of time. 
ROTTEN PINE RESIN ENHANCEMENT up be 
Sold by Lonesome Gavian, found in a chest in Harvest x 
{ 1 Valley, found on a corpse in The Gutter. 
f | This Rotten Pine Resin has gone poisonous. Applies poison 
H 4 to right-hand weapon. Poisoned foes slowly lose HP over 
i 4 


time. 


ROTTEN PINE RESIN ENHANCEMENT Ill 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
providing ber the Oresmchasers (ation, oped RR a eat 
Keep) and Poison Horn Beetles (Road of Sacrifices). 

Pine resin that has rotted and turned poisonous. Likely rot- 
ten from the start. Temporarily applies poison to right-hand 
weapon. Farron Keep was swallowed by the rotted wood, 
“> where the blunt-horned Ghrus concoct this resin. esi 
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RUSTED COIN ENHANCEMENT ll 


Acquisition Starting item for the Explorer class, sold by Magerold 
of Lanafir (Iron Keep), given by the Bell Keeper of Alken/Venn after 
joining the Bell Keepers covenant, dropped by enemy Bell Keep- 
ers (Belfry Luna/Belfry Sol). 

An old rusted coin. Crushing the coin temporarily boosts 
luck. This rusted coin gives you that little extra bit of luck, 
making items and the like easier to find. The coin is engraved 
with the image of a god that was worshipped in ancient 
times, but no one knows its true origins. 


RUSTED COIN ENHANCEMENT Il 


Acquisition Sold by Unbreakable Patches (Firelink Shrine) and 
the Stone-humped Hag (The Dreg Heap), or the Shrine Handmaid 
(Firelink Shrine) after providing her Patches’ Ashes or the Old 
‘Woman's Ashes, dropped by Jailer Handmaids (Profaned Capital). 
An old rusted copper coin. Crushing the coin boosts item 
discovery. Those who have lost their fortunes rely upon this 
superstitious practice, hoping to retrieve what was once 
theirs, and more. 


RUSTED GOLD COIN ENHANCEMENT Ill 
Desks * Acquisition Available as burial gift, found inside a Mimic chest 
maids (Profaned Capital). 
A ich man lost his fortune, but it returned to him twofold. 
SMALL BLUE BURR ENHANCEMENT 
Captive Undead. 
their color and effect determined by soil quality and recent 


in the Profaned Capital, found on corpses in Irithy!l of the Boreal 
A rusty old gold coin that surely has no currency. Crushing 
He was swift to squander his retrieved fortune, smugly 
up 
Acquisition Sold by Rosabeth of Melfia (Majula), found on a 
A small blue burr. Temporarily boosts magic defense. These 
weather. Known to have been used in rituals long ago. 
uf 
hp wee ut Acquisition Sold by Rosabeth of Melfia (Majula), found on a 
[se 


Valley and the Painted World of Ariandel, dropped by Jailer Hand- 

the coin gives a large, if temporary, boost to item discovery. 

confident that it was bound to double once again. 

corpse in Frozen Eleum Loyce, dropped by Undead Laborers and 

burrs bloom magnificently on a shrub every few years, 
SMALL ORANGE BURR ENHANCEMENT 

corpse in Huntsman’s Copse, dropped by Undead Laborers, Cap- 


1 tive Undead and Ashen Warriors (Brume Tower/Iron Passage). 
+, Asmall orange burr. Temporarily boosts fire defense. These 
* _- burrs bloom magnificently on a shrub every few years, 
ees | their color and effect determined by soil quality and recent 
*~ weather. Known to have been used in rituals long ago. 
SMALL YELLOW BURR ENHANCEMENT up 
Acquisition Sold by Rosabeth of Melfia (Majula), dropped by 
Undead Laborers and Captive Undead. 
A small yellow burr. Temporarily boosts lightning defense. 
These burrs bloom magnificently on a shrub every few 
years, their color and effect determined by soil quality and 
recent weather. Known to have been used in rituals long 
ago. 
SMELTER WEDGE Orr tnsivi ll DLC2 9 
5 » _ Acquisition Found on a particular Ashen Idol corpse (Brume 
Tower), found in a chest in Brume Tower, found on a throne after 
defeating Sir Alonne (Memory of the Old Iron King). 
An iron wedge forged in this land. Destroys the ashen idol. 
The ashen idol is of great consequence to Nadalia, who, hav- 
et ing renounced her flesh, entrusts her very being to it. 
[STALK DUNG PIE orrensivi up 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Excrement-covered Ashes, dropped by Giant 
Slaves (irithyll of the Boreal Valley). 

Dried fecal waste material, marked by a long plant stalk 
that was not properly digested. Throw behind at enemies to 
inflict toxin build-up, but also ups your own toxicity. Strictly 
speaking, this Consists of different material than the dung 
pie, but waste is waste, no sense in splitting hairs. 


[ THROWING KNIFE Orrensivi 
target 


: ae ij 

Acquisition Sold by Undead Male Merchant (Undead Burg), found 

‘on a corpse in Undead Burg, dropped by Painting Guardians 
(Anor Londo). 

| Throwing knife. Used as a projectile. Throwing knives have 
limited range and accuracy compared to arrows, but offer a 

‘ quick-and-easy ranged attack. Undead who lack other means 

+ of ranged attacks will do well to stock a few of these 


See 


THROWING KNIFE OrreNsive i TI 


| 


Acquisition Sold by Merchant Hag Melentia (Majula), found on a 
corpse in the Forest of Fallen Giants and No-man’s Wharf, dropped 
by Hollow Infantry (Forest of Fallen Giants) and Rogues (Hunts- 
man’s Copse). 

Throwing knife. Used as a projectile. This simple weapon 

) is easily utilized. Its range is limited, and it deals very little 

* damage, but even still, it is a valuable tool in the absence of 
other ranged weapons. 


aE aE i | 


Sold by Greirat of the Undead Settlement (Firelink 
Shrine) or the Shrine Handmaid (Firelink Shrine) after providing 
I her Greirat’s Ashes, dropped by Hollow Assassins (High Wall of 
/ Lothric). 
i Small throwing knife. Throw at enemies to inflict damage 
j ! Most items choose their wielder, and only experience can 
+ improve their effectiveness. True strength can be gained in 
no other way. 

NCEMEN uf 


TRICLOPS SNAKE TROCH ES 
Acquisition Sold by the Rat King (Grave of Saint’s/Doors of 


— + 
i ‘ found on a corpse in Belfry Sol, dropped by Lion Clan 
f (Shaded Woods) and Undead Laborers (Undead Crypt) 
' | (No-man 's Wharf) [SotFS]. 

i 

j ; 


THROWING KNIFE Orrensive 


—— } 
{ 


Troches that exude the scent of rust. Temporarily boosts 

1 petrify resist. Verbal histories often mention Saint Elizabeth; 
+ her uniquely concocted medicines and potions are still 
widely used today. 


[ TWINKLING DRAGON HEAD STONE OFrinsive 
heist 


Awarded after defeating Hawkwood the Deserter (Far- 
ron Keep) after progressing his quest. 
Stone imbued with the power of the everlasting dragons, 
">| the second of its kind, offered to a towering dragon. Gain 
the head of a dragon and emit breath alongside an arch- 
dragon mirage. The transformation is irreversible until death 
The illusion achieved was the first case of a human imitating 
the form of an ancient dragon, and it revealed the smaliness 
of human existence. The road to the old dragons is long and 
arduous, and only one can complete the journey. 

i | 


Awarded after performing the Path of the Dragon 
gesture at the archdragon’s altar in Archdragon Peak. 
Stone imbued with the power of the everlasting dragons, 
} offered to a towering dragon. This stone shows signs of a 
nascent light. Gain the torso of a dragon and roar alongside 
an archdragon mirage. The transformation is irreversible until 
death. Yet true imitation will require a dragon head, as well 


TWINKLING DRAGON TORSO STONE oF! NS IVE 


agent 


fae 


{onomen en me 


WITCHING URN Offensive. 


t Acquisition Starting item for the Explorer class, sold by Merchant 


Hag Melentia (Majula), found on a corpse in the Forest of Fallen 

Giants. 

} A-small clay urn enwreathed in magic. Explodes, inflicting 

+ magic damage. Created in Melfia, a land that flourishes with 
} magic and pyromancy. Though the magic contained in the 

“+ urn lacks potency, it is a boon to any inexperienced traveler. 


YELLOW BUG PELLET ENHANCEMENT Zz 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Grave Warden's Ashes, dropped by Skeletons 
and Carthus Warriors (Catacombs of Carthus/Smouldering Lake). 
Medicinal pellet made from crushed insects. The yellow type 
temporarily boosts lightning damage absorption. The grave 
wardens of Carthus used these to repel a great sand worm 
The worm tumbled into the catacombs, and proceeded to 
dominate its new home in the Smoldering Lake 
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MISCELLANEOUS ITEMS 


[ AGED FEATHER 
om — - 


Acquisition Given by Shanalotte, the Emerald Herald (Dragon 

| | Aerie), or dropped by her. 

| An aged bird feather. Return to last bonfire rested at. Can be 
| | used repeatedly. The child of the dragon, sequestered away 
| , from the world, imagined a world of boundless possibilities 

t q from the mere sens of a feather. 


Acquisition Given after praying in front of Archdeacon McDonnell 

in the Irithyll of Boreal Valley. 

The holy symbol of the Cathedral of the Deep, and crest of 

) those who see beyond fire to the age of deep waters. Equip 
to pledge oneself to the Aldrich Faithful covenant. The Faith- 

q ful ensure that Aldrich, Devourer of Gods, remains undis- 
turbed, by taking the form of loyal spirits and hunting down 

those who would trespass the ruined cathedral. Summoning 

takes place automatically while this is equipped. 


(/ ALDRIC H FAITHFUL » I 
tors } 


[ ALLURING SKULL Lb 
tom 5 + 


Acquisition Sold by Undead Female Merchant (Undead Burg) and 
Marvelous Chester (Royal Wood), found on a corpse in Undead 
Parish. 

A skull with meekly lingering souls. Throw to shatter and 

| spread souls to attract certain types of enemies, Souls are a 
concentration of life, and the life-starved Hollows are lured 
by its power. Not effective for all enemies. 


Boe iis ha 


5] a Sold by Sweet Shalquoir (Majula), found in various 
locations, dropped by Skeletons (Huntsman’s Copse) and Undead 
Citizens (Sinner’s Rise). 

A skull of unknown ownership. Smashing it releases traces 
of souls, which attract nearby foes. Does not work on all 
enemies, but can prove useful in unexpected ways. 


‘Acquisition Sold by Unbreakable Patches (Firelink Shrine), sold by 
the Shrine Handmaid (Firelink Shrine) after providing her Patches’ 
Ashes or the Mortician’s Ashes, found on corpses in the Undead 
Settlement. 
A skull resplendent in the scent of souls. Prepared by 
evangelists of the Cathedral of the Deep. Throw to shatter, 

™ spreading souls which attract enemies. Not effective for all 


| ALLURING SKULL 


[BLACK SEPARATION CRYSTAL MucrirLavel TT 


rs * Requisition Available from the start of the game. 

| Accharm of farewell granted to banished Undead. The crystal 
sends phantoms back to their homes, or you back to yours. 
Beware of fickle use of this item if you intend to nurture 
relations. 


\\ 


BLADE OF THE DARKMOON M 


Given after learning the Darkmoon Loyalty gesture 
from Sirris of the Sunless Realms, talking to Company Captain 
Yorshka (Anor Londo) and performing this gesture afterwards. 

A silver pendant depicting the Darkmoon and a sword, the 
crest of the Darkmoon Knights, the original Blue Sentinels. 
Equip to pledge oneself to the Blade of the Darkmoon 
covenant. When a member of the Way of Biue faces a dark 
spirit, the Blades of the Darkmoon, by an ancient accord, 
help to root out the invader. Summoning takes place auto- 
matically when equipped. 

D 


Acquisition Given after joining the Blade of the Darkmoon 
covenant. 
Invade world of player in Book of the Guilty. Subdue player 
to acquire Souvenir of Reprisal. These mystical orbs are 
granted to Blades of the Darkmoon, knights who serve the 
Dark Sun Gwyndolin, so that they may serve the Gods in 
meting out vengeance. 

0 } 


Acquisition Given after talking to Horace the Hushed (Road of 
Sacrifices/Firelink Shrine). 
Faded sheepskin parchment depicting the Darkmoon and 
a sword. Equip to pledge oneself to the Blue Sentinels 
covenant. When a member of the Way of Blue is threatened 
by a dark spirit, the Blue Sentinels, in compliance with an 
ancient accord, assume the form of biue spirits, and help to 
root out the invader. Summoning takes place automatically 
while this is equipped. 

up 


Acquisition Available from the start of the game, re-appears at 
altar in Things Betwixt after time has passed. 

You will be punished for fleeing from other worlds by discon- 
necting unjustly. However, this charm will disperse the ire 
directed at you. But sins are not easily buried, and there's 

no telling if you will be let off so easily next time. Each 
encounter in life is a precious turn of fate, and fate will not 


= 
Q BLUE SENTINELS \ mM 


| BONE OF ORDER M 
a } 


foes. 

AWESTONE CoviNant up 
ple t Acquisition Dropped by us enemies after joining the Com- 
The Victor's Stone thirsts for the souls of fallen warriors, 


H |} Pany of Champions covenant and by invading Dark Spirits. 

{ } 

t ; 

LSS * condensed within awestones, as if they were once part of 


A stone that is terribly heavy for its size. Offer it to the 
ce 
the same whole. 


Victor's Stone to strengthen the bond with your covenant. 


be cheated 
up 


Acquisition Available as starting gift, sold by multiple merchants, 
found in various locations. 

| Tossing this into a bonfire strengthens nearby foes. Once 

; the Bonfire Ascetic is devoured by the flames, its effects can 
never be reversed. Be prepared before using this perilous 
ember. Fire exhibits a connection to the curse, and when 


{ BONFIRE ASCETIC 
t--3 + 


BLACK SEPARATION CRYSTAL MuttipLaves 


* the flames grow stronger, so does the curse. 
lie 


[ BOOK OF THE GUILTY Mucrirtaver 


t Acquisition Available from the start of the game. 


} This black crystal, long a symbol of farewell, is granted to 
| banished Undead. The crystal sends phantoms back to their 
homes, or sends you back to yours. Beware of fickle use of 


— 


\ 


- 


BLACK § SEPARATION CRYSTAL MULTIPLAYER 


a 
| 


rem: 


: Acquisition Sold by Oswald of Carim (Undead Parish). 
) Check list of indicted players. The Goddess of Sin Velka 


f | oversees this list of the guilty, who have disrespected the 
i } Gods or their covenants, and shall one day face the wrath of 
i the Blades of the Darkmoon. 


N’S BONES MULTIPLAYER Ill DLC1 


this item if you intend to nurture relations. 
up 

t Acquisition Available from the start of the game. 

| Asymbol of farewells that has been passed down since 

; time immemorial. The crystal sends phantoms back to their 
_} homes, or sends you back to yours. Whether ending in hope 
or despair, encounters are valuable experiences. Beware 
fickle use of this item. 


Acquisition Awarded after defeating the Champion's Gravetender 
and Gravetender Greatwoif (Painted World of Ariandel). 

The charred but warm bones of a champion. Burn at the 
Firelink Shrine bonfire to participate in Undead Matches. 
Long ago, an Undead declared a fight. A fight to celebrate 
their undeath, and to preserve what remained of their souls. 
™ So it was that the Undead Matches were born. The merit of 
an Undead is measured in deaths. Could there be a greater 
gift for such a creature, than a fight that has no end? 
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TABLET MULTIPLAYER if 


[DARKSIGN Er 


Acquisition Given after joining the Company of Champions 
covenant. 


Shows the names of the greatest victors of the Company of 
Champions covenant. This tablet, chiseled from the Victor's 
Stone, is engraved with the names of the brave warriors 
who have offered the most awestones, as if they were 
<i epitaphs, honoring their lives. 
ug 


COILED SWORD FRAGMENT 


Acquisition Found on the bonfire in the Firelink Shrine of the 
Untended Graves. 


Fragment of the coiled sword of a bonfire which served its 
purpose long ago. Returns caster to last bonfire used for 
testing, or to the bonfire in Firelink Shrine. Can be used 
repeatedly. Bonfires are linked to one another irreversibly, 
retaining their affinity long after their purpose is exhausted. 


{ Copper COIN if 


sat Acquisition Given by talking to Petrus of Thorolund (Firelink 
Shrine). 

Coin made of copper. Its face shows Old Man McLoyf, god 
of medicine and drink. Even coins of great value in the world 
of men have little value in Lordran, where the accepted cur 
rency is souls. Those who dream of returning to the outside 


world are fond of carrying these around. 
[ CRACKED BLUE EYE ORB Murrirtayer Ty 
> Sold by Blue Sentinel Targray (Cathedral of Blue) from 


NG+ onwards, awarded after joining the Blue Sentinels covenant 
and winning PvP duels in their arena, found in a chest in Cathedral 


of Blue. 

Invade the world of the guilty. Can only be used by mem- 
bers of the Blue Sentinels covenant. Punish the guilty to 
strengthen the bond with your covenant. 


CRACKED RED EYE ORB MULTIPLAYER i Stam ip 


Acquisition Sold by Darkstalker Kaathe (The Abyss), found in a 
chest in Firelink Shrine. 
Invade another world. Defeat the master of the world you 
have invaded to acquire humanity. The Cracked Red Eye Orb 
allows players to temporarily imitate this ability normally 
limited to the Darkwraiths of Kaathe. 

up 


Sold byTitchy Gren (Undead Purgatory) after joining 
the Brotherhood of Blood covenant, awarded after winning a duel 
in the Brotherhood of Blood PvP arena, found in various locations. 
Invade other worlds. Defeat the master of the world you 
have invaded to acquire a Token of Spite. The residual sins 
of those who have succumbed to dark temptations are 
contained in the form of the Cracked Red Eye Orb. 
CRACKED RED EYE ORB MutripLaver i | 

f ap Acquisition Available as burial gift, given after talking to Ringfin- 
ger peorerd (Firelink Shrine), dropped by Darkwraiths (Farron 
Allows a single invasion of another world. Defeat the Host of 
Embers of the world you have invaded to gain the strength 


of fire. The Cracked Red Orb is far from perfect, it seems, as 
Ringfinger Leonhard knows all too well. 
Try 


DARK SIGIL 


Acquisition Given by Yoel of Londor (Firelink Shrine) after draw- 
ing out true strength, given by Yuria of Londor (Firelink Shrine) 
after progressing Yuria’s/Anri of Astora’s quest. 

A black, gaping hole in the flesh that resembles the brand of 
an Undead. The darkness of humanity seeps from this bot- 
tomless pitch-black hole, the gap filled by the accumulation 
of the curse. This Dark Sigil will never heal, but there is a 
tale told of a Fire Keeper who returned from the Abyss, and 
brought great comfort to a bearer of the curse. 


Acquisition Available from the start of the game. 

The Darksign signifies an accursed Undead. Those branded 
with it are reborn after death, but will one day lose their 
mind and go Hollow. Death triggers the Darksign, which 
retums its bearer to the last bonfire rested at, but at the cost 
of all humanity and souls. 


[ CRACKED RED EYE ORB “MULTIPLAYER 
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rh Acquisition Available from the start of the game. 

i } An accursed mark. The Darksign induces death, feturning 

| the player to the last bonfire rested at, at the cost of all 

| souls held. Do what you must to gather the pieces, Scraping 

i , them into some semblance of a whole, before the will to do 

Seegeen. 90 fades. 

[ DARKSIGN fi mH 

tty © Acquisition Available from the start of the game 

t |} The Darksign is the sign of an accursed Undead. The Dark- 
sign returns its bearer to the last bonfire rested at, or the 

i bonfire at Firelink Shrine, but at the cost of all souls held 

{ Carriers of the Darksign are reborn after death, and eventu- 

ally lose their minds, turning Hollow. And so it is they are 

driven from their homelands. 


o 


{ DIVINE SPEAR FRAGMENT OVENAD 
ae ~t + 


lL DLC2§ 


Acquisition Given after joining the Spears of the Church covenant 
and reaching rank +2. 

A fragment of the matching ritual spears once held by the 
knights of Princess Filianore. These Divine Spears of gold 
were placed in the trusted hands of exalted Spears. When 
Spears of the Church face unduly treacherous foes, this 
allows them to draw upon former majesty, and summon a 
row of upward-thrusting ritual spears 


Acquisition Given after joining the Path of the Dragon covenant. 


| DRAGON EYE Murriptayes 
+ ar 

H ) Find a player who has acquired a Dragon Scale and invade 

f that player’s world to pillage it. An art of the transcendent 

| } apostles who pray to the ancient dragons. To be alive is to 

{ be vulnerable, and the fiery Gods are no exception. The 

Z apostles seek another plane of existence, which transcends 
life. 


DRAGON EYE MuttipLaver ny | 

e255 | Acquisition Given after joining the Dragon Remnants covenant. 

t } Invade a world with a Dragon Scale to claim the scale from 
} its master. If our human flesh is our greatest weakness, 

‘ } then those who seek a form that imitates the ancient drag- 

t ons are the true vanguard. 


J 
| 


[ DRAGON HEAD STONE iis 
a 
} 


Acquisition Given by Magerold of Lanafir (Iron Keep) after joining 
the Dragon Remnants covenant and reaching rank +1 
A stone containing the strength of dragons. Transforms the 
head into that of a fire-breathing dragon, an effect that will 
remain until death. The zealots who sought everlasting life 
\ are said to have conducted rites to imbue stones with the 
strength of dragons, but their are no records confirming their 
success, 
i | 


( Drac 


ON SCALE Coven 
ar 


Imperfect (Dragon’s Sanctum). 

A scale from the body of an ancient dragon. Offer to the 
dragon to bring your own flesh closer to that of the eternal 
ancient dragon. Touching an ancient dragon scale gives one 
a@ glimpse into the abyss. Believers in the dragon will rise 


above this petty corporeal existence. 


DRAGON TORSO STONE 


o t Given by Magerold of Lanafir (Iron Keep) after joining 
“y the Dragon Remnants covenant and reaching rank +2 

| Asstone containing the strength of dragons. Transforms the 
body into a roaring dragon, an effect that will remain until 
death. The zealots who sought everlasting life are said to 
have conducted rites to imbue stones with the strength of 
dragons, but the truth of such claims is questionable 


[DRIED FINGER ee 
fea? F Aequisition Found in Painted World of Ariamis [PtD] or sold by 

; Undead Male Merchant (Undead Burg) [Remastered]. 

Dried finger with multiple knuckles. Shriveled but still slightly 


| warm. With this many knuckles, surely it cannot belong to 
anything human. 


( DRIED FINGER & 
+ 
i 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine). 

Dried finger with multiple knuckles. Use to strengthen con- 
nection to other worlds, allowing the summoning of a third 
phantom, but also a second dark spirit. Also makes the sum- 
{ , Moning of a dark spirit occur earlier. Use with caution. 


CRIED Fincens puoiripeaen jf )/ 0/0) ison) ee 


ain "Acquisition Found in a chest in the Undead Crypt. 

| | Dried fingers with multiple knuckles. Shriveled, but radiating 

{ @ peculiar warmth. By the number of knuckles, it couldn't 

i have been human, but perhaps some questions are best left 

H j unasked. 

( Duet CH CHARM TT | 
fae r Acquistion S Sold id by the Shrine Handmaid (Firelink Shrine) after 


providing her the Paladin’s Ashes, dropped by Man-grubs (Cathe- 
dral of the Deep). 
Tool used in duels of judgment. Nulls effects of special area 
effects for a short time. Allfather Lloyd’s knights lived in fear 
of his duels of judgment, in which verdicts were carried out 
~ epee: * by his Sword of Law. 

up 


Acquisition Found in 12 different locations per playthrough; 5 
changed for [SotFS]. 

The shard of an Estus Flask. Shards are deeply soaked in Es- 
| tus. Graft the shard to an Estus Flask to increase flask uses. 
Over the ages, countless souls rested their bones as they 
drank from the original flask. And now this shard remains, 

~ serving as a vestige of their hopes and dreams. 


[ ESTUS FLASKSHARD 


EYE OF DEATH Cov! 


+ 


Acquisition Sold tyne Patches (Firelink Shrine), found on 
corpses in The Catacombs or Tomb of the Giants, dropped by 
Basilisks (Depths/The Great Hollow). 

, Lure phantoms from other worlds. The dreadful Eyes of 
Death spread disaster across neighboring worlds. Phantoms 
lured to the host world may end up as victims, allowing the 
Eyes of Death to multiply, and leading to further proliferation 
of bane. 


FILIANORE 'S SPEAR ORNAMENT Cov! NANT _ rant HL DLC2 } 


Acquisition Awarded after defeating Halflight, the Spear of the 
Church (The Ringed City), awarded after joining the Spears of the 
Church covenant and defeating a Host of Embers in PvP. dropped 

' by Ringed Knights (The Ringed City). 

The Spears of the Church watch over the Princess’ slumber, 

| and this serves as proof of their fulfillment of their duty. The 
+ embellished gold cloth is woven with a crest of young grass. 
The Princess’ knights proudly displayed these precious 
favors, which were most often seen swaying from their iden- 


tical ceremonial spears. 
[ FLAME BUTTERFLY | uj 


ry F requisition Sold by Weaponsmith Ornifex (Brightstone CoveTsel- 
| dora), found in various locations, dropped by Undead Peasants 
(Brightstone Cove Tseldora) and Rogues (Huntsman’s Copse). 
Bottle filled with dried red butterflies. Stimulation of these 
rare butterflies creates a small flame, allowing torches to be 
lit on the go. These butterflies exude secretions which ignite 
upon exposure to air, protecting them from natural preda- 
tors. Known and loved as handy fire-lighters, but feared as 
the catalysts of disastrous fires when found in swarms. 


prance st 


i 

| 

— 
¥ - 


Sere eer ee ep eee ee 


FORKED PALE TONGUE Covnan extol En 


at) 


Acquisition Awarded after defeating a Blade of the Darkmoon or 
Blue Sentinel when invading as a Finger of Rosaria or via the Red 
Eye Orb. 
| Proof that a red eye orb invader successfully fended off a 
blue spirit. Those who hunt dark spirits take the names of 
gods in ancient accord with the Way of Blue, a deception 
exemplified by their forked tongues. Use to acquire two Pale 
Tongues. 


[ FRAGRANT BRANCH OF YORE up 


Acquisition Sold by Merchant Hag Melen' (Majule) and eos 
old of Lanafir (Iron Keep) [SotFS], found in various locations. 
A fragrant tree branch with a faint sweet smell. Restores 


the life of things turned to stone. Extended inhalation of the 
branch's scent can lead to coughing and nausea. 


{ GoD cor OIN 


i if 


Acquisition Found inside a Mimic chest in Anor Londo, found on 


| corpses in the Painted World of Ariamis and Royal Wood. 
Coin made of gold, with Allfather Lioyd and his white halo 
shown on its face. Even coins of great value in the world of 


men have little value in Lordran, where the accepted cur 
rency is souls. Those who dream of returning to the outside 
™ world are fond of carrying these around. 


Enon Ipiciff 


Acquisition Soid by Hawkeye Gough (near Battle of Stoicism 


, Gazebo). 
Head carved of archtrees by Gough in his imprisonment. 
Gough imparts an emotion to each and every completed 
; carving, which helps him achieve personal enlightenment. 
* When a head is disturbed, it speaks, reflecting the emotion 


~ conferred to it. This head says “Hello” Have another look. Do 
you sense the amicability in its eyes? 


( HELLO CAR’ 1 eee - up 
Eee ‘Acquisition Sold by Magerold of Lanafic iron Keep). 


Faces carved from the wood of aged trees. They speak 
when thrown upon the ground. The fine craftsmanship of 
these faces is evident even after much aging, but no one 


knows even the name of the artist. This face says “Hello!” 
.. Doesn't it look apes 
Ti | 


Given once after trading an Alluring Skull with Nest- 


: "Acquisition 
ling Crow (Firelink Shrine). 
A strange head of unknown origin carved from archtree. It 
1 speaks when thrown on the ground. This head says “Hello 


( Hetto C CARVING 


Have another look. Do you sense the amicability in its eyes? 


IDiciff 


' Acquisition Found on a corpse in the Chasm of the Abyss. 
Head carved of archtrees by Gough in his imprisonment. 
Gough imparts an emotion to each and every completed 
carving, which helps him achieve personal enlightenment. 
When a head is disturbed, it speaks, reflecting the emotion 
|. conferred to it. This head says “Help me!” Look again. Can 


*~ You hear the desperate plea? 
up 


Acquisition Given once after trading any sacred chime with Nest- 
ling Crow (Firelink Shrine). 


A strange head of unknown origin carved from archtree. It 
speaks when thrown on the ground. This head says “Help 
me!” Look again. Can you hear the desperation of its plea? 


aa 


most bosses, sold by mul- 


a HELP ME! CARVING 
+ 


HELP ME! CARVING 


tae > 
. 
4 


t 
, 
; 
} 


Awarded after 


| Acquisition defeating se 
{ } tiple merchants, found in a chest in Firelink Shrine. 
t Bone fragment reduced to white ash. Return to last bonfire 
; . used for resting. Bonfires are fueled by bones of the 
Undead. In rare cases, the strong urge of their previous 
* owner's to seek bonfires enchants their bones with a home- 
* ward instinct. 


{ HOMEWARD BONE I i 


ne 1) Acquisition Available as starting gift, sold by Sweet Shalquoir 
(Majula), found in various locations, dropped by Captive Undead 
(Grave of Saints). 

A white-ashen bone. Return to last bonfire rested at. Bon- 
fires burn on the bones of Undead. And this bone, belonging 
to one whose journey was cut short, has the power to travel 
to bonfires. As if it yearns to resume its futile quest... 


HOMEWARD BONE Il 


as Acquisition Sold by the Shrine Handmaid (Firelink Shrine). 
Bone fragment reduced to white ash. Return to last bonfire 
used for resting, or to the shrine bonfire. Bonfires are sus- 
| tained by bones of the Undead. In rare cases, their previous 
fa i owner's strong urge to seek bonfires enchants their bones 
|... with a homeward instinct. 
Ti 


HUMAN DREGS Covenant 


Acquisition Awarded after defeating a trespassing Host of Embers 
as an Aldrich Faithful, dropped by Deacons (irithyl! of the Boreal 
Valley/Anor Londo). 

Proof of a duty fulfilled by the Aldrich Faithful, who patiently 
await the Devourer of Gods’ return. Dregs are the heaviest 
things within the human body, and will sink to the lowest 

+ depths imaginable, where they become the shackles that 
bind this world. 


[ HUMANITY ay 


er oe arent Acquisition Awarded after defeating any boss, sold by multiple 
i. my merchants, found on corpses in various locations, dropped by 
various enemies or after defeating most NPCs. 

| | Rare tiny black sprite found on corpses. Use to gain 1 

"> humanity and restore a large amount of HP This black sprite 
'! is called humanity, but little is known about its true nature. If 
“* the soul is the source of all life, then what distinguishes the 

humanity we hold within ourselves? 


[I'M SORRY CARVING Teen Ipiciff 


"7 Eygret Acquisition Dropped by a particular Oolacile Sorcerer (Oolacile 
Township). 
Head carved of archtrees by Gough in his imprisonment. 
Gough imparts an emotion to each and every completed 
carving, which helps him achieve personal enlightenment. 
When a head is disturbed, it speaks, reflecting the emotion 
conferred to it. This head says “I'm sorry” Have another look. 
[ I'M SORRY CARVING 


Isn't that an expression of atonement? 
iis 

Te Acquisition Sold by Magerold of Lanafir (Iron Keep). 
"] Faces carved from the wood of aged trees. They speak 
when thrown upon the ground. The fine craftsmanship of 
) these faces is evident even after much aging, but no one 
knows even the name of the artist. This face says “I’m 
',. Sorry” Doesn't it look apologetic? 


I'M SORRY CARVING Il 


Acquisition Given once after trading a Shriving Stone with Nest- 
ling Crow (Firelink Shrine). 

A strange head of unknown origin carved from archtree. It 
speaks when thrown on the ground. This head says “I'm 
sorry” Have another look. Isn't it quite the expression of 
atonement? 


4 


ki 


~~ 


[ INDICTMENT Mutrirtaver 


i} 
Acquisition Sold by Oswald of Carim (Undead Parish). 
Slip sold by bishop of Velka, Goddess of Sin. If you are killed 
by an invader, use this to report the crime of that trespasser. 
The indicted player will be added to a list of unfortunate 
souls who will one day face the wrath of the Blades of the 
Darkmoon. 


[ LLoyD's TALISMAN S| 
7 ——___—— — 
Sold by Undead Male Merchant (Undead Bi 
Marvelous Chester (Royal Wood), found in a chest in Free 
Shrine. 
; Talisman utilized by Allfather Lloyd's cleric knights to hunt 
down the Undead. Blocks Estus recovery within a limited 
! area. In the outside world, the Undead are accursed 
~ creatures, and Lloyd's cleric knights are widely Praised for 
their Undead hunts. This blessed talisman blocks Undead 
recovery, allowing the knights to fight with impunity, 


LOYD’S TALISMAN i | 
Acquisition Sold by Sweet Shaiquoir (Majula), found in various 
locations. 

Talisman used by cleric knights. Blocks Estus recovery 
within a limited area. It is said that the cleric knights used 
these talismans to hunt down accursed Undead. Cleric 


€ knights fight with pride, and by blocking the recovery of the 
Undead, they can also fight with impunity. 
a | 


Acquisition Given after examining the cage of a particular Hol- 
low Manservant (Undead Settlement) and talking to Holy Knight 
Hodrick (Undead Settlement) 

A malformed vertebra found by the mad, with a queer 
symbol on its inside, proof of the shackles of the Gods. 
Equip to pledge oneself to the Mound-makers covenant. The 
mound-makers wish only to add to their mounds, becoming 
mad spirits whether summoned as co-operators or invaders 
They are blithe to those around them, for in their minds, any 
kill might lead to another shackle. 


: 
t 
| 
I 


[ MOUND-MAKERS MutrirLavte 
fort } 


[ ORANGE GUIDANCE SOAPSTONE Muiniruwrn 
"Acquisition Sold by Undead Male Merchant (Undead Burg) 


t } Write/view/rate message. Messages transmit to other 
{ } worlds, where they are rated. Also, rate messages of others. 
' i In Lordran, the flow of time is distorted, and messages allow 
| , Undead to assist (or deceive) one another. 
[ PALE TONGUE Covenant TH | 
Lato ' Awarded after defeating a Host of Embers when 
{ } invading as or being summoned as a Finger of Rosaria, found on 
} dropped by Darkwraiths (Farron Keep). 
| + Proof of a red orb invader’s victory over a Host of Embers 
! Claiming tongues as trophies was originally the practice of 
artes + an infamous troupe of invaders, who offered them to their 
speechless goddess. 
oa ) 
progressing Petrus’ and Reah of Thorolund’s quests. Awarded 
ling a trespassing player as a member of the Forest Hunter 
covenant. 
A simple pendant with no effect. Even so, pleasant memo- 
fies are crucial to survival on arduous journeys. 
i | 


corpses in the Undead Settlement and the Cathedral of the Deep, 
Acquisition Available as starting gift, found in Undead Parish after 


( PENDANT 


| PETRIFIED EGG 
tppapanaat Asuist 
{ 
: 
t 
f 


Found in a room guarded by Dragonfang Villard 


; (Dragon Shrine). 

, Alarge petrified egg. Surely bears no life. Eggs are vessels 
} that harbor life itself, and symbolize the deepest secrets of 
existence. But what does a petrified egg harbor? 


Acquisition 
i Peak and Cave of the Dead, dropped by Guardian Dragons 
| (Dragon Aerie). 
) An unidentified petrified object. Pleasant to the touch, 
despite its looks. A rare and peculiar thing, to be certain, but 
! one without a known purpose. 
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[ PHAROS’ LOCKSTONE 


(Rep EYE ORB Mutrirtaver 


me) 


™ > Acquisition Starting item for the Explorer class, awarded after de- 

i , feating a summoned Gray Phantom as a member of the Rat King 
covenant or as the host, sold by Merchant Hag Melentia (Majula), 

' | dropped after cutting off The Rotten’s left arm (Black Gulch) and by 

{ | Dog Rats (Doors of Pharros), found in various locations. 

t 1 Stone activating a creation of Pharros the Vagabond. Pharros 

= ©5554 the Vagabond was a legend who wandered the lands, creat- 
ing contraptions to help those in sincere and dire need. The 
scope of his travels was so wide that the Pharros has been 
mistakenly credited with many inventions that were crafted 
by others. 

iy 


[ PRISM STONE 

Pras ' Acquisition Sold by Undead Female Merchant (Undead Burg) and 

| 1 Trusty Patches (Firelink Shrine). 

{ Warm pebble emitting a beautiful phasing aura of seven cot 
| Ofs, with a very rare eighth. The rainbow stone does nothing 

f { special, but can serve as a path marker, and can be dropped 

Re off a cliff to judge height by the sound of its descent. If a 
e+ loud noise is heard upon its landing, then a fall off the ledge 
is surely lethal 


[ PRISM § STON E 
— } 


omaeneost 


aU * Requisition Given after joining the Darkwraith covenant and 
reaching rank +1. 
Invade another world. Defeat the master of the world you 

| have invaded to acquire humanity. The Darkwraiths of Kaathe 
t use this orb to seek humanity and plunge further into dark. 
Perhaps they are more human than we? 


[RED EYE ORB Mu 
pee ; 


Dropped by a particular Darkwraith (High Tower of 
Lothric). 
| Invade other worlds at will. Defeat the Host of Embers of 
} the world you have invaded to gain the strength of fire. The 
Red Eye Orb is rooted in a tiny land swallowed by darkness 
long ago. Some choose to put the orb to other uses. To 
™ embark on this path, enter the service of Rosaria in the 
Cathedral of the eb 


 pequisition F Found on a corpse in Painted World of Ariamis. 
Leave invasion sign. Be summoned to another world as a 
dark spirit, and defeat the summoner to acquire humanity. 
} Certain Darkwraiths resist their descent into dark and per 
i severe along the honorable path. The Red Sign Soapstone 


is for them. 
uf 


RED SIGN SOAPSTONE MULTIPLAYE 
i BS) * Aequisition Sold by Titchy Gren (Undead Purgatory) after joining 
| the Brotherhood of Blood covenant. 
Leave invasion sign. Be summoned to another world as a 
} dark spirit, and defeat the summoner to acquire a Token of 
j Spite. Some Undead persevere along the honorable path 


* even after crossing into the dark. The Red Sign Soapstone 


™ is for them 
ng 


Ts "Acquisition Dropped by a particular, non-hostile Man-grub (Cathe- 
| dral of the Deep). 
| Create a hostile red invasion sign. Be summoned to another 
| world as a dark spirit, and defeat the Host of Embers to gain 
the strength of fire. Not all dark spirits are unsporting, or 


' 


|. they wouldn't make use of this soapstone. 


Acquisition Sold by Undead Male Merchant (Undead Burg) or 
Elizabeth (Oolacile Sanctuary). 
Lightly enchanted golden powder. Repairs weapon equipped 
| in right hand. Use of a weapon depletes its durability, even- 
j | tually rendering it ineffective. Repair Powder is a precious 
method of repair on the battlefield, as it obviates the need 


f RED SIGN SOAPSTONE MULTIPLAY 


| REPAIR POWDER 
5 ene + 


PROOF OF A CONCORD WELL KEPT COVENANT 


—_ 


* for a Repairbox. 
up 


{ REPAIR POWDER 


rs 


if 


Acquisition Starting item for the Explorer class, sold “1d by Sweet 
Shalquoir (Majula), found in various locations, dropped by Parasit- 
A slightly warm rock. Emits a beautiful, phasing aura of 
seven colors, with a very rare eighth. The prism stone does 
™ serve as a path marker. 
PRISM STONE Ty 
| | Warm pebble emitting a beautiful phasing aura of seven 
| colors, with a very rare eighth. The prism stone does nothing 
i | Off a cliff to judge height by the sound of its descent. If a 
5 . loud noise is heard upon its landing, then a fall from the 
PROOF OF A ‘CONCORD } KEPT CoveNANt 
"Acquisition Awarded after defeating an invading Dark Spirit when 
being summoned as a Blade of the Darkmoon or Biue Sentinel, 
dropped by Silver Knights (Anor Londo). 
Blood-drained, shrunken ear. Souvenir taken for subduing 
* punish the guilt-soaked offenders of the Gods and take this 
as proof of their conquest. The earless corpses of the guilty 
and respect for the Gods. Such is the eternal mandate of the 
Dark Sun. 
Ill 7 
Acquisition 
of the Darkmoon, dropped by Silver Knights (Anor Londo). 
Distinguished proof that one has hunted the enemies of the 
layered ear of a dark spirit is the mark of a particularly guilty 
.. offender, one who has flagrantly violated one god or another. 


aT) 
ized Undead (Brightstone Cove Tseldora). 
nothing special, but if you feel you may lose your way, it can 
+ Acquisition Sold by the Shrine Handmaid (Firelink Shrine). 
special, but can serve as a path marker, or perhaps dropped 
ledge is surely lethal. 
PR ia 
a | found on corpses in Irithyll of the Boreal Valley and Anor Londo, 
the guilty. The knights called the Blades of the Darkmoon 
will be left behind as a warning to others, inspiring both fear 
Awarded after defeating a Finger of Rosaria as a Blade 
gods, as per the ancient accord with the Way of Blue. The 
* Use to acquire two Proofs of a Concord Kept. 


| 


1DLciff 
Acquisition Automatically given to player after entering the Battle 
of Stoicism Gazebo (Oolacile Township). 

Quit Battle of Stoicism. Victory in this battle once led to 


gi | 
} 
J 
ancient Anor Londo, but even in the absence of its overseer, 


{ PURPLE Cowar COWARD'S CRYSTAL MULTIPLAYER 
capitulation is a disgrace. In the name of a warrior’s honor, 


} 
i 
q do not quickly resort to use of this crystal. 
up 


r RAT TAIL COVENANT 
Awarded after defeating any trespassing player as @ 


tase + 

t | member the Rat King covenant, and after defeating the Royal Rat 
{ 

p 

Fi 


ippererreeenat 


} Vanguard (Grave of Saints) and the Royal Rat Authority (Doors of 

) Pharros). 

) A severed rat's tail. Demonstrate fidelity by offering it to the 
} Rat King, and strengthen the bond with your covenant. The 
* Rat King is proud and merciful, as any king true to his stature 
should be. The Rat King looks favorably upon those who fol- 
low the path of right, even disgraceful humans. 


atts eee ea ee 2 eo 


TTS of Acquisition Sold by Blacksmith Lenigrad (Majula), Steady Hand 

| McDuff (The Lost Bastille) and Chancellor Wellager ( 

Castle), found in a chest in the Forest of Fallen Giants and No- 

) man’s Wharf. 

| Enchanted metal rendered into powder. Repairs equip- 

! ment. Weapons and armor wear down with use. Allow too 

* much wear, and you won't be able to use them. You have 
only yourself to blame if you find yourself in crisis with no 


powder to spare. 
, TT | 


Sold by Greirat of the Undead Settlement (Firelink 

Shrine) after first scavenging departure or the Shrine Handmaid 
(Firelink Shrine) after providing Greirat's Ashes, found on corpses: 
in various locations. 
Lightly enchanted golden powder. Repairs equipped weap- 

az ) ons and armor, as long as they haven't already broken. Use 
===" > of a weapon depletes its durability, eventually causing it to 
break. As long as a weapon is not broken, its durability can 
be restored at a bonfire, but for distant journeys, one may 
wish to prepare ahead. 


[ SILVER COIN” 


Acquisition Found on a corpse in The Ringed City. 
A fragment of the matching ritual spears once held by the 
knights of Princess Filianore. They are the namesake of 
the Spears of the Church. When Spears of the Church face 
unduly treacherous foes, this allows them to draw upon 
former majesty, and summon a row of upward-thrusting 
ritual spears. 

Tae 


ROSARIA'S FINGERS MutrirLaver 


Acquisition Given after talking to Rosaria, Mother of Rebirth 
(Cathedral of the Deep). 

Sacred seal of Archdeacon Klimt, who served Rosaria, 
Mother of Rebirth. Equip to pledge oneself to the Rosaria’s 
Fingers covenant. Rosaria’s Fingers collect tongues in her 
name. Some do it to be reborn; others do it to help comfort 


Ee 
*~ their voiceless goddess. 
[ ROSTER OF KNIGHTS Muitirtaver Ty | 
Acquisition Found on a corpse in Irithyll of the Boreal Valley. 
A roster of knights of the Darkmoon who have served since 


the age of the old Royals. Use to discover the names of 
Darkmoon Knights, an order of elite knights shrouded in 


it 


Found on a corpse in Undead Burg and Oolacile 


Township. 
Rubbish with no value. Who in their right mind would bother 
carrying this around? Perhaps you need help. 


uf 
Acquisition Dropped after breaking a wooden chest. 
A piece of rubbish that is good for nothing. One man’s rub- 
bish is another man’s riches, for value, is in the eye of the 
beholder. But utility is another matter, and this has none. 


Acquisition Sold by Unbreakable Patches (Firelink Shrine) or the 
Shrine Handmaid (Firelink Shrine) after providing her Patches’ 
Ashes, dropped by Hollow Workers (Undead Settlement) and Hol- 
low Manservants (Undead Settlement/Road of Sacrifices). 
Rubbish with no value. Who in their right mind would bother 
carrying this around? Perhaps you need help. 

mp 


Acquisition Found on the Giant tree outside of Firelink Shrine; 
increasing chance of new appearance after being invaded. 
Makes enemies react to invaders. The giant trees were also 
known as watcher trees, and their seeds unmask invaders. 
When used effectively, these seeds will help counter dark 


Seeaeeian. Spirits. 


SEED OF A TREE OF GIANTS MucrirLaver J 


1 Acquisition Available as starting gift, found on a particularTree of 
i Giants in Forest of the Fallen Giants [chance to retrieve increasing 
each time player is invaded). 

4 A lump of something, obtainable from a Giant-tree. Makes 
ae i enemies react to invaders. When the giants fell, they grew 
fis a into great trees. Death is not the end, for anything that has 

ever once lived remains a part of a great cycle of regenera- 
tion. But what of those outside of the cycle? 
i} 


{ SERVANT ROSTER MutripLayer 


Sold by Ei Que! i 
(yam ae Set ne (Quelaag’s Domain) after joining the 
Check servants of the Daughters of Chaos. Egg-bearer 
Eingyi keeps this roster of those who serve his master, a 
Daughter of Chaos. Eingyi praises those who offer signifi- 
cant humanity to alleviate his master's suffering. But what is 
praise from Eingyi really worth? 


| RUBBISH 
aa rent 
is | 


f — 


'} 
Acquisition Found inside a Mimic chest in Anor Londo. 


See } 
Coin made of silver, with a portrait of the legendary Knight 
King Rendal on its face. Even coins of great value in the 
world of men have little value in Lordran, where the ac- 


i } 
eo cepted currency is souls. Those who dream of returning to 


.. the outside world are fond of carrying these around, 
up 


SILVER TALISMAN 
wi ' Acquisition Sold byTitchy Gren (Undead Purgatory) after joining 
f , the Brotherhood of Blood covenant, found in a chest in No-man’s 
f Wharf and on a corpse in the Black Gulch 
F ; Atiny charm embedded with imitative magic. Use to trans- 
| form into something to blend in. Use this talisman to hide 
; ’ from invaders. Only provides the most superficial camou- 
Soa * flage, but sometimes that is enough to do the trick 
[ SIMPLETON'S SPICE 
Mm Pie a? 


a 


[ SKEPTIC s SPICE 


Acquisition Sold by Carhillion of the Fold (Majula), found in vari- 
ous locations, dropped by Leydia Witches (Undead Crypt), 
A spice exuding a peculiar aroma. A spell demands devotion 
from its caster, but using this spice makes a chosen spell 
attainable with 1 less intelligence.Will only work with assis- 
tance from a certain person. The spice does not raise one’s 
intelligence, but only obfuscates the requirement 

uf 


Acquisition Found in various locations, dropped by White Hollow 
Mages (Brightstone Cove Tseldora) and Leydia Witches (Undead 
Crypt). 

A spice exuding a peculiar aroma. A spell demands devotion 
from its caster, but using this spice makes a chosen spell 
attainable with 1 less faith. Will only work with assistance 
* from a certain person. The spice does not raise one’s faith, 


but only obfuscates the requirement. 

uf 
Acquisition Found in a chest in the Forest of Fallen Giants. 
Leave summon sign. Be summoned as a shade to another 


: nee } 
world in order to help that world’s master for a certain time 
You will be rewarded for successfully assisting the other 


i ; 
{ g | Player. The effect is not as long-lived as that of the White 


,. Sign Soapstone, and it is used only in particular places 


ISSCUINVESSEE A ice tei!" ae uf 


Tt Acquisition Given by Crestfallen Saulden after four NPCs move to 
f Majula, found in various locations. 
f A vessel that will accept your souls. It can allow reallocation 
j } of levels, but without proper assistance, it may simply drain 
f ; you of souls. If you truly wish to start again, go to the place 
2 . where your journey began. 

if 


<leeneenem } 
+ 


a 


[ SMALL WHITE SIGN SOAPSTONE Muri. 


| 
j 


SOUVENIR OF REPRISAL COVENANT 


Tet Acquisition Awarded after defeating a member of the Darkwraith 
{ | covenant when invading as a Blade of the Darkmoon, dropped by 
Lautrec of Carim (Anor Londo) via the Black Eye Orb. 
Blood-drained, shrunken ear. Souvenir taken for subduing 
the guilty. The knights called the Blades of the Darkmoon 
punish the guilt-soaked offenders of the Gods and take this 
as proof of their conquest. The earless corpses of the guilty 
will be left behind as a warning to others, inspiring both fear 
and respect for the Gods. Such is the eternal mandate of the 
Dark Sun. 


SPEARS OF THE CHURCH Murniruwre CLL DLC2) 


i Pye Awarded after defeating Darkeater Midir (The Ringed 
j ; 

A green-rusted ornament of young grass, the crest of 

| Princess Filianore. Equip to join the Spears of the Church 

j covenant. The Spears of the Church watch over the Prin- 
ante 2 Rare cess’ slumber, and when the church is compromised by a 
trespasser, the Judicator summons them as loyal spirits to 
eliminate the threat (summoned automatically while this is 
equipped). Loyal spirits summoned as Spears of the Church 
are granted a blessing of protection. 


i 
f 
t 
ft 


Te 
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BLIME BONE Dust 


Bats oa ea 
1 {TOKEN oF Spite 


* Aequisition Found in 5 different locations per playthrough; all 
changed for [SotFS]. 

Charred, ashen bones. Cast them into the Far Fire in Majula 
to increase the HP restored with each use of your flask. They 
say these are the remains of a saint who cast himself into 
the bonfire. But we will never know for sure, for soot and 
ashes tell no story. 


( SUNLIGHT MEDAL 


+- 

t } 

j | This faintly warm medal, engraved with the symbol of the 

} Sun, is the ultimate honor, awarded to those who summon 

csi “+ the Warrior of Sunlight and complete a goal. The symbol 
represents Lord Gwyn's firstborn, who lost his deity status 
and was expunged from the annals. But the old God of War 
Still watches closely over his warriors. 

up 


Acquisition Awarded after deteatng a boss when being sum- 
moned as or after summoning an Heir of the Sun. 

A medal depicting the sun. Offer it to the altar to strengthen 
the bond with your covenant. The slight warmth of the med- 
al makes valor brim within one’s bosom. The brave fighters 
who bore these medals are gone, but the sun never sets. 
On this day begins the contest to find the Sun’s truest son. 


i} 
_ TORCH 
Acquisition Awarded after defeating a boss when being sum- 
moned as a Warrior of Sunlight by a host, given by Lautrec of aL 
Cari (Firelink Shrine) after freeing him from captivity in Undead y 
irish. 


MEDAL 


{ SUNLIGHT M 


MEDAL Covenant 


Acquisition Awarded after defeating a boss when being sum- ! 
moned as or after summoning a Warrior of Sunlight, found on a 

corpse in Lothric Castle, dropped by Lothric Knights. 

A medal received by members of the Warrior of Sunlight 
covenant for victory over the final foe when summoned. The 
summoner also gains the same medal. The medal, engraved 

with the holy symbol of the sun, is slightly warm, and 

reminds one of the great honor of a shared victory. 

ipiciff 


ras ¢ 


(tr THANK you CARVING 


Acquisition Sold by Hawkeye Gough (near Battle of Stoicism 
Gazebo). 

Head carved of archtrees by Gough in his imprisonment. 
Gough imparts an emotion to each and every completed 
carving, which helps him achieve personal enlightenment. 
When a head is disturbed, it speaks, reflecting the emotion 
conferred to it. This head says “Thank you" Have another 
look. Is this not a face of gratitude? 


= HANK YOU CARVING 


{ TRANSIENT CURSE 


[EWING HUMANTTIES 10's ss 5/2 )e planta ema 


a7 ‘UNDEAD HUNTER ¢ ‘CHARM 


Acquisition Awarded after defeating the host or Blue Phantoms 
during an invasion as a member of the Brotherhood of Blood 
covenant, found in a chest in The Gutter. 
Token recognizing that the owner has traveled worlds to 
defeat others. When used, you are more likely to summon 
invaders from other worlds for a period of time. Simply car 
tying these tokens shows the bitterness of the grudges the 
holder has accumulated. 

uf 


Pe Found in various locations, dropped by Pasa 
Captive Undead (Huntsman’s Copse/The Gutter). 
A torch made by soaking the end of a long stick in pine resin. 
Light the torch on the fire of a sconce to illuminate areas for 
a short time. Find new torches to extend this period. Torches 
can even be lit on bonfires, the flames of which do not 
normally set objects alight, due to the coating of the bones 
used to fuel them. 

iy 


Acquisition Soid by Undead Female Merchant (Undead Burg) 
and Ingward (New Londo Ruins), found on corpses in New Londo 
Ruins, dropped by Ghosts (New Londo Ruins). 

Limb of the victim of a curse. Temporary curse allows 
engagement with ghosts. The only way to fight back against 
ghosts, who are cursed beings, is to become cursed one- 
self. The safest method, however dreadful, is to cut off an 
arm of the dead. 


Acquisition Available as starting gift. awarded after defeating the 
Bell Gargoyles (Undead Parish), the Gaping Dragon (Depths) and 
Chaos Witch Quelaag (Quelaag’s Domain), found on a corpse in 
Undead Burg, dropped by Humanity Animi (Chasm of the Abyss). 
Rare tiny black sprite found on corpses. Very unusual twin 
humanity. Use to gain 2 humanity and restore a large 
amount of HP This black sprite is called humanity, but little 
is known about its true nature. If the soul is the source of all 
life, then what distinction is left for humanity? 


1 i 

Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Paladin’s Ashes, found on a corpse in the High 
Wall of Lothric, dropped by Man-grubs (Cathedral of the Deep). 
Tool used to hunt down the Undead. Blocks Estus recovery 
within a limited area. Used long ago by Lloyd's cleric knights 
‘on their Undead hunts. Although Allfather Lloyd is long 
~ forgotten by the Way of White, his hunts have lived on, and 

this charm allows one to challenge Undead without fear of 


Acquisition Sold by Magerold of Lanafir (Iron Keep). 


| VERTEBRA SHACKLE CovENANt 


Faces carved from the wood of aged trees. They speak 
when thrown upon the ground. The fine craftsmanship of 
these faces is evident even after much aging, but no one 
knows even the name of the artist. This face says “Thank f 
You” Doesn't it look Be sperms H 
{ 
mp 
' Acquisition Given once after trading a Hidden Blessing with 
, Nestling Crow (Firelink Shrine). 


, Asstrange head of unknown origin carved from archtree. It 


— 


RSPR Se! 
Ck Ty | 
Acquisition Awarded after defeating a Host of Embers when 
invading as or being summoned as a Mound-maker, dropped by 
Holy Knight Hodrick (Undead Settlement) and Carthus Warriors 
: (Catacombs of Carthus/Smouldering Lake). 
A special bone collected by members of the covenant of 
! Mound-makers, discovered in the corpses of their victims. 
+ Only one such bone is found in the vertebrae, and the 
Mound-makers believe it to be a shackle of the gods. In their 
minds, each victim is another connection, an addition to the 
family. 


[ VERY Goop! CARVING 


1 DLCI 


\ 
i 
TOKEN OF 
+ 


[ THANK You CA YOU CARVING 
i speaks when thrown on the ground. This head says “Thank 
FIDELITY « COVENANT 


4 
you” Have another look. Is this not a face of gratitude? 
up 
Awarded after cau 0 baay eh tes maar 
} moned as a White Phantom, or after defending Way of Blue mem- 
5 bers from invaders after being summoned as a Blue Sentinel. 


| Token recognizing that the owner has traveled worlds to help 


(—)tomeeencionen 


~ 


Acquisition Found inside a Mimic chest in Oolacile Township. 
Head carved of archtrees by Gough in his imprisonment. 
Gough imparts an emotion to each and every completed 
carving, which helps him achieve personal enlightenment. 
When a head is disturbed, it speaks, reflecting the emotion 
conferred to it. This head says “Very good!” Have another 
look. Does it not appear quite jovial? 


others. When in other worlds, it can also be used to restore 
| the master of the world’s HP but this is only a secondary 


geuererst 


VERY GOOD! CARVING 


ONNE 


effect of the item. Simply carrying these tokens shows the 
depth of the holder's fidelity. 


—— 
t 

o 

i 


) knows even the name of the artist. This face says “Very 


© Acquisition Sold by Magerold of Lanafir (Iron Keep). 

| Faces carved from the wood of aged trees. They speak 
| when thrown upon the ground. The fine craftsmanship of 
) these faces is evident even after much aging, but no one 


Good!” Doesn't it look cheerful? 
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[ VERY GOOD! CARVING | 


Acquisition Given once after trading a Divine Blessing with Nest- 
ling Crow (Firelink Shrine). 

A strange head of unknown origin carved from archtree. It 
speaks when thrown on the ground. This head says “Very 
good!” Have another look. Does it not appear rather jovial? 


au | 


Acquisition Found near a particular pot of Estus Soup in the 
Undead Settlement. 
' An ancient talisman depicting a holy symbol bestowed upon 
+} the Warriors of Sunlight. Equip to pledge oneself to the War 
; tior of Sunlight covenant. Warriors of Sunlight are brilliantly 
C a beaming co-operators who place their golden signatures 

to help those in need, for it is their duty to deliver a great 
conquest to their summoner. 

TT 


iven after praying in front of the Old Wolf of Farron 


WATCHDOGS OF FARRON MuLTiPLayer 


TTT Acquisition 
f 1 in Farron Keep. 


: Ancient medallion depicting the crest of a wolf. Symbolizes 
| the pact with the Old Wolf of Farron. Equip to pledge oneself 
; , to the Watchdogs of Farron. The Watchdogs ensure that the 
i. warriors sleep in serenity, by taking the form of loyal spirits 

and hunting down those who would trespass the woods of 

Farron. Summoning takes place automatically while this is 


equipped. 
TT 


[ way OF BLUE Muttirtayer 
Faas of Acquisition Given by Emma, High Priestess of Lothric Castle (High 
, Wall of Lothric) after acquiring the Small Lothric Banner. 

', Pale blue sheepskin parchment featuring an illustration of 

+} the moon, symbol of an ancient accord. Members of the 

a Way of Blue are the beneficiaries of an ancient accord. 

. When a dark spirit threatens them, a blue spirit will grant 
them assistance, and help to root out the invader. Summon- 
ing takes place automatically while this is equipped. 


WAY OF WHITE CIRCLET Mutrirtayer Ty 
Parmer ' Acquisition Available from the start of the game. 
} Restore the connection to other worlds. Those who engage 
) in unjust deeds when in contact with other worlds will lose 
| their connection to them. Way of White Circlets assume 


such sin as their own, but are found few and far between. 
Acting without honor will never be without risk. 


| WHITE SIGN SOAPSTONE MutrirLaver if 


£ t Acquisition Given by talking to Solaire of Astora (Undead Burg). 
Leave summon sign. Be summoned to another world as 

@ phantom through your sign, and defeat the area boss to 
acquire humanity. In Lordran, the flow of time is distorted, 
and the White Sign Soapstone allows Undead to assist one 


"4. another. 
up 
Acquisition Given by talking to Mild-Mannered Pate (Forest of 
Fallen Giants) after progressing his quest, given after paying Souls 
when defeated. 
Leave summon sign. Be summoned as a phantom to 
another world in order to help that world’s master for a 
certain time. You will be rewarded with a Token of Fidelity 
for successfully assisting the other player. The flow of time 
is distorted in these lands, and the White Sign Soapstone 
allows Undead to assist one another. 
Il | 
Tg Acquisition Sold by the Shrine Handmaid (Firelink Shrine). 
} Create a co-op summon sign. Be summoned to another 
world as a phantom through your sign, and defeat the area 
boss to gain the strength of flame. The nature of Lothric is 


> murky, unclear. The White Sign Soapstone allows Unkindled 
4. to assist one another. 


te 


y 


[ WHITE SIGN SOAPSTONE Muttirtavee 


[ WOLF's BLOOD SWORDGRASS Covenant i i | 
Tee tat Awarded after defeating a tres TRB 
si toa Wetchdog of Farron, dropped by Gh (rarer igor 
A leaf signifying a duty fulfilled by the Watchdogs of Farron, 
who stand beside the old wolf to ensure the serenity of 
those at rest. Depicts a swordgrass leaf stained with dried 
blood. Long ago, the swordgrass leaf quietly identified mem- 
bers of the Undead Legion. In the rotted forest rest the spir 
its of warriors past, their acceptance of and Qratitude toward 
their guardians is expressed eloquently by the humble leaf 


in | 


Acquisition Available as burial gift, sold by the Shrine Handmaid 
(Firelink Shrine) after providing her the Xanthous Ashes, found 
near white birch trees in various locations. 

t ; Ayoung white branch. Use to transform into something 

j Pee; which blends into the surroundings. Little Dusk’s first sor. 

’ cerer's staff eventually became a seedling, and then three 
oT -s + white birch saplings. The young branch is said to still contain 
echoes of little Dusk’s capriciousness. 

Ti | 


Acquisition Given by the Giant Archer (Undead Settlement) after 
choosing the “Make peace” dialogue option. 

Branch of a white birch received from a giant, apparently as 
a token of friendship. Become something that blends in to 
the surroundings. Consumed with use. “Good friend, no hit” 


YOUNG WHITE BRANCH | 


| 
4 
a } 


[ YOUNG WHITE BRANCH 
+--- r 


[ YOUNG WH ITE BRANCH 


Rea * Requisition Available as burial gift. 
, 
t } Branch of a white birch received from somebody. Appar 
t + ently, this was once a token of friendship. Use to become 
+ something that blends into the surroundings, though the 

t + gE tt , branch will unfortunately be consumed. Perhaps treasuring 
£220 4. the memory is more important 
[ ARMOR SMITHBOX PLAyER UPGRADES if 
top ppeet Acquisition Sold by Andre of Astora (Undead Parish). 
{ } Tool used to etch titanite into armor for reinforcement. Rest 
t } ata bonfire to make armor reinforcement possible 
i ; 
| : 
SSAA, 
[ BLEED STONE Inrusion uf 

pssst Acquisition Soild by Stone Trader Chloanne (Majula) after defeat- 


ing the Looking Glass Knight (King’s Passage), found on a corpse 
in Sinner’s Rise and Grave of Saints, dropped by various enemies. 
An altered state of titanite. Use to make weapons lacerating, 
or to provide bleeding reduction to shields. Sorcerers at the 
Melfian Magic Academy once attempted to imbue titanite 
with various elements, but are said to have failed. Someone 
must have succeeded, though; what else would explain this 


stone? 
Ta 


hasnt Acquisition Given once after trading a Moaning Shield with Nest- 
ling Crow (Firelink Shrine), found on corpses in various locations, 
dropped by various enemies. 
A gem of infused titanite. Commonly known as a charm 
kept by saints. Used in infusion to create blessed weapons 


{ uJ 

i 4 

t } 

t 

fens: ! Special blessed weapons gradually restore HP and heavily 


* damage reanimated foes. 
BLOOD GEM Intrusion Ta | 


Acquisition Found on a corpse in Irithyll of the Boreal Valley and 
the Painted World of Ariandel, dropped by Irithyllian Slaves. 

A gem of infused titanite. Slurped by Irithyll slaves. Used in 
infusion to create lacerating weapons. Such weapons inflict 
lacerating damage. Most effective with sharp or spiked 
weapons. 


f BLESSED GEM Infusion 


+/—) 
u 
4 


iemerars: 
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{ BLUE TITANITE CHUNK seins 


1g 


ear Acquisition Dropped by various enemies, particular Black Knights 

| (Darkroot Basin/Kiln of the First Flame) and particular Crystal 

I Lizards, found on corpses inThe Duke's Archives and The Great 

' Hollow. 

i Titanite chunk for weapon reinforcement. Blue titanite has 

f powerful magic energy. Reinforces magic weapons to +9, 

* and enchanted weapons to +4. With the discovery of chunks 

in Lordran, the race to locate the Legendary Slabs has 
begun. But could they be mere myth? 


— } 

j ' Royal Wood, dropped by Crystal Butterflies (Crystal Cave). 

Blue titanite slab for weapon reinforcement. Legendary 

| | Slabs were the domain of the Gods. Reinforces magic 

i weapons to +10, and enchanted weapons to +5. Legendary 
Slabs are the heirlooms of a nameless blacksmith deity, who 

~ forged the weapons of other Gods. Weapons forged with 
this slab become rare legendary weapons. 
BOLTSTONE Infusion 


4 
+--- 
t 


Acquisition Sold by Stone Trader Chioanne (Majula) after defeat- 
ing Velstadt, the Royal Aegis (Undead Crypt), sold by Blue Sentinel 
Targray (Cathedral of Blue), found in a chest in Dragon Sanctum 
and Frozen Eleum Loyce, found on a corpse in Dragon Aerie, 
dropped by Basilisks and particular Crystal Lizards. 
An altered state of titanite. Use to imbue weapons with 

+ lightning, or to provide lightning reduction to shields. Sorcer 
ers at the Melfian Magic Academy once attempted to imbue 
titanite with various elements, but are said to have failed 
Someone must have succeeded though; what else would 
explain this stone? 


[ BOTTOMLESS BOX Piavrn Urckanes ak if 
Bene RCSD) CONE is ‘i 


Found on a corpse in the Smouldering Lake, dropped 


* Acquisition 
H 1 nee enero Lake) and particular Crystal 
Lizars 
| Agem of infused titanite. Relics of lands scorched by the 


Chaos Flame. Used in infusion to create chaos weapons. 
Chaos weapons inflict fire damage, and scale with inte- 
ligence and faith. 


( CRYSTAL EMBER BLACKSMITH UrGRAD if 
% Acquisition Found in a chest in The Duke's Archives. 


| Ember required for weapon ascension. Crystal ember cre- 
ated by Seath the Scaleless. Handled only by the giant God's 
| blacksmiths. Ascends +10 standard wpn to crystal weapon. 


(crystal weapon can be reinforced to +5) Crystal weapons 
are powerful but brittle, and cannot be repaired once broken. 


[ CRYSTAL GEM ini 


SEES m0 | 


a " Aequisition Dropped by various enemies and particular Crystal 
Lizards. 
¢ A gem of infused titanite. Introduced to Lothric by the 


Crystal Sages. Used in infusion to create crystal weapons. 
Crystal weapons inflict magic damage, and scale effectively 
with intelligence. 


( CRYSTAL SCROLL MrncHan at 


Hu TT | < 
Acquisition Dropped by a particular Crystal Sage (Grand Ar 


chives). 
Secret crystal scroll of the Grand Archives of Lothric. Give to 
@ sorcerer to learn crystal sorceries. These sorceries are the 


work of the paledrake, Seath the Scaleless, whom Logan is 
said to have met, a branch of sorcery that has been carried 
on by the Crystal Sages. 


B iagsaui © Acquisition Sold by Undead Male Merchant (Undead Burg) and 

1 Domhnaill of Zena (Depths/Firelink Shrine). 

f A peculiar bottomless wooden box. Its origins are unknown. 

i } Some deride it as a symbol of unbridled avarice. Any number 
I of items can be deposited into the box, and items can be 
managed while resting at a bonfire. 


sae iw 


A sacred braille tome from Carim, filled with advanced mira- 
cles. Give to a storyteller to learn advanced Carim miracles. 
In the Way of White, there is a tradition of placing great faith 
in the words of the blind, and braille tomes are not unusual. 


+ 


Acquisition Found on a corpse in Lothric Castle. 

} Asacred braille tome from Lothric, filled with miracies for 

} use by knights. Give to a storyteller to learn Lothric miracles. 
} Itis said that no paladin inside Lothric castle could fall, ow- 


, iNg to the divine protection they enjoyed. 
ug 

| Acquisition Found on a corpse in the Catacombs of Carthus. 

} Apyromancy tome from Carthus containing pyromancies 

| crafted for battle. Give to the old master pyromancer to learn 

} advanced pyromancies of the Great Swamp. Carthus pyro- 

’ mancies developed in isolation from other forms, explaining 
vue a4. their divergent evolution. 


CHAOS FLAME EMBER BLACKSMITH UPGRADE if 


Acquisition Found on a corpse in Demon Ruins. 

Ember required for weapon ascension. Chaos Flame 
Ember is an art of the lost city of Izalith. Handled only by 
blacksmiths knowledgeable in ancient methods. Ascends 
+5 flame weapon to chaos weapon. (chaos weapon can 
. be reinforced to +5) Chaos weapons are demon weapons 
augmented by humanity which inflict fire damage. 


-_ OOS 


CARTHUS PYROMANCY TOME MERCHANT UPGRADE 
Saar 


+ 


[ DARK EMBER BLackssurtt | ; if 
Acquisition Found on the petrified blacksmith in Painted World of 
Ariamis. 

Ember required for weapon ascension. The church long hid 
the forbidden black ember, and no living blacksmith knows. 

of it. Ascends +5 divine weapon to occult weapon. (occult 
weapon can be reinforced to +5) Occult weapons were used 
to hunt the Gods, and are effective against their followers 


and kin. 
BF Ti | 


Acquisition Found on a corpse in the Consumed King’s Garden, 
the Painted World of Ariandel and The Ringed City, dropped by 
various enemies. 

{ , Agem of infused titanite. Born of disembodied humanity. 
} Used in infusion to create dark weapons. Dark weapons 

, ' inflict dark damage, and scale with intelligence and faith. 


—— 


DARK GEM INFUSION 
— } 


é DARKNIGHT STONE Infusion 


‘Eee * Requisition Sold by Stone Trader Chioanne (Majula) after defeat- 

H | ing Velstadt, the Royal Aegis (Undead Crypt), found in a chest in 
Undead Crypt and on a corpse in Shulva, Sanctum City, dropped 
by various enemies and particular Crystal Lizards. 
An altered state of titanite. Use to imbue weapons with 

! dark, or to provide dark reduction to shields. Sorcerers at the 

+ Melfian Magic Academy once attempted to imbue titanite 
with various elements, but are said to have failed. Someone 
must have succeeded, though; what else would explain this 
stone? 


[ DEEP BRAILLE DIVINE TOME MeacHant UPGRADE Ti | 


TDi Acquisition Found in a Mimic chest in the Cathedral of the Deep. 
| Abraille divine tome of the Deep, belonging to the deacons 
of the cathedral. Give this to a storyteller to learn miracles 
) of the Deep. Intended to teach divine protection to the 
| deacons of the deep, but later, dark tales were added to its 

“J... 4. Pages, such that it is now considered a thing profane. 


fee et Se 


[ FARRON COAL Inrusion ] ny | 


Acquisition Found on a corpse in the Cathedral of the Deep 
‘and Irithyil of the Boreal Valley, dropped by Thralls, Devouts and 


Agem of infused titanite. Found in the dregs of the Cathe- 
dral of the Deep. Used in infusion to create deep weapons. 
/ Deep weapons inflict dark damage, but lose scaling effects. 
~ There is a darkness that lies beyond human ken. 

i} 


{ DEMON TITANITE Reinforcement 


Acquisition Given once each after trading a Dung Pie and Prism 
Stone with Hawk Girl (Undead Asylum), found in chests in Anor 
Londo, dropped by Titanite Demons. 

Special titanite stolen from a faceless stone beast known 
as aTitanite Demon. When the nameless blacksmith deity 
passed, from several Slabs, great beasts arose. The power 
of titanite remains within them, and they still roam Lordran 


today. 
[ DIVINE EMBER BLAcksMiTH UroRAD® if 
bi ment Acquisition Found on the petrified blacksmith in Darkroot Garden. 
j Ember required for weapon ascension. Divine embers are 


|} property of the church, and intended for divine blacksmiths. 
| Ascends +5 standard wpn to divine weapon. (divine weapon 
F, can be reinforced to +5) Divine weapons are for Undead 
4 hunting. Use against Undead and the pawns of necroman- 


cers. 
iy 


member of the Path of the Dragon covenant, dropped by Hydras 
and Undead Dragons, found in a chest in Blighttown and on 
corpses in Ash Lake. 

Dragon scale for reinforcing dragon weapons. Peeled from 
an ancient dragon. A dragon is inseparable from its scales, 
and the transcendent apostles, who seek the perpetuity of 
the ancient dragons, have crossed the very end of the earth 
to seek this invaluable treasure. 


DULL EMBER Emare Ty 
1 Found on a corpse in Iron Keep, found in a chest in 


+saeeet 
| The Lost Bastille [SotFS]. 
} An ember radiating a dull light. This flame seems nearly 
} exhausted, but exhibits an eerie resilience. Perhaps this is 
its ordinary state? 


oe a 


ENCHANTED EMBER BLACKSMITH UPGRADI iE 


po fet Acquisition Found in a chest in Darkroot Garden. 
_} Ember required for weapon ascension. This enchanted 
} ember, a form of sorcery, is a vestige of the lost land of 
| Oolacile. Ascends +5 magic wpn to enchanted weapon. 
{enchanted weapon can be reinforced to +5) The sorcerer's 
Lo enchanted weapon that inflicts magic damage and is 
boosted by intelligence. 


ESTUS SHARD PLayer UPGRADE iy 


Acquisition Found in 11 different locations per playthrough. 

A shard soaked in Estus. Give to the blacksmith at the shrine 
to increase usages of the Estus Flask. In the old days, it was 
rare to see an Estus Flask far from its owner, but this shard 
offers hope, however shattered. 


[ FAINTSTONE Infusion up 


ta Acquisition Sold by Stone Trader Chioanne (Majula) after defeat- 

ing Velstadt, the Royal Aegis (Undead Crypt), found in a chest in 

Doors of Pharros and on a corpse in Dragon Shrine, dropped by 

various enemies and particular Crystal Lizards. 

An altered state of titanite. Use to imbue weapons with 

, magic, or to provide magic reduction to shields. Sorcerers 

“+ at the Melfian Magic Academy once attempted to imbue 

titanite with various elements, but are said to have failed. 
Someone must have succeeded though; what else would 
explain this stone? 


te = ' Acquisition Found on a corpse on the Road of Sacrifices. 

j } Coal used for weapon infusion. Long ago, used to forge the 
{ greatswords of the Undead Legion of Farron. Give to the 

) blacksmith in the shrine to allow the use of gems for heavy, 
t 


, Sharp, and poison infusion. 


Se are 
[ FIRE GEM Ixrusion uy} 
RZ ms 4 Acquisition Available as burial gift, dropped by various ene: 
i and a particular Crystal Lizard (Catacombs of Carthus) 

{ A gem of infused titanite. Found in rare cases inside 


' } demons. Used in infusion to create fire weapons. Fire weap- 
{ } ons inflict fire damage, but lose scaling effects 


Acquisition Sold by Rosabeth of Melfia (Majula), found in variou: 
{ , locations. 

{ A tiny waning flame. Used to strengthen a pyromancy flame. 
{ | Apyromancy flame serves as the catalyst for pyromancies 

f and scales the strength of each spell according to its level 
Fire is a common object of worship. It can never be grasped, 
and its mystery stokes the human imagination 


mies 


REINFORCEMED 


s 


r 2 
FIREDRAKE STONE Ixrusion 


Acquisition Sold by Stone Trader Chloanne (Majula) after defeat 


- 
i 1 ing Velstadt, the Royal Aegis (Undead Crypt), found on a corpse 
) in the Forest of Fallen Giants, dropped by various enemies and 
j | particular Crystal Lizards. 
i An altered state of titanite. Use to imbue weapons with 

} 


fire, or to provide fire reduction to shields. Sorcerers at the 
Melfian Magic Academy once attempted to imbue titanite 
with various elements, but are said to have failed. Someone 
must have succeeded, though; what else would explain this 


stone? 
[ GIANT'S COAL Inrusion gL 
haa + pequisition Found on the body of the Giant Blacksmith (Anor 


f , Londo). 
t Coal used for weapon infusion. It is said that the giant 
i} blacksmith of Anor Londo was once the blacksmith of the 
; | gods. Give to the blacksmith in the shrine to allow the use of 


gems for lightning, simple, and chaos infusion. 
TT | 


f GOLDEN SCROLL MrrcHanr Ur 


—— + 


Acquisition Found on a corpse in Farron Keep. 


t } Agolden scroll chronicling the vast research of the xanthous 
k scholars. Give to a sorcerer to learn the arts of Oolacile. In 
} the lost land of Oolacile, the sorceries orchestrated light, and 

t | were said to shine in golden hues. 
PBR 
—— CS ists ted Uamee 
[ GRAVE WARDEN PYROMANCY TOME MercHiant mi | 

— : 


Found on a corpse in the Catacombs of Carthus dur 


} ing the encounter with High Lord Wolnir. 
2 } Apyromancy tome of the grave warden, from the Carthus 
} catacombs. Give to the pyromancer master to learn black 
{ flame sorceries. High Lord Wolnir of Carthus succumbed 
to the Abyss, but the pyromancer later became a grave 


i 
{ 
t 
| 
1) * warden, and discovered the black flame 


[ GREAT SWAMP PYROMANCY TOME MrncHiAnt UPGRADE up 


tae ' Acquisition Found on a corpse on the Road of Sacrifices. 
} Pyromancy tome from the Great Swamp containing 
| advanced pyromancies. Give to the old master pyromancer 


+ to learn advanced pyromancies of the Great Swamp. Spells 
of the Great Swamp are passed down from master to pupil 
Without a master, there is no pupil, but without a pupil, 
there is also no master. 


Leneahsaaieneant 


— al = See Le al ——— —=_—S a 
GREEN TITANITE SHARD REINFORCEMENT ip 
TPP FF Acquisition Sold by multiple merchants, found in various loca- 


j | tions, dropped by various enemies and particular Crystal Lizards. 

{ | Titanite shard for weapon reinforcement. Green titanite Im 

i | bued with a special power. Reinforces magic, divine. and tae 
' _ weapons to +5. Titanite shards are fragments of the Legend 
s { ary Slabs. Titanite is etched into weapons to reinforce 


RBS 
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{ LARGE TITANITE SHARD Rrinrorcement ry 


Acquisition Given by Hawkwood the Deserter (Firelink Shrine) 
{ after defeating the Curse-rotted Greatwood, dropped by various 

enemies and particular Crystal Lizards. 
A gem of infused titanite. Famously used to forge Farron 
greatswords. Used in infusion to create heavy weapons. 
A warrior can appreciate a heavy weapon, for they scale 
acreceely with aside 

| 


HOLLOW GEM 
fen once after trading an Eleonora with Nestling 


FoF equisiton 
| 1 Crow (Firelink Shrine), found on corpses in various locations, 
| ; sed by Corvian Storytellers and Undead Clerics (The Ringed 
Ce A gem of infused titanite. A stone plentiful in Londor, land of 
! Hollows. Used in infusion to create Hollow weapons. Hollow 
= + weapons are said to peer into the essence of its wielder, 
__.whose luck boosts attack. 


IZALITH PYROMANCY TOME Menciiant UrcRan! 


lAcve 4 Given once after trading a Firebomb or Rope Fire- 
f , bomb with Nestling Crow (Firelink Shrine), sold by the Shrine 
Handmaid (Firelink Shrine) after providing her the Easterner’s 
& Ashes, found on corpses in various locations, dropped by various 
; enemies and particular Crystal Lizards. 
' Titanite shard for weapon reinforcement. A larger shard that 
- + reinforces weapons to +6. Titanite shards are fragments 
of the Legendary Slabs. Titanite is etched into weapons to 
reinforce. 


paar PaE Naas Side Miata ts PL 
| LIGHTNING GEM Inrusion iy 
as Acquisition Given once after trading a Xanthous Crown with 
Nestling Crow (Firelink Shrine), found on a corpse in Irithyll of the 
j ' Boreal Valley, Archdragon Peak and The Ringed City, dropped by 
various enemies. 

A gem of infused titanite. Found in the aftermath of dragon 
) 


hunts. Used in infusion to create lightning weapons. Light- 
*+ ning weapons inflict lightning damage, and scale with faith. 


sy, } Apyromancy tome from Izalith containing pyromancies of 
} the witches. Give to the old master pyromancer to learn 
} chaos pyromancies of Izalith. Chaos pyromancies manipulate 


Bates t Acquisition Found on a corpse in the Smouldering Lake. 
t 

I 

t lava, and birthed all later forms of pyromancy. 


gS. pooa 


LARGE DIVINE EMBER BLACKSMITH UPGRADE ij 


tracert Acquisition Found on the petrified blacksmith in the Tomb of the 
Giants. 

Ember required for weapon ascension. Large divine ember, 
of secret church rites. Intended for select divine blacksmiths. 
Ascends +5 divine weapon. Allows reinforcement to +10, on 
par with the very weapons of the Gods. 


LARGE EMBER BLACKSMITH UPGRADE ee] 


TTT Acquisition Found in a chest in the Depths. 

{ } Ember required for weapon ascension. A large, high-quality 
{ } ember. Handled by the blacksmiths of Astora. Ascension for 
) +5 standard weapon. Allows reinforcement to +10. Also, 


i can ascend +5 std wpn to raw won. (raw weapon can be 
reinforced to +5) 


Ebner, 
{LARGE FLAME EMBER BLAcKsmiTH UPGRADE ip 
TRA Acquisition Found in a chest in Demon Ruins. 


} Ember required for weapon ascension. Large flame ember 
used in ancient rites. Handled only by blacksmiths knowl- 

| edgeable in ancient methods. Ascends +5 fire weapon 
Allows reinforcement to +10, the most powerful level for fire 
i Se _ weapons. 


| LARGE MAGIC EMBER BLACKSMITH UPGRADE ip 


heesmsr + Acquisition Found in a chest in The Duke's Archives. 

} Ember required for weapon ascension. Large magic ember, 
t } a form of sorcery. Handled only by the Vinheim magic black- 
f } smiths. Ascends +5 magic weapon. Allows reinforcement to 
i | +10, the most powerful level for magic weapons. 


seminal 


{ LaRGE TITANITE SHARD REINFORCEMENT ip 


yo nN Abe t Acquisition Sold by multiple merchants, found in various loca- 

: tions, dropped by various enemies and particular Crystal Lizards. 
Titanite shard for weapon reinforcement. Larger titanite 
material. Reinforces standard weapons to +10, and raw 
weapons to +5. Titanite shards are fragments of the Legend- 
. ay Slabs. Titanite is etched into weapons to reinforce. 


LARGE “ne SHARD REINFORCEMENT up 


Sold by Stone Trader Chioanne (Majula) after defeat- 
ing the Old Iron King (Iron Keep), sold by Steady Hand McDuff 
(The Lost Bastille), found in various locations, dropped by various 
enemies and particular Crystal Lizards. 

Large titanite shard used to reinforce equipment. Reinforces 
: equipment up to +6. Titanite was discovered in an ancient 

+ layer of earth, and is said to be a gift of the gods. Titanite of 
this size has tremendous power, and is a very rare find. 


[ LOGAN'S SCROLL MERcHAN ADE ng 
Lasts { Recetas Dropped by the Court Sorcerer (Profaned Capital. 


i Secret scroll of the Profaned Capital court sorcerers, 
f containing sorceries of Logan. Give to a sorcerer to learn Lo- 


gan’s sorceries. The court sorcerers used this scroll to claim 
heirship to Logan's legacy, though how that claim stands up 
to closer scrutiny is another story. 


ge 
t LONDOR BRAILLE. DIVINE TOME MERCHANT UPGRADE mg 
Fate 4 Sold by Yuria of Londor (Firelink Shrine) or the Shrine 


Acquisition 
{ , Handmaid (Firelink Shrine) after providing her Yuria’s Ashes. 
A braille tome of Londor, first spoken by Liliane of the Sable 


} Church. Give this to a storyteller to learn miracles of Londor. 
This is a forbidden tome, as it offers salvation to all Hollows, 
. and conversely curses all things living. 


[ MAGIC STONE Ixrusion up 


| rE * Requisition Sold by Stone Trader Chioanne (Majula) after defeat- 
| ing Velstadt, the Royal Aegis (Undead Crypt), found in a chest in 
Undead Crypt, dropped by various enemies and particular Crystal 


Lizards. 
An altered state of titanite. Use on weapon to convert 
}  wielder’s intelligence into attack. Cannot be used on shields. 
+ Sorcerers at the Melfian Magic Academy once attempted to 
imbue titanite with various elements, but are said to have 
failed. Someone must have succeeded, though; what else 
would explain this stone? 


{ OLD MUNDANE STONE Infusion up 


Faz F pequisition Sold by Stone Trader Chioanne (Majula) after defeat- 
=] ing Velstadt, the Royal Aegis (Undead Crypt), dropped by various 


‘enemies and particular Crystal Lizards. 
| An altered state of titanite. Use to imbue weapons with 
power of the mundane. Cannot be used on shields. People 
' do not look favorably on the banal, but sometimes even the 
—""_ most mundane of objects can cast things in a most pleasant 
light. 


{ PALESTONE INFUSION ll } 
ike { Found in Brume Tower, dropped by Stone Trader 


Acquisition 
i Chioanne (Harvest Valley/Majula), by Old Knights (Heide’s Tower of 
Flame) and by particular Crystal Lizards. 


, Analtered state of titanite. Use on a weapon or shield to 
undo all imbued powers. This does not revert reinforcement, 
' but undoes imbued powers such as magic, fire, poison, etc. 


a ae 


aT 


Acquisition Sold by Stone Trader Chioanne (Majula) after defeat- 
ing Velstadt, the Royal Aegis (Undead Crypt), found in various 
locations, dropped by various enemies and particular Crystal 


[ PETRIFIED DRAGON BONE REINFORCEMENT 
a 


] 
; Hear 

* Alarge petrified bone. Reinforces equipment made from 

| special souls. Commonly called dragon bone, but the verac- 
“+ ity of the name is questionable. In any case, this petrified 

bone houses great power. 


Found on a corpse in Farron Keep, the Profaned Capi- 
tal and the Painted World of Ariandel, dropped by Ghrus (Farron 
Keep), Eider Ghrus (Farron Keep) and Rotten Slugs (Farron Keep). 
A gem of infused titanite. Discovered in the rotted forest 
of Farron. Used in infusion to create poison weapons. Such 
weapons inflict poison-laced damage that gradually eats 
away at foes. 


POISON STONE Inrusion uf 


'* Acquisition Sold by Stone Trader Chloanne (Majula) after defeat- 
"ing the Looking Glass Knight (King’s Passage), found in a chest 
in Harvest Valley and on a corpse in Earthen Peak, dropped by 
various enemies. 
An altered state of titanite. Use to imbue weapons with 
poison, or to provide poison reduction to shields. Sorcerers 
at the Melfian Magic Academy once attempted to imbue 
titanite with various elements, but are said to have failed 
Someone must have succeeded, though; what else would 
[ PROFANED COAL Inrusion 


explain this stone? 
mp 
i amet Acquisition Found on a corpse in Irithy!! Dungeon. 
=) Coal used for weapon infusion. Remnants of the fire that 
7 burned down the Profaned Capital, preserved in an icy skull. 

Give to the blacksmith in the shrine to allow the use of gems 
for dark, blood, and Hollow infusion. 

i 


Acquisition Found on Quelana’s body in the Smouldering Lake. 
A pyromancy tome of Quelana containing her unique spells. 
These pyromancies can only be taught by a female master. 
Give to a female pyromancy master to learn Quelana’s pyro- 
- mancies. Quelana, the sole surviving witch of Izalith, once 
a accepted a human pupil, but after the pupil moved on, she 


ED GEM INFusion 


Byes Yash | 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine) aft 
providing her the Captain's Ashes, found on a corpse in Lothrie. 
Castle, dropped by Lothric Knights, dropped by a particular Cc 5 
Lizard (Grand Archives). rystal 
A gem of infused titanite. Forged the weapons of Lothric 
! knights. Used in infusion to create refined weapons. Refined 
weapons are difficult to wield properly, and scale effe: ‘ 
with strength and dexterity. 


tively 


{ REPAIRBOX PLaveR UPGRADES 


es 21 if 
Acquisition Sold by Andre of Astora (Undead Parish 

Male Merchant (Undead Burg). hee add le 
Specialized mortar used to repair weapons and armor by 
grinding repair powder. Rest at a bonfire to make weapon 
and armor repair possible. Repair powder is fragile, and can- 
not be taken along 


+peanr + 
i 
tz 
LR AA 


RITE OF KINDLING PiayerUrcRrApEs | 


re = 


ir t Acquisition Awarded after defeating Pinwheel (The Catacombs) 
{ a. i 
Hl e 
' j 


This secret rite allows bonfires to be bolstered further with 
GE'S COAL INFusion 


Kindling, so that even more Estus can be collected. Kindling 
was a sacred rite passed down among clerics, but all Un- 
dead can imitate the process, in the same manner that they 
restore their Hollowing with humanity. How peculiar that 
humans had found little use for humanity until they turned 
Undead. 

Ti | 


Acquisition Found on a corpse in Farron Keep. 

Coal used for weapon infusion. The white magic flame 
produced by this coal was given to the Undead Legion long 
ago by one of the Crystal Sage twins. Give to the blacksmith 
in the shrine to allow the use of gems for crystal, blessed, 
and dark infusion 


; 


S 


ss oe 
never took another. [ SAGE'S SCROLL MERCHANT UPGRADE r | 
[ Raw GEM INFUSION Ty a agit t Acquisition Found on the corpse of a Mushroom Parent in Farron 


Acquisition Found on a corpse in Lothric Castle, dropped by vari- 
ous types of Hollow Soldiers and a particular Crystal Lizard (High 
‘Wall of Lothric). 

Agem of infused titanite. Forged the weapons of Lothric 
foot soldiers. Used in infusion to create raw weapons. Raw 
weapons are easily wielded and have higher attack, but lose 


oF scaling effects. 
[ RAW STONE Infusion up 


Baas art Acquisition Soid by Stone Trader Chloanne (Majula) after defeat- 
_, ing Velstadt, the Royal Aegis (Undead Crypt), found in a chest in 

if rier hs dropped by various enemies and particular Crystal 

4 rds. 

¢ : An altered state of titanite. Changes weapon class to Raw. 

“ ) Cannot be used on shields. This unusually hard titanite raises 

“+ a weapon's physical attack power, but lowers strength and 


dexterity bonuses. 

If 
Acquisition Given once after trading unupgraded Pyromancy 
Flame with Hawk Girl (Undead Asylum), found on corpses inThe 
Great Hollow, dropped by particular Black Knights (Undead Asy- 
lum/Kiln of the First Flame) and particular Crystal Lizards. 
Titanite chunk for weapon reinforcement. Red titanite has 
powerful fire energy. Reinforces fire weapons to +9, and 
chaos weapons to +4. With the discovery of chunks in 
Lordran, the race to locate the Legendary Slabs has begun. 
But could they be mere myth? 


{ RED TITANITE SLAB ReinroRCceMENT 


Acquisition Given once after trading unupgraded Ascended Pyro- 
mancy Flame with Hawk Girl (Undead Asylum), found in a chest in 
Lost Izalith, dropped by Chaos Eaters (Lost Izalith). 

Red titanite slab for weapon reinforcement. Legendary Slabs 
were the domain of the Gods. Reinforces fire weapons to 
+10, and chaos weapons to +5. Legendary Slabs are the 
heirlooms of a nameless blacksmith deity, who forged the 
weapons of other Gods. Weapons forged with this slab 
become rare legendary weapons. 


{ RED TITANITE CHUNK Reinforcement 
oped 
caspase 


Keep. 

Scroll containing sorceries of the Crystal Sages. Give to a 

} sorcerer to learn sorceries of the Sages. As any sorcerer 
knows, sorcery is a talent, and these sorceries were refined 
to nurture a very special talent. 


‘ 
.. 


SHARP GEM Inxrusion 


cemented 


Acquisition Found on a corpse in the Catacombs of Carthus, 
dropped by Carthus Warriors (Catacombs of Carthus), Corvian 
Knights (Painted World of Ariandel) and particular Crystal Lizards. 
A gem of infused titanite. Forged the unique curved swords 
of Carthus. Used in infusion to create sharp weapons, A 
swordsman can appreciate a sharp weapon, for they scale 
effectively with dexterity. 

Th | 


Acquisition Found on corpses in various locations, dropped by 
Corvians. 

A gem of infused titanite. Also known as stark stone. 
Reverses weapon infusion. Has the benefit of undoing the 
effects of infusion without reducing the reinforcement level 


ao 


———— a 


i 
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[ SHRIVING STONE inrusion 


formas ot 


a 
' | 
5 — 


| SIMPLE GEM Infusion 


Acquisition Found on a corpse in Irithyll Dungeon, the Painted 
World of Ariandel and The Ringed City, dropped by Jailers (Irithy!! 
Dungeon) and a particular Crystal Lizard (Irithyll of the Boreal 
Valley). 

A gem of infused titanite, said to be an object of infatuation 
} for victims of stunted development. Used in infusion to cre- 
+ ate simple weapons. Simple weapons inflict magic damage 
and restore FP very gradually, to help even a simpleton 
muster some mettle. 


Steet + 
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por sat 
| TITANITE SLAB R&inrorcemeNT 


(Undead Asylum), found in various locations, dropped by Giants, 
Darkwraiths, certain Black Knights and certain Crystal Lizards. 
Titanite chunk for weapon reinforcement. Not found outside 
of Lordran. Reinforces standard weapons to +14, and crys- 
tal, lightning weapons to +4. With the discovery of chunks in 
Lordran, the race to locate the Legendary Slabs has begun 
But could they be mere myth? 


Acquisition Sold by Stone Trader Chloanne (Majula) after defeat- 
ing Velstadt, the Royal Aegis (Undead Crypt), found in various 
locations, dropped by various enemies and particular Crystal 
Lizards. 


{ TITANITE CHUNK 2s 


tregacet ect 
i \ 

{ 1 

t ' 

i Titanite chunk used to reinforce equipment. Reinforces 

: } equipment up to +9. Titanite was discovered in an ancient 


+ layer of earth, and is said to be a gift of the gods. There are 
said to be only a scarce few titanite chunks in the world. 
{ TITANITE CHUNK fini Ti i 


TTT Acquisition Given once after trading a Black Firebomb or Rope 
{ Black Firebomb with Nestling Crow (Firelink Shrine), sold by the 


} | Shrine Handmaid (Firelink Shrine) after providing her the Dragon 
‘ + Chaser’s Ashes, found on corpses in various locations, dropped by 
i 
i 


RCEMENT 


| various enemies and particular Crystal Lizards. 
} Titanite chunk for weapon reinforcement. Reinforces weap- 
ons to +9. Few records of chunks exist, and once one was 
discovered in Lothric, the race to locate Legendary Slabs 
began, but there have been no reports of success. 

i 
Acquisition Given once after trading a Blacksmith Hammer and 
an Avelyn with Nestling Crow (Firelink Shrine), sold by Greirat of 
the Undead Settlement (Firelink Shrine) after second scavenging 
departure, or the Shrine Handmaid (Firelink Shrine) after provid- 
ing Greirat’s Ashes or Dragon Chaser’s Ashes, found on corpses 
and in chests in various locations, dropped by Ravenous Crystal 
Lizards and certain normal Crystal Lizards. 
Titanite altered by a soul. Reinforces soul-transposed weap- 
ons to +4. Weapons forged by soul transposition can only be 
reinforced by titanite of the same kind. In rare cases, crystal 
lizards devour souls, growing to monstrous proportion and 
leaving these great scales. 


{ TITANITE SHARD REINFORCEMENT if 


' Acquisition Sold by multiple merchants, dropped by various 

’ enemies and particular Crystal Lizards. 

Titanite shard for weapon reinforcement. Most common ti- 
| tanite material. Reinforces standard weapons to +5. Titanite 
shards are fragments of the Legendary Slabs. Titanite is 
etched into weapons to reinforce. 


ou + 


TITANITE SCALE REINFORCEMENT 


— + 


g a) 


{ 


1 


Fee SO 


a 
TITANITE SHARD REINFORCEMENT uf 
aeacent Sold by Stone Trader Chloanne (Majula) and Black- 


smith Lenigrast (Majula), found in various locations, dropped by 
various enemies and particular Crystal Lizards. 
Titanite shard used to reinforce equipment. Reinforces 
* equipment up to +3. Titanite was discovered in an ancient 
) Jayer of earth, and is said to be a gift of the gods. Titanite of 
this size has very little power, but it is still a rare find. 

Tr | 


TITANITE SHARD REINFORCEMENT 


tppntsmet Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Dreamchaser’s Ashes, found on corpses in vari- 
ous locations, dropped by various enemies. 
Titanite shard for weapon reinforcement. Reinforces weap- 
ons to +3. Titanite shards are fragments of the Legendary 
Slabs. Titanite is etched into weapons to reinforce. 

i} 


kes ssansct 


—— } 


Acquisition Sold by Stone Trader Chioanne (Majula) after defeat- 
ing Velstadt, the Royal Aegis (Undead Crypt), found in various 
locations, dropped by various enemies, NPCs and particular 
Crystal Lizards. 

Titanite slab used to reinforce equipment. Reinforces 

} equipment up to +10. Titanite was discovered in an ancient 
+ layer of earth, and is said to be a gift of the gods. One of 
the original slabs that provided the world with all forms of 
titanite. Titanite slabs were created to smith the weapons of 
the gods, or so the legends say. 


[TITANITE SLAB Rewrorcement 
SE a: 


Can be found in 15 different locations per playthrough 
(8 in the base game; 7 in DLC areas). 
Titanite slab for weapon reinforcement, said to once belong 
| to the gods. Reinforces weapons to their highest level. 
Titanite slabs are smithing materials of the gods, and weap- 
{ons reinforced with slabs will be admired no less than their 
precious legendary weapons. 


pee : eee z £ 2 

[ TRANSPOSING KILN Piaver UrcRant i | 

Fite ’ Requisition Awarded after defeating the Curse-rotted Greatwood 
(Undead Settlement). 


An old transposing kiln from Courland, crafted with stitched 
crystal lizard hide. Give to Ludleth, Lord of Cinder, to 
conduct soul transposition. This kiln can transpose twisted 
souls to craft special items with their concentrated essence. 
~ Deemed forbidden by those unable to make proper use of it. 


TWINKLING TITANITE REINFORCEMENT if 


Given once per after trading various Moss Clumps 
with Hawk Girl (Undead Asylum), sold by Giant Blacksmith (Anor 
Londo), dropped by Man-Eater Shells, Guardians and any Crystal 
Lizard 
This weapon-reinforcing titanite is imbued with a particu- 
larly powerful energy. Reinforces weapons that cannot be 
reinforced normally to +5. After this titanite was peeled from 

its Slab, it is said that it received a special power, but its 
[ TWINKLING TITANITE REiNroRcemeNt uf 


specific nature is not clear. 
ereg + Requisition Sold by Stone Trader Chioanne (Majula) after defeat- 
ing Velstadt, the Royal Aegis (Undead Crypt), found in various 
locations, dropped by various enemies, particular Crystal Lizards 
and The Pursuer [SotFS]. 
A form of titanite with special power. Reinforce equipment 


' ) that cannot normally be reinforced up to +5. What cosmic 


particular Crystal Lizards. 
‘Twinkling titanite for weapon reinforcement. Reinforce 
burns is a fresh cinder indeed. Before feeding upon death, 

$ Raoar one must first pray to it. 


weapons steeped in strength to +4. These unique weapons 
ESP TS. 


Acquisition Awarded after defeating the Stray Demon (Undead 
Asylum), found in Royal Wood, given after progressing Siegmey- 
er's and Sieglinde’s quests, dropped by particular Crystal Lizards 
and Darkwraiths (New Londo Ruins). 

Titanite slab for weapon reinforcement. Legendary Slabs 
were the domain of the Gods. Reinforces standard weapons 
+ to +15, and crystal or lightning weapons to +5. Legendary 
Slabs are the heirlooms of a nameless blacksmith deity, who 
forged the weapons of other Gods. Weapons forged with 
this slab become rare legendary weapons. 


==" = & event could have created such a powerful class of titanite? 
[ TWINKLING TITANITE REINFORCEMENT i | 
TTT TL Aquisition Given once after trading a Large Leather Shield and 
cannot be reinforced with ordinary titanite, nor can they 
be infused. Unless one uses this twinkling titanite, which 
reinforces these weapons without unraveling their inherent 
[ VERY LARGE EMBER BLACKSMITH urceape 22) Lena 
TT TYNE Acquisition Found in a chest in New Londo Ruins. 


I } Prism Stone with Nestling Crow (Firelink Shrine), sold by Greirat 
of the Undead Settlement (Firelink Shrine) after second scaveng- 
' ing departure, or the Shrine Handmaid (Firelink Shrine) after 
} ' providing Greirat’s Ashes or Dragon Chaser’s Ashes, dropped by 
q ) 
strength. 
[UNDEAD BONE SHARD PiAven UPGRADE TT | 
TTT ET Acquisition Found in 10 different locations per playthrough. 
t } Undead bones that yet burn. Cast it into the shrine bonfire 
, to boost the recovery provided by the Estus Flask. The bon- 
| fire's cinders are the bones of Undead, and a bone that still 
) Ember required for weapon ascension. Huge ember of high- 
est quality. Handled by the blacksmiths of Astora. Ascension 
for +10 standard weapon. Allows reinforcement to +15, on 
par with the greatest weapons of legend. 


a eee are 


| 


[ ARCHIVE TOWER GIANT CELL KEY krv | 


Acquisition Sold by Andre of Astora (Undead Parish). 
Tool used to etch titanite into weapons for reinforcement. 
Rest at a bonfire to make weapon reinforcement possible. 


is a 


Rly { Acquisition Found in a chest in The Duke's Archives. 
| i Key to the giant cell below the Duke's Archive Tower. The 

{ giant cell once imprisoned countless maidens, but is now 
i | empty, save for a few key persons. They struggle to uphold 
t ‘ 


their sanity, as the horde of “mistakes” writhe at a fearfully 


close proximity. 
[ ARCHIVE TOWER GIANT DOOR KEY ki) y 


Acquisition Given once after trading a Sunlight Medal with Hawk 
Girl (Undead Asylum), dropped by various enemies, greataxe- 
wielding Black Knights and particular Crystal Lizards. 


4 Titanite chunk for weapon reinforcement. White titanite has 
-: powerful miracle energy. Reinforces divine weapons to +9, 
) and occult weapons to +4. With the discovery of chunks in 
“+ Lordran, the race to locate the Legendary Slabs has begun. 
But could they be mere myth? 

D 


WHITE TITANITE SLAB REINFORCEMENT 
Acquisition Found on a corpse in Tomb of the Giants and Chasm 


et 
ER of the Abyss, dropped by Pinwheel Servants (Tomb of the Giants). 
f 
f 
i 


WHITE TITANITE CHUNK RetNrorceMENT I } 


meant 


White titanite slab for weapon reinforcement. Legendary 
Slabs were the domain of the Gods. Reinforces divine weap- 
‘ons to +10, and occult weapons to +5. Legendary Slabs are 
the heirlooms of a nameless blacksmith deity, who forged 

* the weapons of other Gods. Weapons forged with this slab 
become rare legendary weapons. 


ee 


PROGRESSION ITEMS 


Found on a corpse in Aldia’s Keep, dropped by the 
Bone Dragon after defeating the four Forlorn Dark Spirits that are 
q tied to the four braziers (Aldia’s Keep) [SotFS]. 
‘| Key used in the mansion of Aldia. King Vendrick condemned 
* his own elder brother to the mansion. They both sought the 
! truth, but through different means, and their fervor meant 
iy 


“="* the eventual withering of their familial ties. 


ANNEX KEY Key 


Es Fee h if Acquisition Found on a corpse in the Painted World of Ariamis. 

) Key to the annex in the Painted World of Ariamis. In the 
| wintery painted world, there is a structure resembling an old 
i cathedral; its annex serves as a type of storehouse. 


\ 
i 
{ 
5 
{ ANTIQUATED KEY kry 


tours ua 


up 
+ Acquisition Found in a chest inThe Lost Bastille, 
*) This key is very old, but in very good condition, such that it 
n should still function. Only, what lock does this key fit? 


[ ARCHIVE PRISON EXTRA KEY Key | 
tpt Acquisition Found on a corpse in The Duke's Archives. 


serpent men were careless, for there are several keys scat- 


b a 

{ 

' 

{ 
DATE. 
t 

i ‘ tered about which fit Archive Tower cells. 


i Extra key to a cell in the Duke's Archive Tower. Perhaps the 


i} 
Acquisition Dropped by a particular Man-Serpent Soldier (The 
Duke's Archives) after first encounter with Seath the Scaleless (The 
Duke's Archives). 

Key to the cell of the Duke’s Archive Tower. The Archive 
Tower, once a trove of precious tomes and letters, became a 
prison after the onset of Seath’s madness. The serpent men 
who guard the prison know not the value of what they hide. 
In the basement of the tower are the writhing “mistakes” of 
the terrifying experiments which were conducted there. 


Acquisition Found in a chest in The Duke's Archives. 

Key to the giant door leading out from the uppermost floor 
of Archive Tower, which now serves as a prison. The key’s 
design resembles not the key of a prison; indeed, the tower 
was once no prison at all, but a trove of precious tomes. 


up 
Acquisition Given after talking to the Ancient Dragon (Dragon 
Shrine). 

Manifestation of ashen mist received from the ancient 


dragon. The magic of the ancient dragon allows one to delve 
into the memories of the withered 


Jk 
{ 
i 
f | 


[ ASHEN MIST HEART Key _ 
vases ; 


° 


[ BASEMENT KEY Key 


SES } 


iy 
Acquisition Found on a corpse in Undead Parish. 
} Opens the narrow passage leading below at the far face of 
the great bridge in the Undead Burg. The lower Undead Burg 
| is a treacherous place. Do not turn your back on the wily 
thieves, or the wild dogs who serve the Capra Demon. 


t 
i 


[ BASIN OF VOWS Key nD | 


sition Dropped by Emma, High Priestess of Lothric Castle 
(High Wall of Lothric), or automatically given when revisiting her 
after defeating three Lords of Cinder. 
Chalice used in old ceremony in which Lothric knights take 
their vows. It is only a formality now, but it remains as an 
empty practice. Place this basin at a statue of a beheading 


knight. 

{ BASTILLE KEY kry up 

t Acquisition Found on a corpse in Belfry Luna or The Lost Bastille 
{SotFS]. 

Key to the cells of the Lost Bastille. Long ago, a bastille lord, 

} driven to desperation by the rapid spread of curse across the 
land, began to see each subject as a carrier of the blight, and 
locked them away in droves. This entire bastille was turned 

- 
into a prison, and left abandoned to rot with its prisoners. 

7 


Acquisition Awarded after defeating The Four Kings (The Abyss). 
j} Soul of one of the Four Kings, who fell to Dark. A fragment 
of a Lord Soul discovered at the dawn of the Age of Fire 
} Lord Gwyn recognized the foresight of these four great 
leaders of New Londo, and granted them their ranks and 
.. the fragments of a great soul. Although this is not a full Lord 
Soul, it can still satiate the Lordvessel 

iy 


Acquisition Awarded after defeating Seath the Scaleless (Crystal 
Cave). 
Soul of the albino dragon, Seath the Scaleless. A fragment 
| of a Lord Soul discovered at the dawn of the Age of Fire 
i Seath allied with Lord Gwyn and turned upon the dragons, 
for this he was awarded Dukedom, embraced by the royalty, 
™ and given a fragment of a great soul. Although just a piece, 
it will still satiate the Lordvessel. 
rae : } 


' Acquisition Awarded after defeating the Asylum Demon (Undead 
Asylum) on second encounter, given by Oscar of Astora after 
defeating Asylum Demon on first encounter. 

Key to the inner door of the Undead Asylum main hall. Big 
key belonging to a chosen Undead pilgrim. But this Chosen 
Undead knows not what this pilgrimage has in store 


[ BEQUEATHED LORD SOUL SHARD kry 

+o F eee a 
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f BEQUEATHED LORD SOUL SHARD KEY 
—— } 


[ Bic PILGRIM’S KEY Key 
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| BLACK EYE ORB key ; 1B ( CInpeRs OF A LORD kin Ty | 
| pmo sf Acquisition Found outside of Anastacia of Astora’s cage (Firelink Gaar * Requisition Awarded after defeating the Abyss Watchers (Farron 
Satay otier ptogrdeainig Lalarec of Carkit'e ataae: Pe? { ) Keep). i 


u 
| Mystical orb found on a Keeper's corpse. invade the world 
} of the murderer of a Fire Keeper, to defeat the perpetrator 
and reciaim the soul of the Fire Keeper. The Black Eye keeps 
constant watch on the oy, of the Gods, Anor Londo. 

Bin | 


(BLACK EYE ORB key 


loner 


H Cinders of a lord left by the Abyss Watchers. If the lords will 
} not return to their thrones themselves, let them return as 
cinders. The Watchers of the Abyss swore upon their shared 
wolf's blood, which also served as their mandate as lords. 


f CINDERS OF A LORD kr Sie | 


SR ae Found on the corpse of Rosaria, Mother of Rebirth 
t ' (Cathedral of the Deep) after progressing Ringfinger Leonhard’s 
quest. 
H , Arcane orb left on Rosaria’s corpse. Have faith her soul can 
i * be retrieved, by invading the world of her killer, and returning 
' ! victorious. The Black Eye is proof of vengeance, but often ap- 
SSS 


pears serene as it casts its gaze toward Irithyil. 


| { BLIGHTTOWN KEY key 


aoa ~ Acquisition Awarded after defeating Aldrich, Devourer of Gods 
pes (Anor Londo). 

4 Cinders of a lord left by Aldrich, Devourer of Gods. If the 
lords will not return to their thrones themselves, let them 
return as cinders. Aldrich became a lord by devouring men, 
but was disillusioned with his throne, and so took to devour 

~ ing gods instead. 


{ CINDERS OF A LORD key = ng 


[auceTTown ky Awarded after defeating the SGame Dragon (Depths). 

Key to Blighttown from the Depths of the Undead Burg. 

Swaliowed by the Gaping Dragon. As its name suggests, 

} Blighttown is a place of great pestilence. Even the polluted 
inhabitants of the Depths are aware of its dangers, and 

built this mighty door in hopes that they could remain safely 

~ separated. 


HE DARK SOUL kry Ill DLC2 9} 
Acquisition Awarded after defeating Slave Knight Gael (The 
Ringed City). 

Blood of the dark soul that seeped from the hole within 
Slave Knight Gael. Used as pigment by his lady in Anandel 
to depict a painted world. When Gael came upon the pygmy 
lords, he discovered that their blood had long ago dried, and 
so consumed the dark soul. 


BLOOD OF 


BRIGHTSTONE KEY key up 

Awarded after defeating Duke Tseldora in the Lord's 
Private Chamber (Brightstone Cove Tseldora), 
; Key to Brightstone Cove Tseldora. The eccentric Lord Tsel- 
} dora, known for his fascination with spiders, built a town and 
@ personal fortune by mining brightstone. One day, the town 
was overrun by spiders, but Lord Tseldora only stood by and 
watched, eerily contented. 

ipiciff 


i; BROKEN PENDANT Kry 
j 


Se a 
/ 
' 
4 


Acquisition 

Duke's Archives) after freeing Dusk of Oolacile from captivity 
(Darkroot Basin). 

| Half of a broken stone pendant. The vine appears to originate 
from Oolacile. A powerful magic can be sensed from this 
ancient stone. Yet men of this time can neither manipulate 
nor sense its power, which has a distinct air consisting of 
both reverence and nostalgia. 


Ss ¥ 4 Dropped by a particular Blue Crystal Golem (The 
e 


Ba + 


[ CAGE KEY kn ij 


t Acquisition Found on a corpse in Sen's Fortress. 
_ |} Key to the hanging cage in Sen's Fortress. If a hapless 
_} adventurer becomes fatigued during an imprudent attempt 
} to overcome the fortress, the serpent men will not kill him, 
| but lock him up in a lonely cage. Eventually, unless they have 
.. forgotten, they drag the victim off to who-knows-where. 


ult DLci 


+ Acquisition Found on a corpse in the Painted World of Ariandel. 
Umbral ash of the Captain of the Millwood Knights. With 

this, the shrine handmaiden will prepare new items. Long 
+ ago, when the Millwood Knights lost the forest they called 
home, they began a journey so long that even thoughts of 
a their sworn enemy washed away, replaced by a vision of a 
cold and brittle wood. 


CELL KEY key Ik 


1 Acquisition Found on a corpse in the High Wall of Lothric. 

Key to a cell holding thieves and the like. There is no short- 
age of brash thieves in Lothric, and these particular thieves 
likely scaled the wall from the Undead Settlement. But they 
are only willing to practice their thievery on the High Wall, 
for their fear of Lothric castle, rumored to devour men, 
keeps them clear of its grounds. 


CAPTAIN'S ASHES Umasrat ASHES 


Aas { Awarded atter defeating Lorian, Elder Prince and 
f Lothric, Younger Prince (Lothric Castle). 

Cinders of a lord left by Prince Lothric. If the lords will 

not return to their thrones themselves, let them return as 
{ Cinders. The Lothric bloodline was obsessed with creating 
@ worthy heir, and when this proved impossible, resorted to 
unspeakable means. Suffice it to say, the path to linking the 
fire is a cursed one indeed. 

my 


TF Requisition Awarded after defeating Yhorm the Giant (Profaned 
Capital). 


| CINDERS OF A LORD Key 


; Cinders of a lord left by Yhorm the Giant. If the lords will 

} not return to their thrones themselves, let them return as 
cinders. Lonely Yhorm became a Lord of Cinder to put the 
.. Profaned Flame to rest, knowing full well that those who 
~ spoke of him as lord were quite insincere. 


DILED SWORD Key i | 
mca r Acquisition Awerded after defeating hudex Gundyr (Cemetery of 
Ash). 


' ' 
Sword missing from the shrine bonfire. Cannot be equipped 

|} as a weapon. Thrust into the shrine bonfire to restore its 

| Power and enable travel between bonfires. This sword is 

¢ only bequeathed to chosen ash, as judged by the ludex, who 


~ awaits the arrival of ash as a scabbard. 
{ CONTRAPTION KEY key Il Dici} 
tent ' Acquisition Dropped by Sir Vilhelm (Painted World of Ariandel). 
t } The key to the contraption leading to the attic of the archive 


+ found on the edge of the Corvian Settlement. After Sir 
} Vilhelm led a white-haired woman to the attic of the library, 


, he kept this key as if it were his life. 

[ CORNYX'S ASHES Uwnat Asis i | 
T 77> [79 Acquisition Dropped by Cornyx of the Great Swamp (Undead 

f | SettlementFirelink Shrine). 

f _, Umbrai ash of Comyx of the Great Swamp. With this, the 

i , shrine handmaid will prepare new items. Cornyx was tired 
& and defeated until he discovered one final pupil, like so many 
£ pyromancers before him. 


CREST KEY Key 1 DLC1 } 


">. F Aequisition Found inside a Mimic chest in Oolacile Township. 
i ) Bent Crest Key. The grooves of the crest are enchanted, the 


ee 


CREST OF ARTORIAS Key I 
ae ‘Sold by Andre of Astora (Undead Parish), or dropped 


This crest opens a door in the Darkroot Garden sealed by 
ancient magic. The door leads to the grave of Sir Artorias 
the Abysswalker. Many adventurers have left for the grave, 
but none have returned, for they make easy prey for local 
bandits. With such dangers, the crest can do more harm 
than good in the hands of the uninitiated. 


Ra 
LS! ‘Acquisition Found in a chest in Undead Crypt. 
Pibeeats Acrushed eye orb with an unfocused gaze. The crushed eye 
writhes unsteadily, in search of dishonorable miscreants. 


} MDLC3 


| EYE OF THE PRIESTESS kry 


tom aoe a f Acquisition Found on a corpse in Frozen Eleum Loyce. 

f The eye of the first priestess who watched over Eleum 

if "| Loyce. Allows one to see the unseen. All the great priest- 
3) ) esses replaced one of their birth eyes with this, returning it 
te | after their term was complete 


LORE T 


DRAGON CHASER'S ASHES UmBRAL ASHES Ill 


Acquisition Found on a corpse in Archdragon Peak. 
Umbral ash of the fallen warrior who chose the path of the 
ancient dragons. With this, the shrine handmaid will prepare 


new items. Whatever it is, it is sure to grant strength to the 


EYES OF A FIRE KEEPER Kry tj m7 


toageeageat Found on a corpse in the Firelink Shrine of the 
(3 ) 


Untended Graves. 

A pair of dark eyes. Said to be the eyes of the first Fire 

| Keeper, and the light that was lost by all Fire Keepers to 
come. It reveals to the sightless Fire Keepers things that 
StF i. they should never see. 


DRAGON STONE key Ii DLC1 


Acquisition Found in a chest in Dragon's Sanctum after hitting 
particular switches. 

An extremely solid stone. Used to operate the Eternal 
Sanctum contraption. The heirloom of a race that discovered 


a dragon, worshipped its magnificence, and perished by its 
side. 


Awarded after defeating a particular Lion Clan Warrior 
| (Shaded Woods) after nullifying its petrification with a Fragrant 
{ Branch of Yore. 
a | Astrange key shaped like a wild beast’s fang. What manner 
f 
+ of dilettante would create such a key, and what might it 
7 } unlock? 


[ FANG KEY kr 


feangd 


— e - 


DRAGON TALON ky i DLci ff 


ie 


[ FORGOTTEN KEY kX 


the inside, is a magnificent city built for a great slumbering 
dragon. This talon clearly dates to ancient times, but great 


Acquisition Automatically given to player after owning the Crown 
‘of the Sunken King DLC, found on a corpse in Majula [SotFS]. 

A terribly worn dragon talon. Legend has it that in the deep- 
est reaches of the Black Gulch, behind a door locked from 
vitality emanates from it still. 


DREAMCHASER'S ASHES UMBRAL ASHES Ill 


Acquisition Found on a corpse in Farron Keep. 

Umbral ash of one who dreamt of joining the Undead Le- 
gion. With this, the shrine handmaid will prepare new items. 
In the end, the dream chasers who wandered aimlessly in 
the rotted forest found a sense of fulfillment. 


Acquisition Given by Oscar of Astora (Undead Asylum) at the 
start of the game. 

Key to the dungeon of the Undead Asylum to the North. A 
mysterious knight, without saying a word, shoved a corpse 
down into the cell, and on its person was this key. Who was 
this knight? And what was his purpose? There may be no 
answers, but one must still forge ahead. 


EASTERNER'S ASHES UMBRAL ASHES Il 


Acquisition Found on a corpse in Irithyll of the Boreal Valley. 
Umbral ash of an armor merchant from an eastern land. 
Surely the handmaid of Firelink Shrine can turn this into a 
few new things. The merchant, the captain of a clan of hunt- 
ers, was fascinated with weaponry. 


Ii DLC1 


Acquisition Found on a corpse in Dragon's Sanctum. 

Key to the inner chamber of the Eternal Sanctum. The 
Sunken King erected the Eternal Sanctum to shelter Sinh the 
Dragon. The Sanctum appears to be a solemn temple, but 

it is filled with devilish creatures that ensure no trespasser 
shall cause offense. 


EXCREMENT-COVERED ASHES UMBRAL ASHES Ill 


Acquisition Found on a corpse in Irithyil of the Boreal Valley. 
Unclean umbral ash coated with excrement. Perhaps it's 
possible the handmaid of Firelink Shrine could turn this into 
a few new things... “Oh to savor the sweet pungency but 
once more...” 


tree 
i 


* Acquisition Dropped by particular Elite Giants (Black Gulch). 

} Key found in the Gutter. Intricately designed, but of unknown 
+ origin. All manner of terrible things have been cast into the 

} Gutter in Majula, forming a settlement of filth and chaos. 


' from the Shrine of Winter, found on the road to the great 
Set 2. COSte: 


[a 
[ FROZEN FLOWER Kr 11 DLC3 
TPL Acquisition Automatically given to player after owning the Crown 
{ = gi} of the Ivory King DLC, found on a corpse in Drangleic Castle 

\ St [SotFS]. 

{ | Astone ornament shaped like a flower. Cold enough to 

{ * dampen the greatest heat. Opens the door to a new path 

§ 


GARRISON WARD KEY key 


Acquisition Found on a corpse in Frozen Eleum Loyce after light- 
ing four sconces. 

Opens the Garrison Ward of Eleum Loyce. The Garrison 
Ward was built to confine Chaos, and Eleum Knights remain 
there today, waiting for someone to lead the advance on the 
swollen flame, faithful to the King’s final orders. 


Sa 


GIANT'S KINSHIP Key 


uj 
LP mat Acquisition Awarded after defeating the Giant Lord (Memory of 
i Jeigh). 


Each king has his rightful throne. And when he sits upon 
it, he sees what he chooses to see. Or perhaps, it is the 
throne, which shows the king only what he wants. The 
flames roar, but will soon begin to fade, and only a worthy 
heir might burnish their light. What is it, truly, a claimant of 


the throne could desire? 
[ GRAND ARCHIVES KEY kry | 
Acquisition Found on a corpse in the Grand Archives after defeat- 
ing three Lords of Cinder. 
Key to the main entrance to the Grand Archives of Lothric 
With the fire fading, and the spreading pus of man tainting 
the castle, the Grand Archives closed its doors for good. To- 
day, only a few of its keys remain. This one likely belonged to 
Gotthard, one of the king's Black Hands, who fled the castle. 


GRAVE KEY Key 1p 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Mortician’s Ashes. 

Key to the barred door leading from the sewer below the 
Undead Settlement to a moist grave. The grave, which no 
longer receives visitors, was once the site of a statue of 
Velka, Goddess of Sin, and was believed to pardon wrongdo- 
ing, and lift curses. 


i 
{ 
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[ JAILER’S KEY RING Key i 


[ GRAVE WARDEN'S ASHES Umnat stirs Ty | 


ey t Acquisition Found on a corpse in the Catacombs of Carthus. 
Umbral ash of the grave warden of the catacombs of 
Carthus. With this, the shrine handmaid will prepare new 
items. The old man began as a squire, carrying his master’s 
accoutrements. He ended his days a grave warden, and 
carried them still. 


GREIRAT'S ASHES Umbrat AsHes 1g 


sigs” 4 Acquisition Found on a corpse in Irithyll Dungeon. 
t } Ring of keys to the Irithyll dungeon held by the jailer. Opens 
| most cell doors. On what grounds do they remain impris- 
' } oned, considering that by now they are mindless Hollows, or 
t | unrealized, gibbering fools? 


KARLA'S ASHES Umsrat AstHes Ty | 


+p Acquisition Found on a corpse in Irithyil of the Boreal Valley/ 
Grand Archives after progressing his quest, or dropped by him. 

Umbral ash of Greirat of the Undead Settlement. With this, 

the shrine handmaid will prepare new items. Greirat was 

a thief who fancied himself a martyr for the poor, which is 

what drove him to climb the wail. 


HAWKWOOD'S SWORDGRASS Key 1g 


Given by Andre of Astora (Firelink Shrine) after 
acquiring the Twinkling Dragon Torso Stone. 
Blood-stained swordgrass of Hawkwood, deserter of the 
Undead Legion. Traditionally, the Undead Legion of Farron 
sends the gravest of messages using swordgrass. “Come 
to the mausoleum in Farron. Only one can take the path of 
ancient dragons.” 


[HEAVY IRON KEY key 11 DLC2B 


+peaggeanat Automatically given to player after owning the Crown 

{ , ofthe Old Iron King DLC, found on a corpse in the Forest of Fallen 

i _. Giants [SotFS]. 

ti q A piece of iron shaped like a key. Past the altar deep within 

f the Iron Keep and through a door is the tower that the Old 

f = | Iron King used to produce iron, The unearthly weight of this 

ee * chunk of iron is a reminder of the Iron King’s own immeasur 
able strength. 

[ HOLLOW’S ASHES Umprat suits ug 

pment Acquisition Found on a corpse in the Firelink Shrine of the Un- 


tended Graves after progressing Yuria of Londor’s quest, dropped 
by Yoel of Londor (Firelink Shrine). 

Umbral ash of a Hollow who faithfully served a woman, 
only to become separated from her. With this, the shrine 
handmaid will prepare new items. It takes but a brief glance 
at this thing to easily envision Londor, the foreboding land 
of Hollows. 


{ HOUSE KEY kry up 
SaceTeTaTy 
— 


FE Given by exhausting Cale the Cartographer’s dialogue 


| (Forest of Fallen Giants). 
, Key to the abandoned house in Majula. Received from Cale 
| the Cartographer. In the past, Majula served as a dumping 
) ground for horrible things, but is now a gathering place for 
» 4 those with no better place to go. It seems this house in 
Majula was the final home for a few such souls. 


{ IRINA'S ASHES UMbRrAt ASHES Iit 


Dropped by Irina of Carim (Undead Settlement Fire- 
{ 


link Shrine). 

Umbral ash of Irina of Carim. With this, the shrine handmaid 
will prepare new items. Irina was a frail woman. This frailty 
led to her becoming a saint of Carim, and to her grand 

7 | treachery. 


_ % 


IRON KEY key up 


at Acquisition Found on a corpse in Iron Keep. 

| Key to the iron door of the Iron Keep. The Old Iron King’s 
castle sunk into a lake of fire, weighed down by the castle's 
iron, and the burden of the king’s conceit. Over the ages, the 
iron was stripped from the castle by opportunistic passers- 
©. by. The iron door, too, must be somewhere, far away. 


JAILBREAKER'S KEY Key il 


Acquisition Found on a corpse in Irithyll Dungeon. 

Key to the barred window in the Irithyll dungeon. But the 
window only leads to a bottomless black pit below, and 
above, a paltry view of the ruined Profaned Capital. The very 
architecture appears to be a cruel joke the jailers played on 
would-be escapees. 


FOS Requisition Dropped by Karla (Irithyll Dungeon/Firelink Shrine). 
Umbral ash of Karla. With this, the shrine handmaid will pre- 
pare new items. The spurned child of the Abyss never dies, 


but phases in and out of its fringes. Only, there is no one to 
search for her any longer. 


a a 


| KEY TO DEPTHS key if 


Sige 4 Recetalion Meer lod ster eae See ee 
j } rg). 
{ Key opening the door from the lower Undead Burg to the 
| 


- 


| Depths. Those banished from the Undead Burg eke out 
\ their existence in the Depths, a damp lair with no trace of 
sunlight. Nearly half of the Depths form a perilous flooded 
* labyrinth. 5 


up Gs 


| KEY TO KING'S PASSAGE Kev 


777 fae Acquisition Found in a chest in Drangleic Castle. 
' - \ Key to the King’s Passage, inside Drangleic Castle. King 
t 


| Vendrick tried all manner of things to purge the curse that 
| threatened his kingdom. But when every last attempt failed, 
the King fled through the King’s Passage. 


+ 


| KEY TO NEW LONDO RUINS Key if 


* Aequisition Found in a chest in Blighttown. 
} Key to the iron bars separating the ruins of New Londo and 
i | Drake Valley. The ruins of New Londo were blocked off, for 
{ 


} the cursed ghosts posed danger to life and spirit, and the 
legends speak of a terrible Dark which was sealed away. 


i 
R- 


{ KEY TO THE SEAL key if 


Eats  Mequisition Given by Ingward (New Londo Ruins) after being 
f j granted the Lordvessel (Anor Londo), or dropped by him. 
Key to the floodgates of New Londo, which seal away the 


, Four Kings who fell to Dark. The Sealers flooded New Londo 
to banish the Darkwraiths and the Four Kings. The agonizing 
decision was made with the realization that countless lives, 

* and the robust culture of the city, would be lost. The victims 


now roam the ruins as ghosts. 
[ LADDER MINIATURE key up 
ri . Acquisition Sold by Laddersmith Gilligan (Earthen Peak/Majula), 
or dropped by him. 


t 
h ; A smail ornamental ladder. A quaint little thing, but only for 
t _) show. This ornament does not seem to have any particular 
j EB} function, and should not be worth much, but is sold at an 
: i exorbitant price. 

LENIGRAST'S KEY Key uj 
Po yak} Acquisition Sold by Merchant Hag Melentia (Forest of Fallen 

: Giants/Majula). 


{ 

f Key of Blacksmith Lenigrast of Majula. Majula, the land of 

f 5 exiles, is comprised of abandoned old houses, one of which 
i 

t 


Lenigrast has fashioned into a workshop. 
Ce 


LIET CHAMBER KEY Key Ty | | 


PE Fen, Acquisition Given by Ringfinger Leonhard (Firelink Shrine) after 
ay acquiring a Pale Tongue. 

4 Key to the room of the lift that descends to the deepest 
4 dungeon in Lothric. A surviving Darkwraith, from the land 
- _ swallowed by darkness, is said to be held there. 
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LORD SOUL Key 


Acquisition Awarded after defeating Bed of Chaos (Lost Izalith). 
Soul of the Bed of Chaos and the mother of all demons. 
This Lord Soul was found at the dawn of the Age of Fire. The 
Witch of Izalith attempted to duplicate the First Flame from 
a soul, but instead created a distorted being of chaos and 
fire. Its power formed a bed of life which would become the 
source of all demons, and is more than enough to satiate 
the Lordvessel. 


I 


LORD SOUL Key 
Acquisition Awarded after defeating Gravelord Nito (Tomb of the 


Soul of Gravelord Nito, first of the dead. This Lord Soul was 
discovered at the dawn of the Age of Fire. Gravelord Nito 
administers the death of all manner of beings. The power of 
this soul is so great that it satiates the Lordvessel, despite 
the fact that much of its energy has already been offered to 


death. 

LORDVESSEL Key I 
Acquisition Given by Gwynevere, Princess of Sunlight (Anor 
Londo) after Dragonslayer Ornstein and Executioner 


defeating 
p ‘Smough (Anor Londo), or dropped by her. 
ib Lordvessel bestowed upon the chosen Undead who is des- 
tined to succeed Lord Gwyn. The chosen Undead is granted 
the art of warping between bonfires. To open the final door, 
place this vessel on the Firelink Altar, and fill it with powerful 
souls. 


LORETTAS BONE kKry Ill 


Acquisition Found on a corpse in the Undead Settlement. 

Old, discolored human bone with several holes bored into 
it. A woman's corpse in the Undead Settlement was found 
clutching this bone. Her name was Loretta. 


MASTER KEY Key I 


Acquisition Available as starting gift, sold by Domhnall of Zena 
(Firelink Shrine). 

This universal key opens any basic lock. Tool of the trade for 
thieves. But in the cursed land of the Undead, most doors 
are better left unopened. 


MORTICIAN’S ASHES UMBRAL ASHES Il 


Acquisition Found on a corpse in the Undead Settlement. 
Umbral ash of a resident of the Undead Settlement who 
made a living burying corpses. With this, the shrine hand- 
maid will prepare new items. 


MYSTERY KEY Key I 
of Acquisition Found on a corpse in Undead Parish. 


The purpose of this key is unknown. It appears to be a basic 
prison cell key. 


nee 


OLD CELL KEY Key Il 


i Acquisition Found in a chest in Irithyl! Dungeon. 

| Key to the oldest cell in the Irithyll dungeon. The first pris- 
oner of the dungeon was a lone giant. Cells for men were 
built at his feet. 


OLD WOMAN'S ASHES Umsrat Asis Tar DLC2 
ppt Acquisition Found on Stone-humped Hag’s (The Dreg Heap) Fi 
corpse after touching the embraced shell (The Ringed City), or 


) dropped by her. 
Ce= , Umbral ash of the old stone-humped woman. With this, the 
shrine handmaid will prepare new items. Things that have 


dreadfully run their course accrue at the great dreg-heap 
This old woman was once the wet nurse of royalty. 
[ ORBECK'S ASHES Umnrat Astits | 


$a TPH’ Acquisition Found on a corpse in the Grand Archives after pro- 
gressing Orbeck of Vinheim’s quest, or dropped by him. 
Umbral ash of Orbeck of Vinheim. With this, the shrine 
handmaid will prepare new items. Orbeck was fascinated 
with sorcery but without means, so offered to serve as 
an assassin in exchange for acceptance into the Dragon 
Academy, believing that one day he could reinvent himself 
as a sorcerer. 

pelh Ti | 


Acquisition Found on a corpse in the Cathedral of the Deep. 
Umbral ash of a worn-out paladin who sought the Cathedral 
of the Deep. With this, the shrine handmaid will prepare 
new items. This paladin paid quite a price for his headstrong 
justice. 


[ PALADIN’s ASHES | MBRAL ASHES 
permet 

ke 
pe on 
a? 
{ sheen 
§ 


Rides 


[ PATCHES’ ASHES UmBrAt Asis Beapeai {711.5 itr | 


pp’ Acquisition Dropped by Unbreakable Patches. 

Umbral ash of Unbreakable Patches. With this, the shrine 
handmaid will prepare new items. Patches never lost heart, 
and never looked back. He marched in one direction, and 
that direction was dead ahead. Did you see him passing by? 


iy 
' Acquisition Found in Undead Asylum after revisiting it via the 
) giant crow in Firelink Shrine. 
| Asstrange doll in strange dress. There once was an abomina- 
tion who had no piace in this world. She clutched this doll 
tightly, and eventually was drawn into a cold and lonely 
painted world. 


PECULIAR DOLL stn 
tae t + 


\ 
+= - ‘- 


ea ae ~ 1? lemme 


i | 
r Acquisition Found on a corpse in Irithyll Dungeon. 
Umbral ash of the prisoner chief of the catacombs. With 
this, the shrine handmaid will prepare new items. The pris- 


oner chief used his clout to hoard all manner of things, but 
died without putting them to use. 


[ PRISONER CHIEF'S ASHES Umsrat AsHES 


taper 
es 


ip 
Sold by Undead Male Merchant (Undead Burg), or 
dropped by him. 
Key to a residence in the Undead Burg. Simple, sturdy de- 
| sign of the locks in the Burg keep out unwanted visitors. But 
5 this is a standard key in these parts, and will open several 

residences. 
= 
up 


ROTUNDA LOCKSTONE KEY 


we Jana Acquisition Dropped by Licia of Lindelt (Heide’s Tower of Flame) 


tess trept 


\ 


is 
j either normally or via Crushed Eye Orb. 

} Astone which rotates the Majula Rotunda. Insert into the 
4 central pillar to align the rotunda with a different passage- 

5 way. Nothing magical about it, but a fine feat of engineering 
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| TOWER KEY key 


{ SCORCHING IRON SCEPTER Ky 11 DLC2hf 
past Acquisition Found on a mechanism at the bottom of Brume Tower. 


) Avscorching-hot iron scepter. Used to activate contraptions 
| by transferring heat to Brume Tower. When the Old Iron 

} King wrested this dilapidated region from the kingdom of 
Venn, the act required all the resources the enfeebled lord 
could muster. But with the discovery of this iron-producing 
miracle, he was reborn as a powerful leader. 


{ SEWER CHAMBER KEY kry_ Bit a if 
TPP py Acquisition Found on a corpse in the Depths. 

f } Key to the sewer chamber in the Depths. In any community, 

f , a few bad apples are sure to exhibit insatiable greed. If they 

' 

i 


| were turned Undead, and banished to the Depths, would 


, they reconsider their ways? Use this key to see for yourself. 


FES te. 
[SMALL DOLL key Tih | 
+20 fr Acquisition Awarded after defeating the Deacons of the Deep 
(Cathedral of the Deep). 

Small silverwork doll depicting a young squire. In the legend- 
i } ary old city of Irithyll situated in the Boreal Valley, the Pontiff 

i '  Sulyvahn gave this doll to valued subjects, so that they 

might use it to cross the barrier when they return home. 
Listen carefully, and you can hear it say, “Wherever you go, 
the moon still sets in Irithyll. Wherever you may be, Irithyil is 
your home.” 


[SMALL ENVOY BANNER kry IL DLC29 


Acquisition Found on a corpse in The Dreg Heap after defeating 
the Demon Prince. 


t 

} 
4 The small banner used by envoys of Great Lord Gwyn in the 
; 

f 

« 


days of yore. Face the ringed cliff and hold the banner high 
to summon facilitators of transport. For the pygmies, who 
took the dark soul, the Great Lord gifted the Ringed City, 

an isolated place at world’s end, and his beloved youngest 


daughter, promising her that he would come for her when 
the day came. 

[ SMALL LOTHRIC BANNER kr) iy | 

‘Peet Given by Emma, High Priestess of Lothric Castle 
(High Wall of Lothric) after talking to her, or dropped by her. 

| Small banner held by Lothric messengers. Hold up outside 

} the main castle gate to be greeted by an escort. When the 

| High Wall appeared, the path to the Undead Settlement was 


blocked, and messengers came bearing this banner. They 
> were sent out with a duty, but had no way of returning. 
uf 


Awarded after defeating The Last Giant (Forest of 
Fallen Giants). 
Key to the soldier's door in the Forest of Fallen Giants. A 
fort was erected in the forest to face the Giants, but now 
the soldiers are lost and Hollowed. They are enfeebled, but 
not without honor, and continue to steadfastly defend their 


country. 
aa) 


ees 


SOLDIER KEY key 


SWORD OF AVOWAL Key 


Be + Acquisition Given by the Old Woman of Londor (Anor Londo) 
f after progressing Yuria of Londor's/Anri of Astora’s quest. 
e Ceremonial sword of Londor. Cannot be equipped as a 


weapon. It is said that a rite of wedlock will presage a true 
Hollow lord. Your spouse's name is Anri, who patiently 
5B awaits a rightful lord, deep within the mausoleum. 


TOWER KEY kin 1 DLC2B 


~~ wf Acquisition Found on a corpse in Brume Tower. 
SD Key that opens the door to Brume Tower. Long ago, the 
eu "} tower used to produce a seemingly endless supply of iron. 

4 The King used it to create iron soldiers and an iron castle. 
Legend has it he even tried his hand at forging a dragon out 


PENS OOP We teed 


Ti 
Ween * Acquisition Sold by the Shrine Handmaid (Firelink Shrine). 
t | Key to the decrepit tower behind Firelink Shrine which leads 
‘ to the Bell Tower. The Bell Tower is the grave of Fire Keepers 
' past. When a Fire Keeper has served her purpose, she is led 
{ to true darkness, where she enjoys a long-deserved sleep. 


! 
i | 
Acquisition Given by either Mild-Mannered Pate or Creighton 
the Wanderer (Brightstone Cove Tseldora) after progressing their 
quests. 
, Key to the den in Brightstone Cove Tseldora. The fools that 
venture into Tseldora, unaware of the ancient deeds that still 
* haunt the cove, are transfigured into unspeakable malforma- 


* tions. 
i} 


Acquisition Given by talking to Oscar of Astora (Undead Asylum). 
Key to the iron bars on the east side of the second floor of 
the North Undead Asylum. The Undead Asylum is a giant Un- 
| dead prison, segmented by countless iron bars. Even if an 
Undead were to escape from a cell, passage to the outside 
world would not be gained easily. 


TSELDORA DEN KEY key 
t--- F 


UNDEAD ASYLUM F2 EAST KEY Key 
te Fa 


fa 
( UNDEAD ASYLUM F2 WEST KEY kr if 
am "Requisition Found on a corpse in Firelink Shrine. 


7 } Key to the iron bars on the west side of the second floor of 
| ‘ 


the North Undead Asylum. The Undead Asylum is a giant 
Undead prison, segmented by countless iron bars. But even 
q UNDEAD LOCKAWAY KEY kev 


if a hero found a key in Lordran to liberate this prison, would 
| L 
t 
) 


he have the means, or the heart, to ever come back? 
uf 


Acquisition Found on a corpse in Huntsman’'s Copse; location 
within this area changed for [SotFS]. 

Key to the prison in the Huntsman's Copse. The Undead 
hunts during the reign of the Old Iron King took place in 
this forest, and the cells in which the Undead were held 
still stand there to this day. However, the march of time has 
eroded away any difference between the captors and the 
captives. 


[ WATCHTOWER BASEMENT KEY key 


TE nm 


i} 
Acquisition Found on the petrified blacksmith in Darkroot Garden. 
Key to the basement of the watchtower in the Undead Burg. 
The basement of the watchtower forms a stone cell. There 
are rumors of a hero turned Hollow who was locked away by 
a dear friend. For his own good, of course. 


TH 
© Aequisition Found on a corpse in Irithyll Dungeon. 
Umbral ash of a sorcerer who explored the golden sorcer 
ies of a long-lost land. With this, the shrine handmaid will 
prepare new items. They were called xanthous scholars, but 
some foolishly imitate them by simply dressing in yellow. 


YURIASS ASHES Umonat Astes lll 


TT OT ef Acquisition Dropped by Yuria of Londor (Firelink Shrine). 
Umbral ash of Yuria of Londor. With this, the shrine hand- 
maid will prepare new items. Having three founders of the 
Black Church ensured Yuria's legacy would survive. Her two 
sisters could carry the torch, making certain their lord claims 
the flame, for the sake of all Hollows. 
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G 


|} 


[APPLAUSE 


q COLLAPSE 


Cant be Sa learreat 
from Hawkwood the 
Deserter (Firelink 
Shrine). 


0 | 


Acquisition 

Can be learned 

from Greirat of the 

Undead Settlement 

(Firelink Shrine) 

after providing him 
Loretta’s Bone. 


[ DARKMOON LOYALTY. | 


Acquisition 

Can be learned from 
Sirris of the Sunless 
Realms (Firelink 
Shrine) after provid- 
ing the Dream- 
chaser's Ashes to the 
Shrine Handmaid 
(Firelink Shrine). 


a 


Acquisition 

Can be learned 

by exhausting 
Vengarl of Forossa’s 
dialoy ue misreded 


Wor 


—_—=—- = 5 =- ” - 
Can be learned from 
| | Ringfinger Leonhard 
' (Firelink Shrine) after 
' acquiring the Red 
i | Eye Orb. 
i 
- ee : 
| BECKON <SEE i 
oe 7 P Acquisition aS + 
7 Available from the y 
t start of the game. i 
{ { 
[ BECKON i TT | 
Can be learned by % 
| exhausting Yoel of i 
f Londor’s (Firelink 
' Shrine) dialogue. | 
| i 
| | 
[ if (Decarrrare 
= Aequielti IPAS 
: Available from the 
i | start of the game. H 
{ t 
j 
{ i 
| Bow sets up DIGNIFIE D > BOW 
+ } 


Acquisition 
Available from the 
start of the game. 


Acquisition 

Can be learned from 
Yuria of Londor 
(Firelink Shrine). 


ao 


Acquisition 
Available from the 
| start of the game. 


isition 
Can be learned from 
Blue Sentinel Targray 
(Cathedral of Blue) 
after joining the Blue 
Sentinels covenant 
and acquiring a 
Token of Fidelity. 


BY MY SWORD 


ca 
h 


‘Acquisition 

Can be learned after 
summoning Black 
Hand Gotthard (Far- 
ron Keep/rithyll of 

) the Boreal Valley). 


rm 


DUEL BOW 
+ 


isition 
Can be learned 
after summoning 2 
Londor Pale Shade 
(Farron Keep/irithyll 
of the Boreal Valley). 


4 
[ HURRAH! 


i} 
5 Ruy * Acquisition 
Can be learned from 
t Andre of Astora 
(Undead Parish). 


[ HURRAH! uf 
+ Acquisition 


T Can be learned by 

H exhausting Captain 
Drummond's dia 
logue (Memory of 
Vammar). 


| HURRAH! Te 
isition 
catpe learned from 


Andre of Astora 
(Firelink Shrine). 


4+-- -¢ } 


Acquisition 
Available from the 
start of the game. 


{| WON'T BITE 


panne 


uisition 
Available from the 

H start of the game 

for most starting 
classes, can be 
learned from Domh- 
nall of Zena (Depths/ 
Firelink Shrine). 


LEGION ETIQUETTE 
LOOK SKYWARD 
MOCK 


t 


f MY THANKS! 


NO WAY 


A 


Ty 
Canileltion 
an be learned fro; 
the Old Wolf of as 
ron (Farron Keep) 


y 
Acquisition 
Can be learned from 
Shiva of the East 
(Blighttown), 


Ty 
Acquisition 
Can be learned from 

Straid of Olaphis 

(The Lost Bastille) 
after nullifying his 
petrification with a 
Fragrant Branch of 
Yore. 


ny | 
Acquisition 
Can be learned after 
dying to or defeating 
Knight Slayer Tsorig 
(Catacombs of 
Carthus/Smoulder- 
ing Lake) 


up 
+ Acquisition 
Available from the 
start of the game. 


Acquisition 
Can be learned from 
t Benhart of Jugo 
(Majula) after nullify- 
, ing the ification 
of Rosabeth of Mel- 
fia with a Fragrant 
Branch of Yore. 


Acquisition 
Available from the 
t start of the game. 


PATCHES SQUAT uf 
TANT Acquisition 
Can be learned from 
Unbreakable Patches 


$ (Firelink Shrine) 


[ PATH OF THE DRAGONIII J 
Acquisition 


A Can be learned from 
i the Drakeblood 
Knight's body 
(Consumed King’s 
Garden) after defeat- 
ing Oceiros, the 
Consumed King. 


im ie 
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Acquisition 

Can be learned after 

) trading a Homeward 
Bone x any oan 

)  reward-providing 

| item with Nestling 
Crow (Firelink 

) Shrine). 


Acquisition 

Can be learned by 
talking to Grave 
Warden Agdayne 
(Undead Crypt) 
without having your 
torch ignited. 


A [jump rorjoy — 


i 
pop 7 OF Acquisition 

i Available from the 
t start of the game. 


| 
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0S + Acquisition 
Available from the 


start of the game. 


L Fou NT DOWN if 


<3 N Ts DOWN 


isition 
Avaiabie from the 
start of the game. 


ug 
Acquisition 
Available from the 
start of the game. 


t 


[ POINT FORWARD I | 


ees 


ae 


{ POIN T FORWARD 


Acquisition 
Available from the 
start of the game. 


isition 
Available from the 
start of the game. 


h 


a POINT UP | : ip 
Acquisition 
Available from the 
start of the game. 


*~ Acquisition 
Available from the 
start of the game. 


[ PRAISE THE SUN 


Acquisition 

Can be learned from 
the Sunlight Altar 
(Undead Parish). 


Y 


Acquisition 

Can be learned at 
the Altar of Sunlight 
(Harvest Valley). 


ene THE E SUN 


us 


‘Acquisition 

Can be learned from 
the Altar of Sunlight 
(Lothric Castle). 


{ PRAYER 


& 


Acquisition 
Available from the 
start of the game 
for Knight and 
Cleric classes, can 
be learned from 
Reah of Thorolund 
(Firelink Shrine), 


Acquisition 

Can be learned 
from Irina of Carim 
(Undead Settlement) 
after choosing the 
“Touch” dialogue 
option. 


_ PROPER BOW 


. 


Acquisition 

Can be learned from 
Dusk of Oolacile 
(Darkroot Basin). 


PROPER BOW 


L 


Acquisition 

Can be learned 
after joining the 
Rosaria’s Fingers 
covenant and offer- 
ing at least one Pale 
Tongue, defeating 
Yellowfinger Heysel 


(Road of 


rifices) 


and summoning 
Yellowfinger Heysel 
as a White Phantom 
(Farron Keep). 


__ PROSTRATION 


pS SLD Saal. 5 
| PROSTRATION 


aoa } 


{ PUMPED UP 


rec aad 


isition 


Acqui 

Can be learned 
from Trusty Patches 
(Firelink Shrine). 


[ PROSTRATION — 


Acquisition 

Can be learned from 
Laddersmith Gil- 
ligan after passing 

2 Souls-spending 
threshold. 


Can be kt 


Unbreakable Patches 
(Cathedral of the 
Deep/Firelink Shrine) 
after progressing his 
quest and choosing 

the “Do not feciee 
him” dialogue 
option. 


Acquisition 
Available from the 
start of the game. 


{ Quie T RESOLVE 


oh 


pa 

Can be learned 
from Anri of As- 
tora (Irithyll of the 
Boreal Valley) after 
progressing Anri’s 
quest. 


" REJOICE Ty | 

a * Acquisition 
Can be learned after 
progressing Sieg- 
ward of Catarina's 
quest (Cathedral of 
the Deep). 

REST iil j 


Acquisition 
Can be learned after 
resting at a bonfire. 


Ss 


" RIGH Ty-HO! 


& 


‘SHRUG a | 


Available Auctable from the 
start of the game. 


Acquisition 

Can be learned from 
Petrus of Thorolund 
(Firelink Shrine). 


[ SILENT ALLY Ty | 


Acquisition 

Can be learned from 
Orbeck of Vinheim 
(Firelink Shrine) after 
buying Aural Decoy, 
Farron Flashsword, 
Pestilent Mist and 
Spook. 


+— -- } 


Acquisition 

Can be learned from 
Siegward of Cat 
after defeating the 
Demon (Undead 
Settlement), 


Acquisition 

Can be learned 

i from Laddersmith 
Gilligan's body (Pro- 


at fanedt Capital). 


Fascias 
| THIS ONE'S ME up 
1s Con'ba ieerned rorn 


Chancellor Well 
(Orangleic Castle). 


[ TOAST il J 
tose + Acquisition 
Can be learned from 
Siegward of Catarina 
after defeating the 
Demon (Undead 
Settlement). 


Fc 
_ WARCRY | 


Acquisition 
Available from the 
start of the game. 


Acquisition 

Can be learned 
after defeating 
Scorpioness Najka 
(Shaded Woods} 
and then talking to 
Manscorpion Tark 
(Shaded Woods) 
after equipping the 
Ring of Whispers. 


Acquisition 
Available from the 
start of the game. 


Acquisition 
Available from the 
start of the game. 


Acquisition 
Available from the 
start of the game. 
WELCOME uf 
' Can be learned from 
j Crestfalien Sauiden 
(Majula). 
= : = 
[ WELCOME Ti | 
Tr 7 = * Aequisition 
; Can be learned from 
{ Cornyx of the Great 
{ Swamp (Firelink 
f Shrine). 


| WELL! WHAT Is IT! 


a 


learned 
Oswald of Carim 
(Undead Church’ 
Parish). 
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[ ABYSS SEAL ty 


> Acquisition Given by Darkdiver Grandahl after joining the Pil- 
grims of Dark covenant. 
Ring of the Pilgrims of Dark covenant. Increases the attack 
strength of hexes, but casting them reduces HP What is 
dark? Perhaps we already know. We fear dark, yet find 
solace in it. Those who join this covenant can see the hidden 
~ Dark Chasm. 

i 


[ AGAPE RING 


Wmezesgct Sold by Straid of Olaphis (The Lost Bastille) if the 
i ; player's Soul Memory counts at least 30000. 
ee | Aring affixed with an open vessel. The vessel insatiably ab- 


sorbs souls in place of its wearer, who is left unaware even 
of their collection. All things are rooted in souls, but what 
drives our thirst for them? Abstinence from this elixir may be 
the truest homage to an enduring self. 


[ ALDRICH’S RUBY Ty 

Te Acquisition Dropped by a particular Deep Accursed (Anor Londo). 
| Amalformed ring left by Aldrich, Saint of the Deep. Recovers 
HP from critical attacks. Aldrich, infamous for his appetite for 


flesh, apparently had the desire to share with others his joy 
of imbibing the final shudders of life while luxuriating in his 


victim's screams. 
[ ALDRICH'S SAPPHIRE 1g 
42D Tt Acquisition Dropped by a particular Deep Accursed (Cathedral of 


f | the Deep). 

f * Amalformed ring left by Aldrich, Saint of the Deep. Recovers 
& + FP from critical attacks. Aldrich, infamous for his appetite for 
i 


flesh, apparently had the desire to share with others his joy 
of imbibing the final shudders of life while luxuriating in his 
victim's screams. 


| 
Fe 


a Noese a 


[ ANCIENT DRAGON SEAL 


Given by Magerold of Lanafir (Iron Keep) after joining 
the Dragon Remnants covenant. 
Ring of the Dragon Remnants covenant. Slightly increases 
Estus Flask HP recovery. Possessing a dragon scale is proof 
of its owner's prowess. Strength should always be displayed 
boldly, and meted out justly. Members of the covenant who 
bear dragon scales can fight with one another. The survivor 


of the duel claims the dragon scale of the opponent. 
uf 
Acquisition Found in a chest in the Grave of Saints. 
} Knuckle ring worn by Rhoy the Explorer. Increases petrifica- 


tion resistance. Petrification is tantamount to death, and in 
that sense, this knuckle ring is a charm that may save your 


life. 
fei aS TH | 


BES ' Acquisition Found on a corpse in the Untended Graves. 
Gray crystalline ring crafted from shards. Increases FP 
} restored by Ashen Estus Flask. Once a treasure brought be- 
} 

i \ 


[ ASH KNUCKLE RING 
a } 


SAGE see 


EsTUS RING 


fore Lothric’s Queen, she had it enshrined in the Cemetery 
of Untended Graves, so that one day an Unkindled might 
profit from its use. 


BANEFUL BIRD RING 


esasaet Acquisition Found on a corpse in Brume Tower. 

| Ring of Raime the traitor. Reduces stamina loss when 
blocking with shield. Raime was an agile swordsman who 
served King Vendrick, but after resigning from his post, he 
reconsidered his way of life and was born again as a stalwart 
warrior. 


I DLC2B 
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BELL KEEPER'S SEAL 


lisition Given by the Bell Keeper of Alk 
j | Sat anor joining the Bell Keepers pete ‘oY Seay 
{ Ring of the Bell Keeper covenant. Join this covenant and 
wear this ring to be automatically summoned to the world 
| ; of an invader of the bell keepers’ domain. The twin bells 


symbolize the bond between two lovers who could never be 
united. The bell keepers are their eternal guardians, For that 
is their love; that is their curse 


[ BELLOWING DRAGONCREST RING I | 


4 


Acquisition Sold by Griggs of Vinheim (Firelink Shrine). 


A special ring granted to only the most accomplished sorcer. 
ers at Vinheim Dragon School. The ring is engraved with an 
everlasting dragon, and boosts the strength of sorceries. 


3 - 


[| BELLOWING DRAGONC REST RING 


— 
t 2 
BLOODBITE RING 


Ty | 
Acquisition Found on a corpse in Irithyll Dungeon. 
A special ring given to those who are deemed fit to under 
take the journey of discovery in Vinheim, home of sorcery. 
Greatly boosts sorceries. Apropos to the Dragon School, 
the seal depicts an everlasting dragon. A bellowing dragon 
symbolizes the true nature of the consummate sorcerer. 


One of the infamous bite rings commissioned by Sir Arstor 
of Carim. Despite the dreadful rumors surrounding its cre- 
ation, this ring is an unmistakable asset, in its ability to help 
prevent bleeding 


[ BLOODBITE RING 


uf 
F Acquisition Sold by Cromwell the Pardoner (Brightstone Cove 
| \ Tseldora), given by Crestfallen Saulden after joining the Way of 
Blue covenant and reaching rank +1 

| ; One of several “bite” rings, known for their peculiar design 
Hl Increases bleeding resistance. The similar, oddly disturbing 

) design of these rings suggests a common source. Whoever 
CERES + the master craftsman was, he clearly knew his trade 

TH | 


Settlement). 
One of the bite rings native to Carim. Increases bleed 
resistance. The crafting of these rings is forbidden, perhaps 
owing to a fear of malleable stone. Clerics, however, dabble 
a freely in the art. 
i | 


era + Acquisition Given by Crestfallen Saulden (Majula) after joining 
i , the Way of Blue covenant. 
Ring of the Way of Blue covenant. Increases HP slightly. The 
Way of Blue is not a developed religion. It is a humble prayer 


o> «lee 


BLUE SEAL 2 


that spread naturally amongst those seeking help. When 
apostles of Blue are invaded by dark spirits, they can receive 
~ assistance from masters of other worlds. 


[ BLUE TEARSTONE RING 


Acquisition Found on a corpse in Undead Burg. 
The rare gem called tearstone has the uncanny ability to 
sense imminent death. This blue tearstone from Catarina 
boosts the defence of its wearer when in danger. 


| BLUE TEA’ RSTONE R 


Ree | Acquisition Found in a chest in Belfry Luna, given by Crestfallen 
| | Saulden after joining the Way of the Blue covenant and reaching 
, rank +3, 
| Aring set with a rare tearstone. Reacts when the wearer 
| is in danger, temporarily increasing its wearer's physical 
' defense. Caitha, goddess of tears, mourns those who have 
=e =""*> lost loved ones by shedding pure tears of blue. It is said that 
the stone set in this ring is one such tear. 


BLUE TEARSTONE RING SMSooT 


[ CHLORANTHY RING 1g 


temas * Requisition Given by Greirat of the Undead Settlement after free- 

| , ing him from captivity (High Wall of Lothric). 
| Aring set with a large rare tearstone jewel. Temporarily 
' + boosts damage absorption when HP is low. This stone is 
| 


1 ae ' Requisition Found on a corpse in the Undead Settlement. 
} This old ring is named for its decorative green blossom, 
but its luster is long since faded. Raises stamina recovery 


speed. 
said to be a tear of sorrow of the goddess Caitha, and of { 
€ course, tears are always more beautiful near death. pe 
= ie aaa = = avai seul er ss = a 
[ BRACING KNUCKLE RING © is up CLEAR BLUESTONE RING up 
27 '  Aequisition Found on a corpse inThe Lost Bastille. 


} easier for you. Sometimes, you just need your tried-and-true 


} Knuckle ring worn by Rhoy the Explorer. Slows equipment 
degradation. Expensive, flashy gear will not always make life 
equipment to last the long haul. 


[ CALAMITY RING KE sh ipiciff 
Syn, Acquisition Awarded after defeating Black Dragon Kalameet 


\ | (Royal Wood). 

i | Arting enchanted by the orange eye of Kalameet, the bringer 
t i} of calamity. Doubles damage received by its wearer. A use- 
| less ring befitting of no finger. Best left unknown, or at least 


well hidden. 


Brag ' Acquisition Sold by Carhillion of the Fold (Majula). 

i 4 A ring that belonged to Fiorenza, the only truly moneyed 
merchant in Voilgen. Shortens spell casting time. Fiorenza 
used his riches to buy up trinkets of luxury and rare collect- 
ibles, but was ruined after years of excessive debauchery. 


{ CLORANT HY RING if 


Acquisition Found on a corpse in The Great Hollow. 
: } This ancient ring, engraved with a large green flower, is of 
unknown origin. Hastens the regeneration of stamina. 


[ CALAMITY RING U1} {COVENANT OF ARTORIAS if 
Ege F Acquisition Given after performing the Path of the Dragon gesture 1 " Requisition Awarded after defeating Great Grey Wolf Sif (Darkroot 
Garden). 


is merely a symbol of dragon worship, a thing quietly passed 
down amongst its most fervent adherents, some of whom 
become convinced the task has been bestowed upon them 
as a sacred duty. 


{ in front of a particular statue (Archdragon Peak). 
f ; Aring made from the orange eye of a calamitous dragon. 
{ } Receive double damage. This ring has no useful powers, and 


GEE. 


[ CARTHUS BLOODRING UL 


bh. Acquisition Found on a corpse in the Catacombs of Carthus. 
i | Ring worn by warriors of the sand kingdom, Carthus. Boosts 
f rolling invincibility, at the cost of defense. The sword tech- 
j ; 
| 
5 — - - 


nique of Carthus allows for fluid movement with a curved 
sword. Masters of the technique are said to dazzle their op- 
ponents by moving as weightlessly as a grain of sand. They 
live for their High Lord Wolnir, conqueror of most kingdoms 
known to their people. 

Ti | 


CARTHUS MILKRING 


“TR Acquisition Found on a corpse in the Catacombs of Carthus. 

| } Ring worn by warriors of the sand kingdom, Carthus. Slightly 

' boosts dexterity and obscures the wearer while rolling. The 

i | sword technique of Carthus allows for fluid movement with 

t ,; acurved sword. Masters of the technique are said to dazzle 

t ,. their opponents by moving as weightlessly as a grain of 
sand, They live for their High Lord Woinir, conqueror of most 
kingdoms known to their people. 


[ CAT COVENANT RING - me. Coa 


a gi i 1 Acquisition Given after joining the Forest Hunter covenant. 

t |} Ring granted to those bound by the Forest Hunter covenant. 
i } Answer Alvina’s summoning. The white cat Alvina speaks 

t } a human tongue and has lived since the early Age of Fire. 

{ 4 Alvina was a trusted friend of Knight Artorias and the Great 
£ . Wolf Sif 


I DLC 


Acquisition Given by Sister Friede (Painted World of Ariandel) 
after talking to her in the Ariandel Chapel, or found in this location 
after defeating her. 

One of the bite rings native to Carim. Increases frost 
resistance. This ring would never grace Friede's hand, for the 
painting and its frost became her home. 


{ CHILLBITE RING 
aro 


+ 


+ 


CHLORANTHY RING uf 


ie Found in a chest in the Forest of Fallen Giants, found 
in a chest in the Shaded Woods. 

The ring is named for its decorative green blossom, but its 
luster is long since faded. Raises stamina recovery speed. 


procs 


een | ee A Pere. oad, 


This ring symbolizes Knight Artorias’s covenant with the 
beasts of the Abyss. Its wearer, like Artorias himself, can 


traverse the Abyss. 
COvETOUS GOLD SERPENT RING I | 
Ease "Requisition Found on a corpse in Sen's Fortress. 


The serpent is an imperfect dragon and symbol of the Un- 
dead. Its habit of devouring prey even larger than itself has 
led to an association with gluttony. This gold ring, engraved 

| with the serpent, boosts its wearer's item discovery, so that 


| i=) 4 More items can be amassed. 

{ Cove TOUS GOLD SERPENT RING uf 

Fare * Requisition Found on a corpse in Iron Keep. 

' | Adgold ring depicting the snake, both the servant and mani- 
festation of the god of desire, Zinder. Greed is traditionally 


i | viewed as a vice, but only a coward sees every chance as 
' something to fear. 


L COVETOUS GOLD SERPENT RING Ty | 


~ "Requisition Found on a corpse in the Profaned Capital. 
} Agold ring depicting a snake that could have been, but 
never was, a dragon. Fallen foes are more likely to drop 
} items. Snakes are known as creatures of great avarice, 
f devouring prey even larger than themselves by swallowing 
; .. them whole. If one’s shackles are cause for discontent, 
perhaps it is time for some old-fashioned greed. 


a ais 
i COVE TOUS SILVER SERPENT RING } 
Baaz "Acquisition Found on a corpse in the Tomb of the Giants. 
i | The serpent is an imperfect dragon and symbol of the Un- 
H dead. Its habit of devouring prey even larger than itself has 

| led to an association with gluttony. This silver ring, engraved 
' , with the serpent, rewards its wearer with additional souls 
! =, for each kill. 
& COVETOUS SILVER SERPENT RING uf 
Bohn { Found in a chest in The Lost Bastille; placed elsewhere 


Acquisition 
j , in same area for [SotFS}. 
, Assilver ring depicting the snake, both the servant and mani- 
+ festation of the god of greed, Zandroe. Greed is traditionally 
, viewed as a vice, but only a fool allows that to ruin a good 
|. opportunity. 
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[ DARK STONEPLATE RING , ig 


{ COVETOUS SILVER SERPENT RING 


wy 
Acquisition Found in a chest in Firelink Shrine. 
A silver ring depicting a snake that could have been, but 
) never was, a dragon. Fallen foes yield more souls. Snakes 
‘a are known as creatures of great avarice, devouring prey even 
+ larger than themselves by swallowing them whole. If one’s 
Ua. Shackles are cause for discontent, perhaps it is time for 
uf 


some old-fashioned greed. 
| CREST OF BLOOD 
Digan’ Acquisition Given byTitchy Gren (Undead Purgatory) after joining 
| the Brotherhood of Blood covenant. 
!. Ring of the Brotherhood of Blood covenant. This ring is noth- 
/ ing special. Perhaps, in the end, an oath is but a window into 
. | the ambitions of the oath taker. If you have taken this oath, 


uy 
Given by the Rat King (Grave of Saints/Doors of Phar- 
ros) after joining the Rat King covenant. 
Ring of the Rat King covenant. Join this covenant and wear 
this ring to lure trespassers of the Rat King’s territory into 
your world. If you receive this ring, rejoice in the opportunity 
to demonstrate your allegiance to an eminently noble being. 


{ CURSEBITE RING oy I } 


Acquisition Found on a corpse in New Londo Ruins. 

One of the infamous bite rings commissioned by Sir Arstor 

of Carim. Despite the dreadful rumors surrounding its cre- 
ation, this ring is an unmistakable asset, in its ability to help 

Oe 


prevent curses. 
CURSEBITE RING ie up 


scat Acquisition Sold by Cromwell the Pardoner (Brightstone Cove 


Tseldora) and Magerold of Lanafir (Iron Keep). 

One of several “bite” rings, known for their peculiar design. 
Increases curse resistance. The similar, oddly disturbing 
design of these rings suggests a common source. Whoever 
the master craftsman was, he clearly knew his trade. 


+- BEF } Acquisition Found on a corpse in Irithyll of the Boreal Valley. 

{ } Stoneplates are symbols of true knights, and dark Purple 
stoneplates are granted to Undead knights. Increases dark 
damage absorption 


e . + 


DARK WOOD GRAIN RING I 4 

Acquisition Dropped by Shiva’s bodyguard after joining the For. 

est Hunter covenant. 

This special ring crafted in an Eastern land is made of gold, 

but with a wood grain crest on its surface. Agents of subter 

{ fuge in this faraway land are particularly fond of the dark gold 
* wood grain, which greatly alters its wearer's rolling action 


DARKMOON BLADE COVENANT RING if 
tars * Acquisition Given after joining the Blade of the Darkmoon 
| | covenant. 

Ring granted to those bound by the Darkmoon Blade cov- 
enant. Answer Dark Sun Gwyndolin’s summoning. Gwyndo- 
lin, all too aware of his repulsive, frail appearance, created 
the illusion of a sister Gwynevere, who helps him guard 
over Anor Londo. An unmasking of these deities would be 
tantamount to blasphemy. 


Acquisition Given after joining the Blades of the Darkmoon cov- 
enant and reaching rank +1. 

{ Ring of the moon deity Gwyndolin, youngest son of Gwyn, 
} | the First Lord. Adds many slots for attunement. Gwyndolin, 
{ also known as the Dark Sun, commands the Darkmoon 
Knights, and bestows this ring upon the best of them 


DARKMOON RING ae Lees 
re — = - 
i ) 
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OON SEANCE RING i} 


Acquisition Found on a corpse in The Catacombs. 
This ring is granted to adherents of Gwyndolin, Darkmoon 
deity and last born of Gwyn, Lord of Sunlight. Grants ad- 
i ditional magic attunement slots. The Dark Sun Gwyndolin 
is the only remaining deity in Anor Londo. His followers are 
few, but their tasks are of vital importance 

Ty | 


(Deer RING 


iy | 
t Acquisition Found on a corpse in the Profaned Capital. 
One of the bite rings native to Carim. Increases curse 
resistance. The crafting of these rings is forbidden, perhaps 
owing to a fear of malleable stone. Clerics, however, dabble 
freely in the art. 


Be 


DARK CLUTCH RI NG 


I DLc3 hf 


“ Acquisition Found on a corpse in Frozen Eleum Loyce. 

i Ring depicting a hand grasping a stone. Increases dark 
attack, but reduces physical defense. The origin of this ring 

} is unknown, but its design suggests one of the darker dei- 
ties. Effective use of this ring requires skill on the part of its 


wearer. 
LUTCH RING I | 


Acquisition Found in a Mimic chest in Irithy!! Dungeon. 

} Ring depicting a hand grasping a purple stone. Increases 

) dark attack, but compromises damage absorption. An old 

} fable in Londor claims that the lure of the clutch ring reaches 
} Out to the crestfallen, who might otherwise be overcome 
by despair. 


4 


str) 
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DARK C 


ar 


A ring bestowed upon students of a certain standard at the 
Melfian Magic Academy. Its dark-infused quartz increases 
dark defense. Pyromancer Glocken was criticized for crafting 
these replicas, but it is well known that they have saved the 
life of many a traveler. 


Dropped by a particular, non-hostile Deacon (Cathe 
dral of the Deep). 
A ring bestowed upon the Deacons of the Cathedral of the 
Deep. Allows attunement of additional spells. In the Cathe- 
dral slumber things most terrible, and as such, the deacons 
require a grand narrative, to ensure they do not falter in their 
duty. A philosophy, to ward away the madness beckoned by 
the grotesqueries at hand. 

up 


Tere Sold by Titchy Gren (Undead Purgatory) after joining 

{ , the Brotherhood of Blood covenant. 

{ | Assoft string-like ring tied around the finger. Makes it easier 

i } for invaders to find your world. Who would create such 4 

f ; "ng. and why? Perhaps the answer is better left unknown 

Sie sa 

{ DEXTERITY RING Il DLC2h 
Acquisition Found on a corpse in Brume Tower. 


An oddly deformed iron ring. Increases the dexterity of its 
wearer. The Old Iron King ruled over a great age of iron. The 
King’s power allowed him to mold iron freely, as if he held 
sway over the forces of life and creation. 

up 


Acquisition Given by Royal Sorcerer Naviaan (Aldia’s Keep) after 
progressing his quest, found on a corpse in Brume Tower. 

A protective ring set with gemstones of four different colors. 
Increases the wearer's resistance to magic, lightning, fire 
and dark. The artistry required to attune the varying pow- 
ers of four different stones within one ring could only be 
described as transcendental. There is only one sorcerer who 
could have done this; a man from the lost land of Olaphis 


torre 
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{ DISPELLING RING _ 
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DRAGONSCALERING TT | 


| FLAME QUARTZ RING 


Ph TT Requisition Found on a corpse in the Consumed King’s Garden. 
Ring of Oceiros, former king of Lothric. Reduces damage 
from backstabs. In his later years, Oceiros became fasci- 
nated with dragons. After going mad, he was more com- 
monly known as the Consumed King. Many assassins were 
dispatched to his domain, but none returned. The Consumed 
King ascribed his resilience to the divine protection of the 
dragon scale 

D 


Acquisition Dropped by the Hydra (Darkroot Basin). 

| This magic crown-shaped ring was granted to Princess Dusk 
of Oolacile upon her birth. The ringstone allows its wearer to 

} cast additional sorceries, but at the cost of one-half of HP 


=ROWN RING 


) 


Dusk CROWN RING 
+ 


(eee 


Acquisition Found on a corpse in Irithy!! Dungeon. 
} Leaf-colored crown ring bestowed upon the princess of 
Oolacile, ancient land of golden sorceries. Reduces spell FP 
consumption, but also lowers HP. Oolacile is synonymous 
for its lost sorceries, of which the xanthous sorcerers are 
dedicated scholars. This crown ring is a rare artifact of great 
magic heritage. 

= if 


EAST WOOD GRAIN 


TT ye of Acquisition Sold by Shiva of the East (Blighttown). 

i } This special ring crafted in an Eastern land is made of gold, 
} but with a wood grain crest on its surface. The ring slows 
the loss of weapon durability and is particularly useful to 

EsTUS RING 


bearers of delicate swords crafted in the East 
i | 
» * Acquisition Found on a corpse in Firelink Shrine. 
} Agreen ring crafted from shards. Increases HP restored by 


} Estus Flask. This ring was entrusted to a certain Fire Keeper, 
} but in the end she never met her champion, and the ensuing 


| 
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| tragic farce became a favorite tale of the masses. 
{ FARRON RING TT | 
Prams Acquisition Given by Hawkwood the Deserter (Firelink Shrine) af- 
[ , ter defeating the Abyss Watcher (Farron Keep), or dropped by him. 
t A ring given to Undead Legion of Farron. Reduces Skill FP 
consumption. The Abyss Watchers, for their hunting, re- 
i quired a sword technique that went beyond any existing art. 
f Wolf's blood provided just that, and this ring further extends 
the effect. 
[ Fire CLUTCH RING 
Peags f Acquisition Found in a chest in Frozen Eleum Loyce. 
} Ring depicting a hand grasping a stone. Increases fire at- 
) tack, but reduces physical defense. The origin of this ring is 
"} unknown, but its design suggests one of the darker deities. 
, Effective use of this ring requires skill on the part of its 
wearer. 


| Acquisition Found on a corpse in the Undead Settiement. 
, | Ring depicting a hand grasping a red stone. Increases fire 
| attack, but compromises damage absorption. An old fable 
} in Londor claims that the lure of the clutch ring reaches out 
} to the crestfalien, who might otherwise be overcome by 
+4. despair. 


FIRST DRAGON RING ul 


t Acquisition Given after joining the Company of Champions cov- 

) enant and reaching rank +2. 

A dragon signet ring. Grants its bearer the protection of 

dragons. Increases HP. stamina, and maximum load, but is 

easily broken. Raulmond, knight of Drangleic, served the 

A king by guarding the fort until his own demise, and was said 
to have cherished this ring throughout his life of service. 


up 
Lip Requisition Sold by Rosabeth of Melfia (Majula). 
i A ring bestowed upon students of a certain standard at the 
Metfian Magic Academy. Its fire-based quartz increases fire 
| defense. There are rumors that Pyromancer Glocken has 
; made a hefty profit selling these replicas. 


) 


| FLAME STONEPLATE RING 
tre - 


D | 
Acquisition Found in a chest in Sen's Fortress. 
Stonepiates, the symbol of a true knight, grant the strength 
to face various hardships. The red stoneplate symbolizes 
) fire, and boosts defence against flame. 


+ 


[ FLAME STONEPLATE RING 


ug 
To > + pequisition Found on a corpse in the Undead Settlement. 
' } Stoneplates are symbols of true knights, and red stonepiates 
} are granted to those who valiantly face Chaos. Increases fire 


f FLESHBITE RING 


mg 
De pe Acquisition Found on a corpse in the Grand Archives. 
t } One of the bite rings native to Carim. Raises poison, bleed, 
t | frost and curse resist. The crafting of these rings is forbid- 
; ) den, perhaps owing to a fear of malleable stone. Clerics, 
t , however, dabble freely in the art 


bang . 
\_FLYNN’S RING 
aa 


i Diciff 


r Acquisition Found in a chest in Dragon's Sanctum. 
| Ring of Flynn, the infamous thief. Utilizes the strength of the 
wind, such that lower equip load proportionally increases 
physical attack. Flynn was known as a tiny fighter who 

, Packed a mighty punch. Even the most skilled warriors in the 
land failed to capture him. 


. a Ty | 


TP ay Acquisition Found on a corpse in the Undead Settlement. 

j Ring of Flynn, the eulogized thief. Lowering equip load 

j increases attack power. Flynn fought with the wind on his 

} side, and was a hero among the weak and poor, yet even his 
t | admirers knew that it was little more than an idyllic fable. 

[ Gower’s RING OF PROTECTION Il j 
Bags '  Aequisition Found on a corpse in Shaded Woods from NG+ 

| onwards, and dropped after defeating the Executioner’s Chariot 

f ‘ (Drangleic Castie) |SotFS}. 

F , The ring of the assassin Gower, who has killed a half-dozen 

f ( kings, and several distinguished clergymen. Reduces dam- 


age taken from behind. For an assassin, whose own life is 
~~~" always at stake, the greatest liability is one's exposed back. 


(GREAT SWAMP RING Ty | 


gee Acquisition Dropped by a particular Great Crab (Road of Sacri- 
' 


| FLYNN’S RING 


' ) 


. 


| Ring said to be chiseled from the bone of a flame salaman- 

f | der by blighted Pyromancers living in the Great Swamp. 

{ Boosts pyromancies. It is believed that salamanders are the 

tyes .. descendants of demons, born of the Chaos Flame, from 
which Pyromancy is also said to have originated. 


[ GUARDIAN’S SEAL il ] 


erent Given by Blue Sentine! Targray (Cathedral of Blue) 
| covenant. 

j 

| 


after joining the Blue Sentinels 

| Ring of the Blue Sentinel covenant. Join this covenant and 
} wear this ring to be automatically summoned to the worlds 
, Of blue apostles who have been invaded by dark spirits. The 
. fing is engraved with the crest of the Way of Biue, symbol- 
izing the dignified oath to protect each world’s master from 
dark spirits. 
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{ HAVEL's RING ip 


ong Dropped by Havel the Rock (Undead Burg/Darkroot 


This ring was named after Havel the Rock, Lord Gwyn's old 
battlefield compatriot. Havel’s men wore the ring to express 
faith in their leader and to carry a heavier load. 


tra ing the Soul of a Stray Demon 
with Ludieth of Courland (Firelink Shrine). 
A ring for warriors keen on heavy accoutrements. Increases 
maximum equip load. This ring was named after Havel the 
Rock, the battlefield compatriot of Gwyn, the First Lord. The 
art of war has been a constant since ages past, and those 
who would follow in Havel's footsteps are no fewer now 
than in his own day. 


HAWK RING 


Acquisition Found in a chest in Anor Londo. 

One of the special rings granted to the four knights of 
Gwyn. The Hawk Ring belonged to Hawkeye Gough, who 
led the Greatarchers. Boosts bow range, so that arrows fly 
like they were shot by Gough's great bow, which took down 


” Y 
~, high-flying dragons. 
uy 


HAWK RING 


anf Acquisition Found on a corpse in the Forest of the Fallen Giants. 
4) Aring graced with the engraving of a hawk. Extends the 

|, range of arrows. Blue-eyed Durgo, the nomadic bowman, 
) had many a valiant victory in battle, half owing to the boon 


\ of this ring. 
au | 


lly. 

Acquisition Dropped by the Giant Archer (Undead Settlement), 
found on the corpse of the Giant Archer (Undead Settlement) 
after collecting all Young White Branches in Undead Settlement, 
Cathedral of the Deep and Farron Keep. 

Ring associated with Hawkeye Gough, one of the Four 
Knights of Gwyn, the First Lord. Extends the range of ar 
rows. In his later years, the giant Gough was blinded, but 
this did not prevent him from striking down a calamitous 
dragon with his Greatbow. 


iy 


| 


[ HORNET RING 


hettent Acquisition Found on a corpse in the Darkroot Garden. 

) One of the special rings granted to the four knights of 

+ Gwyn. The Hornet Ring belonged to the Lord’s Blade Ciaran. 

} By boosting critical attacks, its wearer can annihilate foes, as 
Ciaran’s dagger laid waste to Lord Gwyn’s enemies. 

HORNET RING iy 


af Acquisition Found at a particular grave at the Untended Graves 
} after defeating the Abyss Watchers (Farron Keep). 
+ Ring associated with the Lord's Blade Ciaran, one of the 
", Four Knights of Gwyn, the First Lord. Boosts critical attacks. 
| The masked Ciaran was the only woman to serve in Gwyn's 
|. Four Knights, and her curved sword granted a swift death to 
any and all enemies of the throne. 
i ir 


HORSEHOOF RING 


ney Acquisition Sold by Unbreakable Patches (or dropped) after 
Greirat of the Undead Settlement is simultaneously present in 
Firelink Shrine. 

An old ring with a seal depicting a horse’s hoof. Boosts kick 
effect. Unbreakable Patches adored this ring and the feeling 
that it gave it him when he kicked his marks into the depths 
of treacherous traps, but suffered no shortage of ridicule 
from his associates for relying so heavily on the tired old 
trick. But who is the sorrier? The horse who knows only 

to kick, or the fool who approaches the old beast without 
thought? 


ee aE 
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{ HUNTER'S RING i Ty 
+2 — + Acquisition Found on a corpse in the Grand Archives. Pa 
{ } Ring engraved with a portrait of a hunter. Increases dexter 
\ | ity. The hunters serve Lothric on the fringes and in the shad- 
I } ows. For generations, rulers of Lothric have relied especially 
{ ; upon the Black Hand hunters to punish enemies in ways that 
Fixeupasce the king’s Three Pillars cannot 
I} f 1LLusory RING OF A CONQUEROR _ uj 
Acquisition Given post-credits after clearing the game without 


dying. 

A ring of blue stone. The stone is misshaped, however 

} imperceptibly. Renders certain equipment invisible. Do not 
judge your foes by their appearance. He who approaches 

) without a sword carries two behind his back 


ORY RING OF THE EXALTED Ty 
t Acquisition Given post-credits after clearing the game without 

resting at a bonfire. 

A ring of yellow stone. The stone is misshaped, however 

} imperceptibly. Renders certain equipment invisible. Do not 

judge your foes by their appearance. He who approaches 

without a sword carries two behind his back 


U1 DLC3 


Acquisition Awarded after defeating the Covetous Demon (Frozen 
Eleum Loyce). 
Ring of the guardians of Eleum Loyce. Attacks greatly de- 
crease enemy stamina. Eleum Loyce existed to subdue the 
raging flame, but when the ivory gates were flung open, the 
land grew cold and lifeless. 

uf 


? Acquisition Found on King Vendrick’s stack of equipment in the 
Undead Crypt. 

A powerful soul is like a curse. And those with strong souls 

} must bear within themselves an even stronger curse 
Vendrick, King of Drangleic, used a powerful soul to keep the 
curse at bay. In the end, he sought the flame that began it 


~ all. Wear this ring to open the King’s Gate 
{ KNIGHT SLAYER'S RING _ ny | 


Acquisition Dropped by Knight Slayer Tsorig (Catacombs of 
Carthus/Smouldering Lake). 
Ring of the savage Tsorig, more commonly known as the 
Knight Slayer. Enemies lose more stamina when guarding at- 
tacks. Long ago, Tsorig engaged the guardians of an ancient 
4 city in a bloody confrontation, and returned with their rings 
as his prize, still frozen on their dismembered fingers. 
Ty | 
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| KING'S RING 


& 


L KNIGHT'S RING iNT TS. 


ke Eipsatign r Acquisition Found on a corpse in Lothric Castle. 

t } Ring engraved with a portrait of a knight. Increases strength 

{ } In Lothric, the Knight has long been considered one of the 

t } Three Pillars of the king's rule, and were thus allowed to rear 
i! , dragons. 

[ LEO RING if 
= Race Acquisition Dropped after defeating Dragonslayer Ornstein last 

, (Anor Londo). 

{ | One of the special rings granted to the four knights of 

| } Gwyn. The Leo Ring belonged to Ornstein the Dragonslayer 

i ; This ring strengthens counters with pierce weapons. His 

| SS __ lugged spear is said to have sliced a boulder in two 

by a - Sues 

| LEO RING ill p 


Acquisition Found in a chest in Irithy!! of the Boreal Valley. 

Ring associated with Dragon Slayer Ornstein, one of the 
Four Knights of Gwyn, the First Lord. Strengthens thrust 
weapon counter attacks. Ornstein was the first knight of the 
sun's eldest born, and his cross spear is said to have pierced 
scales made of stone. 


BOR 
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q MAGIC CLUTCH RING 


g LIFE RING 
a ar Te * Acquisition Available as starting gift, found in a chest in the Forest 
, of Fallen Giants. 
An old ring set with a red jewel. Raises maximum HP Each 
| fing has a different power, and even very modest rings can 


\ be a great boon on a perilous journey. 


LIFE RING 


one ; 


Acquisition Available as burial gift, sold by the Shrine Handmaid 
(Firelink Shrine) after providing her the Dreamchaser’s Ashes. 

A generations-old ring set with a small red jewel. Raises 
maximum HP Rings have unique powers, and their discov- 
ery will do much to ease a wearisome journey. 


LIGHTNIN: CLUTCH RING 4 


a azptar ' Acquisition Found in a chest in Dragon's Sanctum. 
t j 

f 

9 | 
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attack, but reduces physical defense. The origin of this ring 
is unknown, but its design suggests one of the darker dei- 
ties. Effective use of this ring requires skill on the part of its 


te "Requisition Found on a corpse in Irithyil of the Boreal Valley. 

Ring depicting a hand grasping a blue stone. Increases 
magic attack, but compromises damage absorption. An old 
fable in Londor claims that the lure of the clutch ring reaches 
out to the crestfallen, who might otherwise be overcome 


® 
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Acquisition Dropped by a particular Consumed King’s Knight 
(Consumed King’s Garden). 

Stoneplates are symbols of true knights, and blue stone- 
plates are granted to the royal palace guards. Increases 
magic damage absorption. 


Tf 


| MORNE'S RING Ty | 
G * Requisition Found on a corpse on the Road of Sacrifices. 
A malformed ring given to knights of Carim. Boosts mira- 
cles. Morne served the goddess Caitha and later became an 


Ring depicting a hand grasping a stone. Increases lightning 
{ LIGHTNING Cc LUTC H | RING e 


wearer. 
mp [ 


[ NAME- ENGRAVED RING 


apostie of the Archbishop. They labored together to provide 


Acquisition Found on a corpse in Archdragon Peak. 

Ring depicting a hand grasping a yellow stone. Increases 
lightning attack, but compromises damage absorption. An 
old fable in Londor claims that the lure of the clutch ring 
reaches out to the crestfallen, who might otherwise be 
overcome by despair. 


lo 


ft 


comfort to the suffering. 

uf 
Acquisition Sold by Sweet Shalquoir (Majula). 
A special ring that can be engraved with the name of a god. 
Becomes easier to connect to worlds of players who chose 
the same god. There are countless vestiges of long-lost gods 


LINGERING DRAGONC! REST RING i 


NORTHERN RITUAL BAND 


in the ruins of Drangleic. Or perhaps they are the very same 


iy 
Acquisition Sold by Griggs of Vinheim (Firelink Shrine). 
A special ring granted to only the most accomplished sorcer 
ers at Vinheim Dragon School. The ring is engraved with a 
lingering dragon, and boosts the length of the effects of 


sorceries. 

uf 
Acquisition Sold by Straid of Olaphis (The Lost Bastille). 
A ring used long, long ago in a land that existed where 
Drangleic does now. Extends length of spell effect. The an- 
cient dragons were once worshipped in several nations, and 
fumors concerning objects of similar enchantment to this 
uncommon ring abound in many lands, though their origins 
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LINGERING DRAGONCRE ST - RING 
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.. gods as ours, only known by different names. 
up 

' Acquisition Found on a corpse in Sinner’s Rise. 
One of the secret treasures restored in Aldia. Increases spell 
uses, but at the cost of HP This modest-looking ring contains 
very powerful magic. To imagine what unspeakable deeds 
were performed to create such rings, one need only recall 
the cruel fate of the residents of Aldia. 

Ty | 


Acquisition Given after joining the Rosaria’s Fingers covenant and 
reaching rank +1. 

Ring bestowed upon the Fingers of Rosaria, invaders who 
seek tongues for their goddess. Hides the presence of the 
wearer when far away. It is said that Rosaria, the mother of 
rebirth, was robbed of her tongue by her firstborn, and has 

~ been waiting for their return ever since. 


L OBSCURING RING ; 
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are no longer verifiable. 
A | 


[ LINGERING DRAGONCREST RING 


[ OLD LEO RING 
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Acquisition Dropped by a particular Great Crab (Farron Keep). 
A special ring given to those who are deemed fit to under 
take the journey of discovery in Vinheim, home of sorcery. 
Extends length of spell effect. Apropos to the Dragon 
School, the seal depicts an everlasting dragon. A linger 
ing dragon symbolizes the true nature of the consummate 


sorcerer. 
1g 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 
providing her the Paladin’s Ashes. 

Ring given to knights of the Way of White. Depicts Allfather 
Lloyd's Shield of Caste. Boosts damage absorption when 
HP is full. Much time has passed since the worship of Lloyd 
was common in the Way of White. The clerics of Carim had 
~ always strongly asserted that Lloyd was a derivative fraud, 


and that the Allfather title was self-prociaimed. 
LLOYD’s SWORD RING Ee Ty | 


Bae eye , Acquisition Found on a corpse in the Cathedral of the Deep. 

1 Ring given to knights of the Way of White. Depicts Allfather 

| Lloyd's Sword of Law. Boosts attack power when HP is full. 

| Much time has passed since the worship of Lloyd was com- 

| Mon in the Way of White. The clerics of Carim had always 

4. Strongly asserted that Lloyd was a derivative fraud, and that 
the Alifather title was self-proclaimed. 


[ LLoYD's SHIELD RING 
ter. a + 
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T Acquisition Awarded after defeating the Old Dragonslayer 


(Heide's Tower of Flame). 

The beloved ring of a dragon-siaying knight. Strengthens 

thrust weapon counter attacks. After many years of use, the 
ting's face has worn down, but close inspection reveals an 

"Acquisition Found a chest bs Ga see weee 


engraved lion. 

up 
An odd stone ring containing a fiery heat. Accumulates 
Power as the user is harmed, then explodes, damaging sur 
rounding enemies while leaving its wearer unscathed. Our 
deeds will come back to us in some form or another, both 


4. good and bad. 
if 


Acquisition Available as starting gift. given once after trading a 
‘Sunlight Maggot with Hawk Girl (Undead. Asylum). 

Old ring from an old witch. Engraved minutely with indeci- 
pherable script, but seemingly useless. 


ry 


f OLD SUN RING 
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| OLD WITCH'S RING 
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ORANGE CHARRED RING ul 


Acquisition Awarded after defeating the Centipede Demon (De- 
mon Ruins) or after cutting off its tail, 

An orange ring enchanted by a witch. Reduces lava damage. 
Since his sores were inflamed by lava from birth, his witch 
sisters gave him this special ring. But fool that he is, he 
readily dropped it, and from that spot, a terrible centipede 
demon was born. 


POISONBITE RING I 


Acquisition Sold by Oswald of Carim (Undead Parish). 

One of the infamous bite rings commissioned by Sir Arstor 
of Carim. Despite the dreadful rumors surrounding its cre- 
ation, this ring is an unmistakable asset, in its ability to help 
prevent poison. 


[ POISONBITE RING up 


Acquisition Sold by Cromwell the Pardoner (Brightstone Cove 
Tseldora), found in a chest in Earthen Peak. 

One of several “bite” rings, known for their peculiar design. 
Increases poison resistance. The similar, oddly disturbing 
design of these rings suggests a common source. Whoever 
the master craftsman was, he clearly knew his trade. 


POISONBITE RING Ty | 


‘ 


Acquisition Found on a corpse in the Cathedral of the Deep. 
One of the bite rings native to Carim. Increases poison 
resistance. The crafting of these rings is forbidden, perhaps 
owing to a fear of malleable stone. Clerics, however, dabble 
freely in the art. 

i 


Created by transposing the Soul of Boreal Valley Vordt 
with Ludieth of Courtland (Firelink Shrine). 

Bewitched ring that Pontiff Sulyvahn bestowed upon his 
knights. Recovers HP with successive attacks. Knights 

who peer into the black orb are lured into battles of death, 

/ transformed into frenzied beasts. No wonder the Pontiff only 
7 provides these rings to those dispatched to foreign lands. 


PONTIFF'S RIGHT EYE i 
: by @ particular Sulyvahn's Beast (Irithyl! of 


yy 


hoeitie 


| Requisition 

4 the Boreal Valley). 
| Bewitched ring that Pontiff Sulyvahn bestowed upon his 

) knights. Boosts attacks, as long as attacking persists. 
Knights who peer into the black orb are lured into battles 
of death, transformed into frenzied beasts. No wonder the 
Pontiff only provides these rings to those dispatched to 
foreign lands. 


3) 


[ PRIESTESS RING Ill 


eat Acquisition Sold by the Shrine Handmaid (Untended Graves), or 
| dropped by her. 

A ting engraved with a portrait of the High Priestess. 
Increases faith. In Lothric, the High Priestess has long been 
considered one of the Three Pillars of the king's rule. The 
High Priestess also served as the prince’s wet nurse. 


PRISONER'S CHAIN Ill 


Created by trai jing the Soul of Champion ir 
wth Ludioth of Courland (Frelink Shrine) Hee eet 
Portion of a steel chain used to restrain Gundyr. Gain vigor, 
endurance, and vitality, but take extra damage. A prisoner is 
one who has staked everything on a belief, a proclivity most 
apparent in the greatest of champions. 


RARE RING OF SACRIFICE i 


Acquisition Given once after trading Twin Humanities with Hawk 

Girl (Undead Asylum), found in a chest in Sen's Fortress, and on a 

corpse in New Londo Ruins and Lost Izalith. 

This mystical ring was created in a sacrificial rite of Velka, the 

Goddess of Sin. The magenta-shaded ring is especially rare. 

Its wearer will lose nothing upon death, and will be freed 
nies from any curse whatsoever, but the ring itself breaks. 


{ RED TEARSTONE RING_ z | 


pe peet Acquisition Found on a corpse in the Valley of the Drakes 

{ } The rare gem called tearstone has the uncanny ability to 
f } sense imminent death. This red tearstone from Carim boosts 
t } the attack of its wearer when in danger. 

t ; 
BL ate 


RED TEARSTONE RING 
—-- + 


Acquisition Found on a corpse in the Shaded Woods. 


) Aring set with a rare tearstone. Reacts when the wearer is 
} in danger, temporarily increasing its wearer's physical attack 
} power. Caitha, goddess of tears, mourns the undeserving 


dead, shedding tears as red as blood. It is said that the 
stone set in this ring is one such tear. 


iia on 
Acquisition Found on a corpse in Lothric Castle. 
) Aring set with a large rare tearstone jewel. Temporarily 
boosts attack when HP is low. This stone is said to be a tear 
+ of mourning of the goddess Caitha, and of course, tears are 


always more beautiful near death. 


' 
| 
é 
+5 ; 
i 


(REDEVE RING _ wien) FER nee) 


Acquisition Sold by Sweet Shalquoir (Majula) 


{ j A cursed ring depicting a demon eye. Becomes easier to be 
f } detected by enemies. If it is tranquility that you seek, then 

t } you should never have left your home. If you seek strife, 

t 


then fair enough, but no need to overdo it 


Piaiie ii: 


Acquisition Found in a chest in Anor Londo. 


{ } Adivine ring granted to the Darkmoon Gwyndolin in his 

f youth. Causes males to perform female actions, and 

i } vice-versa. Gwyndolin was raised like a daughter through 
t 


[REVERSAL RING 


, the aura of the moon, and was said to behave like a sullen 
.. brooding goddess. 


Found in a chest in Heide’s Tower of Flame/Cathedral 


Acquisition 
i 1 of Blue; placed elsewhere in same area for [SotFS]. 
{ An unusual ring of unknown origin. Limits the wearer's HP 
i } reduction when Hollow. Alas, this ring will not make you 


[RING OF BINDING 


AT Sea 


human. What is lost is not easily retrieved. 


rs - 


ie SU 


Acquisition Dropped after defeating the Pursuer (Forest of Fallen 


{ , Giants). 

' | The Ring of Blades is modeled after the mad knight of 

A } Alken’s weapon of choice. Increases physical attack. The 
i | kingdoms of Alken and Venn long ago flourished on these 


very grounds. They were both founded by the same man, 
but were reduced to rivalry and spite. 


RING OF FAVOR j ing 


[RING OF BLADES 


Acquisition Dropped by two particular Sulyvahn’s Beasts (Irithy!l 
of the Boreal Valley). 

; Aring symbolizing the favor of the Goddess Fina, whose 

} “fateful beauty” is mentioned in legend. True to the fickle 
nature of Fina’s favor, her ring increases max HP. stamina, 
and maximum equip load. 


Nie Sa 


RING OF FAVOR AND PROTECTION be if 


Acquisition Given once after trading a Xanthous Crown to Hawk 
Girl (Undead Asylum), dropped by Lautrec of Carim. 

A ring symbolizing the favor and protection of the goddess 
Fina, known in legend to possess “fateful beauty.” This ning 
boosts its wearer's HP stamina, and max equipment load, 
but breaks if ever removed. 
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[ RING OF FOG 


ual Se es SS iis 
|_ RING OF SOUL PROTECTION up 


Acquisition Given once after trading a Skull Lantern with Hawk 
Girl (Undead Asylum), awarded after defeating 3 trespassing play- 
ers as a Forest Hunter. 
Those who befriend Alvina are given this mysterious ring. 
It resembles a pear! with its robust pure-white fog. The 

' ring camouflages its wearer's presence, helping to prevent 
é RING OF GIANTS 


_ detection. 
i 
penrmsat Acquisition Sold by Lonesome Gavian. 

The beloved ring of the gallant Shieldless Lothian, formerly 
of Forossa. Increases poise. Lothian was born a peasant, 
and died a general. His determination and diligence were 
unmatched, especially on the battlefield, where he earned 
his name by choosing to fight without a shield. 

uf 
Acquisition Sold by Straid of Olaphis (The Lost Bastille). 
1 Aring blessed by the High Priest of Volgen. Increases intel- 


) ligence. The clerics of the great city of Volgen are perennially 
| entrenched in scandalous power struggles, but among them 
- 


{ 

' 

{ 

{ remain a few strong-willed, upstanding noblemen. 

[ RING OF LIFE PROTECTION uf 
{ 

| 

f 

i 


SPEED OIE 


[ RING OF KNOWLEDGE 


} 
' 
' 


j 


Trg Acquisition Sold by Felkin the Outcast (Huntsman’s Copse), found 
on a corpse in No-man’s Wharf and Shaded Woods; latter two 
locations removed in [SotFS]. 

Divine ring that watches over one’s life, Created by the stu- 
dents of Ivory Rhones, sage of Lindelt. Its great protective 
power will protect you from any loss upon death, but after 


= + 


Acquisition Solid by Vengar! of Forossa (Shaded Woods), found in 
| achest inThe Gutter. 
Divine ring that watches over one’s soul. Created by Ivory 


Rhones, sage of Lindelt. Its great protective power will pro- 
tect you from any loss upon death or petrification, but after 
its power is spent, the ring will break 


[ RING OF STEEL PROTECTION if 
ane * Aequisition Found in a chest in Sen’s Fortress. 


i This ring belonged to the Knight King Rendal. It grants its 
wearer protection by boosting defense against physical 
attacks. Of the many legends surrounding the Knight King 

i 


Rendal, one of the more well-known speaks of his standing 
down a giant drake and slashing it to pieces. 


{ RING OF STEEL PROTECTION ug 


Acquisition Given by Crestfallen Saulden (Majula) after dying 100 


+- 
times, or dropped by him. 
Wearer gains the protection of steel. Increases physical de- 
fense. Said to be the ring of the once legendary Knight King, 


though his tales are long forgotten, and even the greatly 
wizened have no recollection of his exploits. 


| RING OF STEEL PROTECTION ry | 


BraRS * Aquisition Found on a corpse in Archdragon Peak after defeating 
i , the Ancient Wyvern (Archdragon Peak). 
Ring of the Knight King of ancient legend. Increases physical 


damage absorption. The Knight King was said to be lined 
with steel on the inside, such that even the talons of mighty 
dragons did him little harm. 


[ RING OF THE DEAD up 


its power is spent, the ring will break. 
[ RING OF PRAYER uf 


— +s + 


Acquisition Sold by Licia of Lindelt (Heide’s Tower of Flame). 

A ring blessed by the High Priest of Volgen. Increases 

faith. The clerics of the great city of Volgen are perennially 
entrenched in scandalous power struggles, but among them 
remain a few strong-willed, upstanding noblemen. 


{RING OF RESISTANCE up 
pray 4 Acquisition Given by Cromwell the Pardoner (Brightstone Cove 
ft , Tseldora) (35 Faith req.|, found on a corpse in Frozen Eleum 
f ; Loyce. 

; Aprotective ring adorned with four blessed gems. Increases 
¢ | resistance to poison, bleeding, petrification and curses. A 


f 
creation of the lost land of Olaphis. The sorcerer who cre- 
OR * ated this was so powerful that he became widely feared. 


ai 


[z] 


RING OF RESTORATION up 


~ + 


Acquisition Found in a chest in the Forest of Fallen Giants. 

| Aprotective ring passed down in House Osteria. Gradually 
} restores HP In the sacred land of Lindelt, this ring symbok 
ized prosperity and longevity for the great House Osteria. 
But the ring is fragile and breaks easily, as if it hates being 
taken for granted. 


f 


i 


ING OF SACRIFICE ip 
pole Acquisition Given once after trading a Humanity with Hawk Girl 
(Undead Asylum), sold by Oswald of Carim (Undead Parish), 

found on a corpse in Firelink Shrine and Painted World of Ariamis. 
This mystical ring was created in a sacrificial rite of Velka, the 
l + Goddess of Sin. Its wearer will lose nothing upon death, but 
| >. ‘A q the ring itself breaks. 


RING OF SACRIFICE i 


ers 


Acquisition Sold by Yuria of Londor (Firelink Shrine) or the Shrine 
Handmaid (Firelink Shrine) after providing her Yuria’s Ashes, given 
4 once after trading Loretta's Bone with Nestling Crow (Firelink 

1 ~ | Shrine), found on a corpse in the High Wall of Lothric. 

, + This mystical ring was created in a sacrificial rite of Velka, the 
Goddess of Sin. Its wearer will lose nothing upon death, but 
the ring itself breaks. A sacrifice is only worth as much as 
the life it spares. 


= 


The wearer of this ring appears human even when Hollow. 
They say that in the Undead Crypt, we can reacquaint our 
selves with the dead. We ail suffer loss. And none of us can 
escape death. Then, what is the fascination with reclaiming 
that which has already passed into the beyond? 


Te * Aequisition Dropped by talking to the Imprisoned Milfanito 
(Drangleic Castle) after freeing her from captivity with the Key of 
the Embedded. 


| RING OF THE EMBEDDED 


Acquisition Found on a corpse in Frozen Eleum Loyce. 
{ } Ring crafted from the chains of the Embedded. Receive vari- 
f } us benefits, but at the cost of increased damage taken. The 
| chains of the Embedded have the power to transform people 


1 DLC3 


, into slaves of pleasure, setting them on a path of ruin. This 
.. fing augments that peculiar quality. 


{ RING OF THE EVIL EYE if 


| eect Acquisition Found on a corpse in the Depths. 
L } According to legend, this ring contains the spirit of the evil 
{ ) eye, a dark beast which assaulted Astora. The strength of 


} the evil eye does not waver, and HP is absorbed from fallen 
| enemies. 


RING OF THE EVIL EYE TH | 


TTT Acquisition Sold by Sweet Shaiquoir (Majula). 


' ) Amodest, but inexplicably disturbing ring. Absorb HP for 
f each enemy defeated. Peer too closely at the rare stone that 
t 


‘forms the eye of this ring, and things that writhe and stir 
, May come into focus. 


See 


RING OF THE EVIL EYE Ill | 


Ta Soro 
ing Horace i and Anti 
Selec (Smouldering informing. 
» This ring captured the foul spirit of an evil eye, a creature 
j that ravaged Astora. Absorb HP from each defeated foe. 
The horrid spirit nearly destroyed Astora, but was eventually 
~~" defeated by “the sword of one most noble” 


| RE ae 
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RING OF THE LIVING Il DLC3 


Acquisition Found on a corpse in the Frigid Outskirts. 

A ring bearing a sharp stud. Appear human when a phantom. 
This ring jabs into the skin, creating a throbbing pain that 
serves as a constant reminder of one’s humanity. 


RING OF THE SUN PRINCESS 1 


pia i SEARS oy 
Acquisition Sold by Irina of Carim (Firelink Shrine). 

A ring bestowed upon a Carim saint. Allows attunement 

of additional spells. In Carim, the saints give voice to the 
ancient tales. They memorize countless cumbersome sacred 
books and read them in sonorous tones, a function for which 


io + 


Acquisition Given after joining the Princess’ Guard covenant. 
This ring is granted to those who enter a Covenant with 
Gwynevere, daughter of Lord Gwyn and the Princess of 
Sunlight. This slightly warm ring boosts the synergy of 
miracles. The Princess of Sunlight Gwynevere left Anor 
Londo along with many other deities, and later became wife 
to Flame God Flann. 

Tr | 


{ RING OF THE SUN'S FIRST BORN 
J _ Acquisition Found on a corpse in Irithyll of the Boreal Valley. 
Ring of the Sun’s first born, who inherited the light of Gwyn, 
the First Lord. Greatly boosts miracles. The Sun’s first born 
was once a god of war, until he was stripped of his stature 


as punishment for his foolishness. No wonder his very name 
has slipped from the annals of history. 
a | 


Acquisition Found on a corpse in Anor Londo. 

Lord Gwyn’s firstborn, who inherited the sunlight, once 
wore this ancient ring. Boosts the strength of miracles. Lord 
Gwyr's firstborn was a god of war, but his foolishness led 
to a loss of the annals, and rescinding of his deific status. 


Today, even his name is not known. 
Ty 

Acquisition Given by Mild-Mannered Pate (Earthen Peak) after 
surviving the encounter against The Last Giant once summoned, 
dropped by Pate. 
Ring granted protection by Kremmel, god of Struggle. The 
ring’s spikes drive into the wearer's skin, So that each blow 
— ' taken fuels spite toward the perpetrator. When damage is 

=" taken, the ring retaliates and inflicts damage upon enemy. 


up 


[ RING OF WHISPERS 


Acquisition Sold by Sweet Shaiquoir (Majula). 

Ring worn by Rhoy the Explorer. Hear the inner voices of 
surrounding foes. Useful for locating hidden enemies, and 
perhaps for a few other things, as well. 


uj 
Acquisition Found in a chest in No-man’s Wharf. 
A ring bearing a soldier's seal. Increases the load that can 
be carried. These rings were granted to warriors who distin- 
guished themselves in the service of King Vendrick. The king 
favored simple warriors who staked their every battle on 

| 


strength alone. 


| RUSTED IRON RING 


Acquisition Found on a corpse in Undead Asylum. 
This iron ring was used to shackle the guilty. It is terribly 
rusted, and faintly stained with blood. Those who find this 
strange ring to their liking will be pleased to find it easier to 
gain footing on poor ground such as swamps. 

Ty | 


| SAGE RING 


Acquisition Found on a corpse on the Road of Sacrifices. 

A ring given to Farron’s Undead Legion by one of the 
preacher twins, known more commonly as the Crystal 
Sages. Shortens spell casting time. The sorcerers of Farron's 
Abyss Watchers were known to be lonesome warriors who 
would only rely upon more pragmatic spells. 


[ SCHOLAR RING 


ae $ 


{ j 
t 
i 
i 
C 


‘ 
‘ 


they are widely renowned 

_ mi 
Acquisition Found on a corpse in the Grand Archives. 
A ring engraved with a portrait of a scholar. Increases intelli- 
gence. In Lothric, the Scholar has long been considered one 
of the Three Pillars of the king's rule, and is therefore master 
of the Grand Archives. 


[ SECOND DRAGON RING __ 


Acquisition Given by talking to Manscorpion Tark (Shaded Woods) 


i ) | with the Ring of Whispers after defeating the Duke's Dear Freja 
{ ] 

} ’ 

j ! 

t 


(Brightstone Cove Tseldora), or dropped by Tark. 
A dragon signet ring. Grants its bearer the protection of 
[si LVERCAT 
aaa + 


dragons. Increases HP. stamina, and maximum load, but is 
: a) | 
i | 
i , i 


king by guarding the fort until his own demise, and was said 
to have cherished this ring throughout his life of service 


RING | ’ ish). i 


Acquisition Sold by Sweet Shalquoir (Majula). 

Silver ring depicting a leaping feline. Reduces damage from 
falling. Legend has it that when cats grow old, a force brews 
within them, and they are reborn as something new. 


PER r Given by Sirris of the Sunless Realms (Firelink Shrine) 
{ } after progressing her quest in Irithyll of the Boreal Valley. 

t + Silver ring depicting a leaping feline. Prevents damage from 
itp } falling. In the Age of Gods, or possibly just following it, an 

{ old cat was said to speak a human tongue, with the voice of 


q an old woman, and the form of a fanciful immortal 


easily broken. Raulmond, knight of Drangleic, served the 


| SILVERCAT RING ; 


{ SIMPLETON’S RING 11 DLC2 


f 1 Acquisition Found on a corpse in Brume Tower. 
{ } Ring depicting a simpleton’s flower. Wearer becomes invis- 
| ible while rolling. This ring was worn by the soldiers of the 
; 
} 
~ + 


Old Iron King, said to be blessed with divine protection. This 
ring only does one thing, but with ingenuity it can be fear 
somely effective. 


| 
[ SKULL RING Py 7 


TP Acquisition Dropped by Ludieth of Courland (Firelink Shrine) 
after defeating him or after placing all Cinders of a Lord onto their 
thrones. 
; One of Courland’s transposed wonders. Derived from the 
soul of a Soulfeeder. Easier to be detected by enemies. 

! The Soulfeeder was a beast that insatiably absorbed souls 
to feed its own power. Even after its accursed corpse was 
burned, it is said that the pungent stench of souls left the air 
permanently stained. 

iy 


{ 

ial 
ti 
Vi 


[ SLUMBERING DRAGONCREST RING 


Acquisition Found on a corpse in Sen's Fortress, dropped by 
Griggs of Vinheim (Undead Burg/Firelink Shrine). 
This ring was secretly worn by a certain surreptitious 
sorcerer at Vinheim Dragon School. The ring is engraved with 
an everlasting dragon in silent slumber, and masks all sound 
emitting from its wearer. 

i 


Acquisition Given after joining the Rat King covenant and reach- 
ing rank +3. 

An old ring of the Melfian Magic Academy. Depicts a 
soundly slumbering dragon. Masks the sounds made by its 
wearer. Though unknown for certain, some say the founders 
of the academy were sinful men who came from across 
the northern seas. The sorceries they left behind were 
fragmentary, and barely legible, leading to the loss of much 
of their wisdom. 
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SLUMBERING DRAGONCREST RING 


[ SUN PRINCESS RING 


mg 


a aa * Requisition Given by Orbeck of Vinheim (Firelink Shrine) after 

\ | buying Aural Decoy, Farron Flashsword, Pestilent Mist and Spook. 

{ Ring of a clandestine guild of sorcerers based in Vinheim, 

t } home of sorcery. Masks the sound of its wearer. The Dragon 

{ School held effective sovereignty over Vinheim, with a great 
many adept assassins at its disposal 


{ SORCERY CLUTCH RING 
fame ; 


I j 


1 DLC2B 


Acquisition Found in a chest in Brume Tower. 
Ring depicting a hand grasping a stone. Increases magic 
attack, but reduces physical defense. The origin of this ring 
} is unknown, but its design suggests one of the darker dei- 
ties. Effective use of this ring requires skill on the part of its 


= wearer 
SOUTHERN RITUAL BAND _ od a) 


PRT * Requisition Found in a chest in Belfry Luna. 

} One of the secret treasures restored in Aldia. Raises the 
number of spells you may attune. This modest-looking ring 

' } contains very powerful magic. To imagine what unspeakable 

{ deeds were performed to create such rings, one need only 


\. recall the cruel fate of the residents of Aidia. 


SPECKLED STONEPLATE RING ; 


' Acquisition Given by Siegmeyer of Catarina (Lost Izalith) after 
| , Progressing his quest, or dropped by him. 

Stoneplates, the symbol of a true knight. grant the strength 
| to face various hardships. The precious rare speckled stone- 
{ ; plate grants a small boost to defence against magic, flame, 

and lightning 
Bers + 
i | 


[ SPECKLED STONEPLATE RING 
: Acquisition Found on a corpse in the Smouldering Lake. 

} Stoneplates are symbols of true knights, and speckled 

} stoneplates are granted to those who face an endless 
journey. Slightly increases magic, lightning, fire and dark 
damage absorption. 


a 


SPELL QUARTZ RING ie : 


Wrest Starting equipment for the Explorer class, sold by 
t 
{ 


up 
Acquisition 
Carhillion of the Fold (Majula). 
} Aring bestowed upon students of a certain standard at the 
} Melfian Magic Academy. Its soul-based quartz increases 
magic defense. Pyromancer Glocken crafts these replicas, 


¥ much to the dismay of the conservative old-guard faculty. 


{ SPELL STONEPLATE RING 


: i} 
TI Acquisition Sold by the Crestfalien Merchant (Sen's Fortress). 
iP | Stonepiates, the symbol of a true knight, grant the strength 
| to face various hardships. The biue stoneplate symbolizes 
} souls, and boosts defence against magic. 
i 


up 
Acquisition Dropped by a particular Ogre (Things Betwixt). 
The beloved ring of the gallant Shieldless Lothian, formerly 
of Forossa. Hits greatly reduce enemy poise. The effect may 
seem trivial, but for those who comprehend how critical it is 
to exploit a hole in enemy defenses, the significance of this 


=, "ing will be clear. 
[ STRENGTH RING i DLC2B 
An oddly deformed iron ring. Increases the strength of its 


Acquisition Found in a chest in Brume Tower. 
wearer. The Old Iron King ruled over a great age of iron. The 
King’s power allowed him to mold iron freely, as if he held 
‘Sway over the forces of life and creation. 


Acquisition Found in Princess Gwynevere’s chamber after defeat- 
ing Aldrich, Devourer of Gods (Anor Londo). 

Ring associated with Gwynevere, princess of sunlight and 
eldest daughter of Gwyn, the First Lord. The ring is vaguely 
warm, like a beam of sunlight, and gradually restores HP 
Gwynevere left her home with a great many other deities, 
and became a wife and mother, raising several heavenly 
children. 


Acquisition Given after joining the Heirs to the Sun covenant. 
Ring of the Heirs to the Sun covenant. Slightly increases 
miracle attack power. Worship of the sun, now a lost belief, 
was once widespread amongst great warriors. Members of 
this covenant can leave their golden signs to be more easily 


up 
Acquisition Found in a chest in Dragon Shrine. 
A dragon signet ring. Grants its bearer the protection of 
dragons. Increases HP stamina, and maximum load, but is 
easily broken. Raulmond, knight of Drangleic, served the 

king by guarding the fort until his own demise, and was said 


to have cherished this ring throughout his life of service. 
ij up 
| Acquisition Sold by Rosabeth of Meifia (Majula). 
Aning bestowed upon students of a certain standard at the 
Melfian Magic Academy. Its lightning quartz increases light- 
ning defense. Pyromancer Glocken crafted so many of these 
replicas that they became widespread, such that his fellow 


|. Magicians harshly scolded him for undermining lessons 
gained from harsh training. 


(| THUNDER QUARTZ RING 


Fr asta ys = 
| THUNDER STONEPLATE RING | 
aaa * Aequisition Sold by the Crestfailen Merchant (Sen's Fortress). 
' } Stoneplates, the symbol of a true knight, grant the strength 
to face various hardships. The yellow stoneplate symbolizes 
| thunder, and boosts defence against lightning. 


i 


[ THUNDER STONEPLATE RING 


ug 
Acquisition Found on a corpse in Archdragon Peak. 
Stoneplates are symbols of true knights, and yellow stone- 
plates are granted to those who would become dragons. 
Increases lightning damage absorption. 


f TINY BEING'’S RING 

raw "Acquisition Available as starting gift. given by Siegmeyer of 
j Catarina (Anor Londo) after progressing his quest. 

Ring made of an ancient tiny red jewel. Grants small 


increase to HP. Rings grant powers large and small. Their 
discovery, and effective use, can make one's journey easier. 


Ty | 
Pay * Acquisition Sold by Yuria of Londor (Firelink Shrine) or the Shrine 
Handmaid (Firelink Shrine) after providing her Yuria’s Ashes. 
One of the illusory rings worn by the Hollows of Londor. 
Retain human appearance while Hollow. The Hollows of Lon- 


i J 
' : 
, dor are wretchedly aged, fraught with deceit, and dubiously 


__ Secretive. It is no wonder that they are deeply detested. 


TT 


_ Acquisition Sold by Yuria of Londor (Firelink Shrine) or the Shrine 

, Handmaid (Firelink Shrine) after providing her Yuria's Ashes. 

, One of the illusory rings worn by the Hollows of Londor. 

} Take the appearance of a phantom. The Hollows of Londor 

j are wretchedly aged, fraught with deceit, and dubiously 
secretive. It is no wonder that they are deeply detested. 


| 


j 
t 1 
{ 
{ ; 
' 
i 


[ UNTRUE DARK RING 


at 
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| VANQUISHER'S SEAL uf 


» 
Ber F Acquisition Given after joining the Company of Champions cov 
| enant and reaching rank +3. 
Ring of the Company of Champions covenant Greatly 
| increases attack power of bare hands. The souls of fallen 
i } heroes found along the way salute those who scoff at dan- 


ger and bravely seek the harder path. Joining this covenant 
strengthens the enemies within your world 


| WHITE RING uf 


tars F Acquisition Chance gift after trading a Petrified Something or 
Smooth & Silky Stone with Dyna and Tillo (Things Betwixt) 
A precious ring which grants the protection of Quella, god of 
dreams. Makes its wearer appear as a phantom, misleading 


invaders. He who sets the trap must be wary. For traps are 
known to spring upon their owners. 


WHITE SEANCE RING if 


Bi picaye * Acquisition Found on a corpse in The Duke's Archives. 

i A divine ring entrusted to the head bishop of the Way of 
White and apostle to Allfather Lloyd, uncle to Lord Gwypn. It 
grants additional attunement slots. The head bishop of the 


Way of White is the guardian of law and caste, and one of 
the great royals of Thorolund 


WITCH'S RING i 


Pas > Acquisition Found on a corpse in the Catacombs of Carthus. 

The Witch of Izalith and her daughters, scorched by the 
Flame of Chaos, taught humans the art of pyromancy and 
offered them this ring. Greatly boosts pyromancies Every 
pyromancer is familiar with the parable that tells of the 
witches espousing the need to fear the flame, and teac hing 
the art of pyromancy to men in hopes that they might learn 
to control it 


[ WOLF RING if 


Tine ’ Acquisition Found on a corpse in the Darkroot Garden 

One of the special rings granted to the four knights of 
Gwyn. The Wolf Ring belongs to Artorias the Abysswalker 
Artorias had an unbendable will of steel, and was un- 
matched with a greatsword. 


Sinh, the slumbering dragon, t r 
his steel, but Sinh responded by s 


WOLF RING Th | 


Acquisition Given after joining the Watchdogs of Farron covenant 
and reaching rank +2 an 
Ring associated with Abyssw Artoria : 
Knights of Gwyn, the First Lord - tp a 

had an unbendable will of s Ww Y sees i 


greatsword 


WOOD GRAIN RING i | 


Acquisition Sold by the Shrine Handmaid (Firelink Shrine) after 


providing her the Easterner’s Ashes. 

This special ring crafted in an East land made of meta 

but with a wood grain crest or itface. Slows equi ent 

degradation. Wielders of 4s originating ¥ 
yn follow a practice J special the 

blades of their swords, and are naturally drawn to this ring 


YORGH'S RING 


Acquisition Found on a corpse in Dragon's Rest 
Ring of Sir Yorgh, who sought the t 
invaded Shulva. Can deflect 


that had long brewed within him, blanketing the city in a 
miasmic cloud 


YOUNG DRAGON RING uf 


Acquisition Starting equipment for the Sorcerer class, given by 
Orbeck of Vinheim (Firelink Shrine) after buying at least three 
Sorcery spells and providing him at least one Scroll 


Ring given in Vinheim, home of sorcery, when r 
ordained as a sorcerer. Boosts sorceries. Apropos to the 
Dragon School, the seal depicts an everlasting dragor A 


young dragon presages the great length of the 


urney to 


mastery. 


AFFINITY 


AURAL D 


+ 


AURAL DEC 


q 
TJ 


| CAST LIG 


t 


| CAST LIG 


g 


SORCERIES 


Ty 
Acquisition Sold by Karla (Firelink Shrine) or the Shrine Hand 
maid after providing her Karia’s Ashes. 
A forbidden dark sorcery. Casts a dark manifes in of 
humanity. it appears t 
love towards anot will tenacic 
Even if, like so many h » desires. 
™ but misfortune 
ECOY 


creating a sound origina the distance. T 
the first choice 


amount of applications, some of them extremely effective 


Ty 


Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) or the 
Shrine Handmaid (Firelink Shrine) after providing Orbeck’s Ashes. 


‘or senous sorcerers, but it has a surprising 


OY 


Sorcery developed by a certain surreptitious sorcerer at 
Vinheim Dragon School. Distracts foes with a distant sound 
The sound carries with it rangely infectious resonance 
that may cause one to stray from their post and expose their 
back 


HT 


Ancient sorcery of the lost land of Oolacile. Cast a br ght 
light upon surroundings. This light-producing sorcery is 
elementary but nonetheless demonstrates the achieve- 
ments in mysticism of Oolacile. Such magic has not been 
developed even in Vinheim 

uf 


HT 


' Aquisition Sold by Straid of Olaphis (The Lost Bastille) and 
Darkdiver Grandahi. 

A sorcery that dates farther back than recollection. Creates 
a light that illuminates one's surroundings. Light banishes 
dark, and reveals all. Whether this is desired, is another 
matter 


CHAMELEON 


if 
Acquisition Sold by Griggs of Vinheim (Firelink Shrine) [10 Intel 
ligence req] 
Sorcery used by playful 2rers. Lure enem way 


CHAMELEON 


‘* 


CHAMELEON 


if 
Acquisition Sold by Dusk of Oolacile (Darkroot Basin) and Eliza- 
beth (Oolacile Sanctuary) 


CRYSTAL 


Ty 
Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) after 
Providing him the Golden Scroll, or the Shrine Handmaid (Firelink 
Shrine) after providing Orbeck’s Ashes. 


cle, land of ancient goiden sorceries. 
uminate surroundings. This light-producing 
ary Dut nonetheless demonstrates the pure 


sorceries; the likes of which have not been 


t the School. 


Dragor 


Acquisition Sold by Dusk of Oolacile (Darkroot Basin) and Eliza- 
beth (Oolacile Sanctuary). 

Ancient si the lost land of Oolacile. Transform into 
us. A separate stealth spell from Hid- 
led stealth sorcerer must be aware of his or 
dings and of which objects are prime candidates 


uf 
Acquisition Found on a corpse in Harvest Valley. 
A sorcery that dates farther back than recollection. Allows 
you to blend into your surroundings. Those who fear the 
unseen are cowards. Those who never doubt their eyes are 
fools 


den Body. A sk 


her surro 


for imitation 


TT | 


Acquisition Dropped by the Oid Woman of Londor (Irithyil of the 
Boreal or Valley) or found on Anri of Astora’s corpse (irithyll of the 
Boreal Valley) after progressing her quest. 
Lost sorcery from Oolacile, land of ancient golden sorceries. 
Transforms into something inconspicuous. Far from formally 
developed, this magic was instead born from the mischief 
of a young girl who sought relief from the solitude of the 
woods at dusk 

Ty 


Acquisition Created by transposing the Soul of a Crystal Sage 
with Ludieth of Courland (Firelink Shrine). 

Unique sorcery developed by extraordinary preacher twins 
known as the Crystal Sages. Casts a cascade of small 
crystal soulmasses from above. Crystal soulmasses have 
piercing qualities. In a pact said to have been formed long 
ago, one of the Sages allied with the Undead Legion in order 
to train the sorcerers of Farron. 


HAIL 
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f DARK ORB a mi iE IDiciff 


CRYSTAL MAGIC WEAPON I 
Acquisition Sold by Big Hat Logan after freeing him from captivity 
(The Duke's Archives). 


Sorcery boosted by the knowledge Logan acquired at the 
Regal Archives. High magic + crystallization: right weapon. 
Logan's trials were successful, and the crystal medium facili- 


mcr crvet Acquisition Found in a chest in Oolacile Township 


| Abyss sorcery discovered by an Oolacile sorcerer on the 
brink of madness. Fire giant Dark Orb. In contrast to stan- 
} dard soul sorceries, Abyss sorceries are weighty and inflict 
physical damage. Perhaps human souls, because of their 


i 
t 
| 
; 
{ 
! humanity, produce sorceries with more tangible presence 


tated a stronger bond between weapon and soul. 
up 


[ DEEP SOUL ; Ill 


{ CRYSTAL MAGIC WEAPON 


Acquisition Found in a chest in Dragon Shrine. 

Imbues weapon in other hand with crystal magic. More 
powerful than standard magic reinforcement. The utilization 
of crystals to enhance soul power is an ancient form of 
magical reinforcement. 


Te Acquisition Created by transposing the Soul of the Deacons of the 
Deep with Ludileth of Courland (Firelink Shrine). 

Sorcery of Archdeacon Royce and his deacons, said to have 
been imparted to them by McDonnell of the Boreal Valley. 
Fires dark soul dregs. Souls which swell from the deep 
pursue their target, drawn towards life 


(Fau CONTROL ia faincay 4 


CRYSTAL MAGIC WEAPON 


Ty | 
ras Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) after 
: — providing him cosy liek Scroll, or the Shrine Handmaid (Firelink 
Shrine) after providing Orbeck’s Ashes. 
Further sharpens Magic Weapon via crystallization. Rein- 
» forces right weapon with crystal. After much experimenta- 
~! tion, Logan found the crystal medium facilitated a stronger 
bond between weapon and soul. 
i} 


CRYSTAL SOUL SPEAR 


Acquisition Sold by Big Hat Logan after freeing him from captivity 
(The Duke's Archives). 
P , Sorcery boosted by the knowledge Logan acquired at the 
4 Regal Archives. Fire piercing crystal soul spear. These pale 
= magic spears, sharpened through crystallization, are on par 
with the armaments of the ancient lords. 

| 


CRYSTAL SOUL SPEAR G ie 


Acquisition Created by trading the Old Paledrake Soul with Straid 
of Olaphis (The Lost Bastille). 
Soul spear sharpened through crystallization. Pierces 
} enemies, causing heavy damage. Superior to the most finely 
sharpened weapons. When wielded precisely, it can take 
“4 down several enemies at once. 

iy | 


CRYSTAL SOUL SPEAR 
t Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) after 
providing him the Crystal Scroll, or the Shrine Handmaid (Firelink 
Shrine) after providing Orbeck’s Ashes. 


Further sharpens Soul Spear via crystallization. Fires a pierc- 
ing crystal soul spear. According to the Crystal Sages, old 
Big Hat achieved enlightenment within the Regal Archives, 
where he came to find the quintessence of sorcery in the 
facets of a certain crystal. 


' Acquisition Sold by Griggs of Vinheim (Firelink Shrine) [10 Intel- 
ligence req.). 
Sorcery developed by a certain surreptitious sorcerer at 
} Vinheim Dragon School. Reduce damage and noise from fall 
This sorcery, along with Hush, explains the extravagant cost 
of hiring Vinheim spooks. 
q wa ne 
t Acquisition Sold by Weaponsmith Ornifex (Brightstone Cove 
Tseldora) and Magerold of Lanafir (iron Keep). 
A sorcery that facilitates surreptitious activity. Reduces the 
} damage taken from falls. The eastern land of Mirrah is not 
only the home of proud knights. There is also a traditional 


order of shadow knights, who use any means necessary to 
™~ carry out their orders. 
Ti 


Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) or the 
Shrine Handmaid (Firelink Shrine) after providing Orbeck’s Ashes. 
Variation of Soul Arrow developed by sorcerers of the Un- 
dead Legion of Farron. Fire a soul dart. Well known among 
the Farron sorceries, it is learned far and wide due to its 
ease of use. 

| 


Sold by Orbeck of Vinheim (Firelink Shrine) or the 
Shrine Handmaid (Firelink Shrine) after providing Orbeck’s Ashes. 
Alteration of Soul Greatsword developed by sorcerers of 
the Undead Legion of Farron. The Legion has a tendency to 
emphasize speed over power, and this practical alteration of 
an existing sorcery is no exception. 


Qi FALL CONT ROL 


| 


| FARRON DART 


— + 


Saas, 
| FARRON FLASHSWORD 


+ 


bey 


f 
i 
{ 


| DARK BEAD 1 DLC1 | 


at Acquisition Found on a corpse in Chasm of the Abyss. 
| Abyss sorcery discovered by an Oolacile sorcerer on the 
brink of madness. Fire successive Dark Orbs. In contrast to 
Standard soul sorceries, Abyss sorceries are weighty and 
inflict physical damage. Perhaps a human soul is closer to 
P_ matter in its humanity. 
i | 


{ DARK EDGE 


5 nt Acquisition Sold by Karla (Firelink Shrine) or the Shrine Hand- 
, maid after providing her Karla's Ashes. 

' , A forbidden dark sorcery. Strikes with blade formed of 
humanity's darkness. Passed from mother to daughter, this 
blade was intended for both protection and as a means of 
taking one’s own life. The young girl never swung it more 
than once. 


SRB 
FARRON HAIL i 
een 


Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) after 
providing him the Sage’s Scroll, or the Shrine Handmaid (Firelink 
Shrine) after providing Orbeck’s Ashes. 

Sorcery which improves upon Farron Dart. Fires a cascade of 
soul darts. Entrusted to the leader of the Legion's acolytes, 
and apparently a sorcery of his daughter, Heysel, that was 
refined by a Crystal Sage. 


i 
f 
i 


f 


f Focus SOULS 
+ 


il Dici ff 
Acquisition Found on a corpse in Shulva, Sanctum City. 

} An ancient sorcery of Shulva, the Sanctum City. Fires a 

} focused beam of souls. The development of sorceries was 

) stunted in Shulva, as they were considered taboo. Even so, 
there were some occasional gems created by a group of 
nameless enthusiasts. 


) 
i] 
: 


——— 


+ 


F 


FROZEN WEAPON 


{ DARK FOG 


Acquisition Found on a corpse in Oolacile Township. 

Abyss sorcery discovered by an Oolacile sorcerer on the 
brink of madness. Create a cloud of Dark Fog. Although Dark 
Fog is, in theory, relatively close to humanity, it also happens 
to be a terrible poison for humans. Perhaps it reflects man’s 
cruelty against his own. 


1 pici ff 


—" 
} One of the spelis left behind by the young sorcerer Sulyvahn 
before leaving the Painted World. Imbues right-hand weapon 
") with frost. Sulyvahn was born and raised inside the painting, 
, yet had little use for his frigid homeland, since he had not 

4 yet experienced loss. 


eoset 
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{ GREAT DEEP SOUL J 4 : TT | 


ae ' Requisition Awarded after joining the Aldrich Faithful covenant 
t and reaching rank +1. 
| Sorcery which improves upon Deep Soul. Fires powerful 
j darkened soul dregs. Archdeacon McDonnell, a sorcerer 
t 1 


himself, delighted in the cathedral’s stagnating souls. For 
him, they represented the glorious bedrock of this world. 


ae | Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) after 
i | Providing him the Sage’s Scroll, or the Shrine Handmaid (Firelink 
} Shrine) after providing Orbeck’s Ashes. 
H | Sorcery which improves upon Farron Dart. Fires a more 


[ GREAT FARRON DART 


powerful soul dart, Entrusted to the leader of the Legion's 
' acolytes, and apparently a sorcery of his daughter, Heysel, 
~ that was refined by a Crystal Sage. 


{ GREAT HEAVY SOUL ARROW I | 
oes 


reaps * Aequisition Sold by Griggs of Vinheim (Firelink Shrine) [10 Intel- 
ligence req.| and Big Hat Logan (Firelink Shrine [15 INT req.] or 
The Duke's Archives [no INT req. }). 

Sorcery which improves upon Heavy Soul Arrow. Fire strong 
f heavy soul arrow. As difficult to use as Heavy Soul Arrow, 

‘ ' but powerful enough to make it well worth it. Adored by 
perio ™ certain sorcerers. 


r Acquisition Sold by Carhillion of the Fold (Majula) and Mageroid 
of Lanafir (iron Keep), found in a chest in Earthen Peak. 
A spell superior to Heavy Soul Arrow. Fires an even stronger 
} soul arrow. Difficult to handle, but very powerful. Only the 
well-trained can handle these arrows. 


[ GREAT HEAVY SOUL ARROW Ty 


tem * Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) or the 
Shrine Handmaid (Firelink Shrine) after providing Orbeck’s Ashes. 
Sorcery which improves upon Heavy Soul Arrow. Fires a 
more powerful heavy soul arrow. Sorceries are a logical dis- 
cipline; their strength influenced by the caster’s intelligence. 


[ GREAT MAGIC SHIELD up 
) 


7 oa " Acquisition Dropped by a particular Corpse-grub (Irithyll Dun- 
geon). 


i 
Sorcery which improves upon Magic Shield. Greatly 


reinforces left shield with magic. Only sorcererswordsmen 
f j with special duties are permitted the use of this spell, which 
t temporarily grants even the smallest of shields fortitude 
—~"~ more akin to that of a greatshield 


EAT MAGIC WEAPON I } 
0  Aequisition Found on a corpse in Anor Londo. 

Sorcery which improves upon Magic Weapon. High magic 
augmentation: right weapon. At Vinheim Dragon School, only 
magic swordsmen on special orders are allowed to learn 

this spell which grants powerful augmentation to various 
weapons. 


GREAT MAGIC WEAPON up 


meseannt Acquisition Given after joining the Company of Champions 

i | sovenant and reaching rank +1, sold by Royal Sorcerer Naviaan 

*  (Aldia’s Keep), found in a chest in the Black Gulch. 

4 A sorcery superior to Magic Weapon. Reinforces weapon 

* in other hand with intense magic, allowing for infliction of 

+ heavy magic damage. The old purists of the Melfian Magic 
* Academy view swordplay as a barbaric form of engagement. 


{ GREAT MAGIC WEAPON 4e = iy | 


Acquisition Found on a corpse on the Road of Sacrifices. 
Sorcery which improves upon Magic Weapon. Greatly rein- 
forces right weapon with magic. Only sorcererswordsmen 
with special duties are permitted the use of this spell. The 
azure blade is said to cut down heavily armored knights with 
ease. 


et) tamer 


—— 


beeoes: 


fed tea 


( GREAT SOUL ARROW _ 


q * Requisition Sold by Griggs of Vinheim (Firelink Shrine) (10 Intel- 
ligence req.] and Big Hat Logan (Firelink Shrine [15 INT req.) or 
The Duke's Archives [no INT req.|). 
Sorcery which improves upon Soul Arrow. Fire strong soul 
arrow. At the Vinheim Dragon School, the acquisition of this 
spell marks an apprentice’s coronation as a sorcerer. 


| GREAT SOUL ARROW up 
T "Requisition Found on a corpse in the Forest of Fallen Giants, sold 


by Carhillion of the Fold (Majula) and Magerold of Lanafir (iron 
Keep). 

A spell superior to the Soul Arrow. More powerful, and effec- 
tive at damaging enemies resistant to physical attacks. The 


Strength of this spell is influenced by one’s intelligence. 


GREAT SOUL ARROW it J 


I ae "Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) or the 
| Shrine Handmaid (Firelink Shrine) after providing Orbeck’s Ashes. 
Sorcery which improves upon Soul Arrow. Fires a more 


powerful soul arrow. Many sorceries inflict magic damage, 
making them effective against iron armor, tough scales, and 
other physically resilient materials. 


GREAT SOUL DREGS It DLC2p 
Acquisition Found on a corpse in The Dreg Heap. 


+ 
' } Asorcery that fires great dark soul dregs that have stewed 
7 for ages, far within the deep. This sorcery is the highest 
t form of Deep Soul. Some of the murkmen who rise from 


the depths are possessed by soul dregs, which have a grave 
likeness to the human form 


Acquisition Created by trading the Ruin Sentinel Soul with Straid 


of Olaphis (The Lost Bastille). 
One of the sorceries devised by Straid, the great mage of 
ancient Olaphis. Fires thick, powerful soul arrows that seek 


| HEAVY HOMING SOUL ARROW 


ae 


them targets to the ends of the earth. 


| HEAVY SOUL ARROW 


: Acquisition Sold by Griggs of Vinheim (Firelink Shrine) [10 Intel- 

: ligence req.} and Big Hat Logan (Firelink Shrine [15 INT req.] or 
The Duke's Archives [no INT req.}), and Rickert of Vinheim (New 
Londo Ruins). 


Soul sorcery emphasizing power. Fire heavy soul arrow. 
A more powerful, but also slower sorcery. Difficult to use 
* due to a long cool down and a limitation on the number of 


castings. 
[ HEAVY SOUL ARROW Euan wail ip 
Ra | Aequisition Sold by Carhillion of the Fold (Majula) and Magerold 
of Lanafir (Iron Keep). yo 


Advanced soul spell. Fires a devastating, thick soul arrow. 
But beware, The more powerful the soul arrow, the longer 
the casting time. 


[ HEAVY SOUL ARROW isi T 
TT ge Acquisition Starting Sorcery for the Sorcerer class, sold by vari- 
r | 0us merchants (Firelink Shrine). 

' Elementary, yet practical sorcery from long ago. Fires a 

‘ } heavy soul arrow. Offers greater power but slower casting 


' time, entailing a vulnerability that makes this sorcery trickier 


to handle. 

[REE | 

{ HIDDEN BODY ip 
Ty Acquisition Sold by Dusk of Oolacile (Darkroot Basin) and Eliza- 

j beth (Oolacile Sanctuary). 


Ancient sorcery of the lost land of Oolacile. Turns body 
nearly invisible. Although perfect invisibility is unachievable 
due to the risk of dissipation, the caster need only stand 
Still for a moment to blend in to environs with astounding 
camouflage. 


‘eeeeeeeneniem 
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HIDDEN BODY il 


Sold by Orbeck of Vinheim (Firelink Shrine) after 
providing him the Golden Scroll, or the Shrine Handmaid (Firelink 
Shrine) after providing Orbeck’s Ashes. 

Lost sorcery from Oolacile, land of ancient golden sorceries. 
Turns body nigh on invisible. Although perfect invisibility is 
unachievable due to the risk of dissipation, the caster need 
only stand still for a moment to blend in to environs with 
astounding camouflage. 


| HIDDEN WEAPON if 


Acquisition Sold by Dusk of Oolacile (Darkroot Basin) and Eliza- 
beth (Oolacile Sanctuary). 

Ancient sorcery of the lost land of Oolacile. Turns right 

| weapon invisible. Not a simple augmentation, making it de- 
pendent on the skill of its caster. An example of the capacity 


Sold by Weaponsmith Ornifex (Brightstone Cove 


Multiple soul masses appear above the head. When fired, 
they home in on their target. This spell was said to have 3 

been devised by a master sorcerer, but his name is long 
[ HOMING SOULMASS _ 


' forgotten 

= : oy 
i ' Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) after 
j | Providing him Logan's Scroll, or the Shrine Handmaid (Firelink 
} Shrine) after providing Orbeck’s Ashes. 
} | Sorcery developed by Big Hat Logan, the great sorcerer who 
j left the Dragon School in an age long past. Releases a hom- 
, ' ing soulmass. This sorcery may offer a clue as to what Logan 
" Y * sought, but further investigation suggests its attraction to 
living things mirrors the nature of the dark 


=| of Oolacile sorceries to control light. 
a 


HIDDEN WEAPON 


TPP yet Acquisition Given after joining the Bell Keepers covenant and 
4 me reaching rank +2. 

A sorcery that dates farther back than recollection. Makes 
weapon in other hand invisible. Effective use of this, like any 


tool, perhaps, is reliant upon the ingenuity of its caster. 
ug 


Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) after 
providing him the Golden Scroll, or the Shrine Handmaid (Firelink 
Shrine) after providing Orbeck’s Ashes. 

Lost sorcery from Oolacile, land of ancient golden sorceries. 
Turns right weapon invisible. The weapon itself undergoes 
no inherent changes. Effective use of this, like any tool, 
perhaps, is reliant upon the ingenuity of its caster. 


- 
| HUSH f eed es i if 
+73 | Dropped by Griggs of Vinheim, found on a corpse in 
j , Sen’s Fortress. 
{ Sorcery developed by a certain surreptitious sorcerer at Vin- 
{ } heim Dragon School. Masks all noises of caster. Effectively, 
j Vinheim is controlled by the Dragon School, and it is no 
* wonder that the town has its share of dark secrets 
bE & 
{ HUSH iri Ty 
eH fa r Given after joining the Way of Blue covenant and 


Acquisition 
reaching rank +2, found in a chest in The Lost Bastille [SotFS). 
f A sorcery that facilitates surreptitious activity. Reduces the 
i + sound made by its caster. The eastern land of Mirrah is not 
| only the home of proud knights. There is also a traditional 

* order of shadow knights, who quietly carry out unspeakable 


tasks. 
iy 


HOMING CRYSTAL SOULMASS 1B { Macic sHieLp — 
Ty Acquisition Soid by Big Hat Logan after freeing him from captivity TR Bz 4 
(The Duke's Archives). 


Sorcery boosted by the knowledge Logan acquired at the 
Regal Archives. Fire homing crystal soulmass. The mysteries 

of souls, crystals, and the sorceries are deeply intertwined. 
[ HOMING CRYSTAL SOULMASS 


uf 
Rae ©} Acquisition Found on a corpse in Shrine of Amana. 
|) Soulbeads made more lethal with crystallization. When fired, 
they home in on their target. Crystallization makes souls and 
sorceries all the more powerful. 


Il ‘| 
wet Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) after 
providing him the Crystal Scroll, or the Shrine Handmaid (Firelink 


Shrine) after providing Orbeck’s Ashes. 
a homing crystal soulmass. Crystal soulmass has pierc- 
ing qualities. According to the Crystal Sages, old Big Hat 
came to find the quintessence of sorcery in the facets of a 
certain crystal. 

up 

[ 2 Acquisition Sold by Straid of Olaphis (The Lost Bastille) and 

¥ Weaponsmith Ornifex (Brightstone Cove Tseldora). 

D ancient Olaphis. Fires soul arrows that follow their targets to 
the ends of the earth. 
Acquisition Sold by Griggs of Vinheim (Firelink Shrine) and Bi 
Hat Logan (Firelink Shrine [15 INT req.} or The Duke's yreses a Hs 
Sorcery developed by Big Hat Logan. Fire homing soulmass. 
Life originates in the soul; no wonder the soulmass draws 


Sharpens Homing Soulmass via crystallization. Releases 
“~ achieved enlightenment within the Regal Archives, where he 
HOMING SOUL ARROW 
One of the sorceries devised by Straid, the great mage of 
{ HOMING SOULMass i 
INT req.}) after freeing Logan from captivity (Sen’s Fortress). 
toward it. This sorcery is a window into seeker Logan's 
methods. 


Acquisition Sold by Griggs of Vinheim (Firelink Shrine) (10 INT 
req. and Big Hat Logan (Firelink Shrine [15 INT req.) or The Duke's 
Archives [no INT req.]). 

Sorcery for casters who wield swords. Magic augmenta- 
tion: left shield. Shields augmented by magic are resistant 
to magic attacks and have higher stability. This spell makes it 


possible to challenge powerful foes with a small shield 

Ti | 
Acquisition Sold by multiple merchants (Firelink Shrine). 
Sorcery for casters who wield swords. Reinforces left shield 
with magic. Shields augmented by magic have higher stabil- 


ity and damage absorption. Even the smallest of shields can 
be toughened considerably with the use of this spell 


{ MAGIC SHIELD 


a 


[ MAGIC WEAPON 

Pirzsmenet Sold by Griggs of Vinheim (Firelink Shrine) [10 INT 
req.) and Big Hat Logan (Firelink Shrine [15 INT req.] or The Duke's 

Archives [no INT req.]). 


t Acquisition 

{ ) 

| ; 

i } 

| j 

— 4 Vinheim is predicated upon this and Magic Shield. Many 


Sorcery for casters who wield swords. Magic augmenta- 
tion: right weapon. The power of the magic swordsmen of 
warriors learn sorcery just for this. 


[ MAGIC WEAPON 
+ 


Acquisition Sold by Carhillion of the Fold (Majula). 

} Sorcery that imbues weapon in other hand with magic 

) Adds magic damage to the types of damage the weapon 

| already inflicts. Wielding a sword and casting a sorcery are 

, two different things, and some members the Melfian Magic 
,. Academy view these varieties of spells as impure 


sighs <u 


4 Acquisition Sold by multiple merchants (Firelink Shrine). 
’ Sorcery for casters who wield swords. Reinforces right 
i} 


weapon with magic. The power of the sorcererswordsmen 
of Vinheim is predicated upon this and Magic Shield. Many 
warriors learn sorcery just for this enchantment. 
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~ a 
L SHOCKWAVE 


{OLD MOONLIGHT 111 DLC2 9 

; Created by transposing the Soul of Darkeater Midir 

with Ludieth of Courland (Firelink Shrine) 

A memory of an old sword found deep within Midir. This 

sorcery uses souls to grant form to the thought, and attack 

with it. Attacks are coupled with lightwaves, and sustaining 

the stance before attacking increases their speed and po- 

™ tency. The sword is named after moonlight, but it is slightly 
different than the one fashioned of the paledrake Seath. 
Perhaps it is rooted in an older memory, from not long after 


the Beginning. 

[PESTILENT MIST eae Teed ne 
Tee * Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) after 

providing him the Sage’s Scroll, or the Shrine Handmaid (Firelink 

Shrine) after providing Orbeck’s Ashes. 

Highly dangerous sorcery employed by Dragon School 

spooks. Only taught to trusted members. Releases mercury 

that eats away at HP Beware, as the caster is not immune 

* to its effect. A body caught in the silent mercury cloud lies 
still, while the face twists in a tortured scream. The names 
of these learned sorcerers became feared for this gruesome 
spectacie. 


[ PURSUERS eshie: hel 5 (Que $B DECR EE 


Sy 


Given once after trading the Soul of Manus with Hawk 


Acquisition 
i } Girl (Undead Asylum). 
} | Sorcery of Manus, Father of the Abyss. Grant a fleeting 
‘ |} will to the Dark of humanity, and volley the result. The will 
i feels envy, or perhaps love, and despite the inevitably trite 


and tragic ending, the will sees no alternative, and is driven 
Bai * madly toward its target 


[ REMEDY . 


7 7) Acquisition Found in a chest in Blighttown. 
{ | Sorcery of the red-robed Yulva, one of the Sealers of New 
- Londo. Reduce bleeding and poison build-up, and undo vari- 
H i} ous poisonous effects. One of New Londo’s unique healing 
i ; sorceries. Perhaps she abandoned her Sealer duty to take 
.. her healing arts back to Blighttown 


REPAIR es hes 
Sold by Dusk of Oolacile (Darkroot Basin) and Eliza- 


beth (Oolacile Sanctuary). 

Ancient sorcery of the lost land of Oolacile. Repair equipped 

} weapons and armor. This sorcery was a part of everyday life 
in Oolacile. Its effects resemble Repair Powder, which must 

q have found its way into the culture of this lost land. 


eve 


i 
Acquisition Sold by Carhillion of the Fold (Majula). 
} Does not inflict damage, but unleashes a large shockwave, 
toppling opponents. Intended to stun opponents and make 
them vulnerable to attack. Some call this child's play, but for 
an innovative caster, it is a deadly tool 


(SNAP FREEZE ‘ (EAS AnD 


1 Sata ” Aequisition Found on a corpse in the Painted World of Ariandel, 
| obscured by a Birch Woman. 

One of the spells left behind by the young sorcerer Sulyvahn 
before leaving the Painted World. Creates a cloud of near 
freezing mist. Sulyvahn was born and raised inside the 
painting, yet had little use for his frigid homeland, since he 
had not yet experienced loss. 


PED, i} 
Acquisition Starting Sorcery for the Sorcerer class, sold by Griggs 
of Vinheim (Firelink Shrine) [10 INT req.], Big Hat Logan (Firelink 
Shrine/The Duke's Archives) [15 INT req/none] and Rickert of 
Vinheim (New Londo Ruins). 

Elementary sorcery. Fire soul arrow. Soul arrows inflict 


magic damage, making them effective against iron armor, 
* tough scales, and other physically resilient materials. 


[ SOUL ARROW 


tine up 
1 "Requisition Starting Sorcery for the Sorcerer class, sold by 
multiple merchants. 
An elementary sorcery. Fires a small soul arrow Straight 
ahead. To use sorceries, attune a sorcery at a bonfire and 
equip a staff. 


[ SOUL ARROW 


ihias ; my 
Ena " Acquisition Starting Sorcery for the Sorcerer class, sold by vari- 
ous merchants (Firelink Shrine). 


Elementary sorcery. Fires a soul arrow. To use sorceries, 
equip a staff and attune a sorcery at a bonfire. 


[ SouL ARROW 


RE uj 

tea "Acquisition Found in a chest in Drangleic Castle. 

} One of the sorceries devised by Straid, the great mage of 
ancient Olaphis. Fires a blinding, piercing bolt of light. Straid 


} started with an unwieldy spell that back-fired on its caster, 
and in time, perfected it. 


[ SOUL BOLT 


Found on a corpse near the Shrine of Winter, found in 
@ chest in Shaded Woods [SotFS]. 
A sorcery that dates farther back than recollection. Repairs 
equipped weapons and armor. Uses light to repair damaged 
weapons and armor. Supposedly this sorcery restores items 
to a past state, but with the knowledge of this art lost, the 
~ finer details of the phenomenon are unknown. 


Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) after 
providing him the Golden Scroll, or the Shrine Handmaid (Firelink 
Shrine) after providing Orbeck’s Ashes. 

Lost sorcery from Oolacile, land of ancient golden sorceries. 
Repairs equipped weapons and armor. Includes weapons 
with exhausted durability. While the effects of this spell are 
father subtle, its foundations are a well-guarded secret. Light 
is time, and the reversal of its effects is a forbidden art. 


{ RESIST CURSE if 


Acquisition Sold by Ingward (New Londo Ruins). 
Sorcery of the red-robed remedician Ingward, guardian 

of the seal in New Londo. Sacrifice humanity to undo 
} curse. Abhorrent curses eat away at the core of one’s very 
existence, and cleansing oneself of curses is no easy task 
indeed. 


[ SOUL FLASH 
a 


DLC3B 


. Acquisition Found in a chest in Frozen Eleum Loyce. 

} One of the ancient sorceries that were lost when Eleum 

) Loyce froze over. Rapidly fire a barrage of small souls. 

| Intended to protect its caster more than damage enemies. 


i | 
© Acquisition Found on a corpse in Aldia’s Keep. 
H A secret art unleashes a gush of souls. The homing soul 
Mass pierces its target, then hits repeatedly for additional 
} damage. This blasphemous spell is an heirloom of Lord 
} Aldia’s. It was designed to pummel foes until its power is 


= 4 entirely exhausted. 
(SOUL GREATSWoRD i | 
1 Acquisition Found in a chest in Drangleic Castle. 
A sorcery that attacks foes using a sword made of souls. 
Energy is focused in a single point, and wielded as a sword 
with both hands. Use of this sorcery is not too dissimilar to 
‘swordplay, and so inherently endangers the caster. 
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[ STRONG MAGIC SHIELD 


f Sout GREATSWORD es my 


+ Aequisition Sold by multiple merchants (Firelink Shrine). 

Sorcery developed primarily for sorcererswordsmen. At- 

"| tacks with a greatsword formed from souls. The ephemeral 

_}_ blade only exists as an extension of the caster, but its power 
is said to rival that of physical greatswords. Even the most 

_,. obstinate magic purists may resort to this spell in times of 


crisis. 
up 


Acquisition Created by trading the Scorpioness Najka Soul with 
Straid of Olaphis (The Lost Bastille). 

Hurls a huge soul mass which splits into smaller souls that 
rain from above. Requires real talent and is difficult to han- 
dle. Only works in certain places, and against certain foes. 


Sold by Griggs of Vinheim (Firelink Shrine) [10 INT 
req.] and Big Hat Logan (Firelink Shrine [15 INT req.] or The Duke’s 
Archives [no INT req.]). 

Sorcery developed by Big Hat Logan. Fire piercing soul 
spear. A symbol of Logan's strength, the soul spear is ref- 
erenced repeatedly in the legends, and is said to be on par 
with Lord Gwyn’s lightning 

up 


[ SOUL SHOWER 


[ SOUL SPEAR 
ae 
i 


Acquisition Sold by Grave Warden Agdayne (Undead Crypt), 
; found on a corpse in Huntsman’s Copse. 
+ Sorcery that fires souls shaped into a spear. Pierces en- 
| emies, causing heavy damage. This spell was said to have 
\ been devised by a master sorcerer, but his name is long 
forgotten, 


Siar 
{ SOUL SPEAR 


To BY Acauisition Sold by Orbeck of Vinheim 
} providing him Logan's Scroll, or the Shri 
; Shrine) after providing Orbeck’s Ashes. 
', Sorcery developed by Big Hat Logan, the great sorcerer 
+ who left the Dragon School! in an age long past. Fires a soul 
spear. The spear boasts superior penetrating power, and is 
* testament to Logan's strength in battle. 
OUL SPEAR BARRAGE Il J 
| Acquisition Sold by Carhillion of the Fold (Majula). 
) Fires a flurry of soul spears. Inflicts high damage when mul- 
tiple spears hit. A reworking of an ancient spell concocted at 


i} the Melfian Magic Academy. A simple idea, but potentially 
highly effective. When used properly, of course. 
[ Sout STREAM 


TT 
Acquisition Found on a corpse in the Grand Archives. 
) Sorcery imparted by the first of the Scholars, when Lothric 
} and the Grand Archives were but young. Fires a torrential 
i volley of souls. The first of the Scholars doubted the linking 
, of the fire, and was alleged to be a private mentor to the 
Royal Prince. 


fe nm 


aos 


ames. 
SOUL VORTEX ai r eg aan uf 


Acquisition Soid by Grave Warden Agdayne (Undead Crypt), 
found in a chest in Brightstone Cove Tseldora and Majula’s pit. 
One of the lost sorceries preserved only in the Undead 
Crypt. Fires successive homing souls. Extremely difficult 
sorcery to evade, making it very effective against frisky foes. 


TT 


“Sabady nt Acquisition Starting Sorcery for the Assassin class, sold by Or- 
2 beck of Vinheim (Firelink Shrine) or the Shrine Handmaid (Firelink 
Shrine) after providing Orbeck’s Ashes. 
Sorcery developed by a certain surreptitious sorcerer at 
Vinheim Dragon School. Masks noises of the caster and 
prevents fall damage. Their mastery of this sorcery alone 
allows Vinheim spooks to demand handsome payment for 
their services. 


+ 


Q 


[ STRONG MAGIC SHIELD 


4a 55 
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[ TWISTED WALL OF LIGHT 


Acquisition Found on a corpse in The Duke's Archives. 

Sorcery which improves upon Magic Shield. High magic aug. 
mentation: left shield. At Vinheim Dragon School, only magic 
swordsmen on special orders are allowed to learn this spell 

which grants temporary strength to greatshields. 


Acquisition Sold by Straid of Olaphis (The Lost Bastille) and R: 
Sorcerer Naviaan (Aldia’s Keep). chet 
imbues off-hand shield with magic. Reinforce shield to 
absorb additional damage. Certain members of the Melfian 
Magic Academy scoff at these types of magic. The purists, 
in particular, are disdainful of anything vaguely linked to 
sword fighting 

Wig 


gay’ * Acquisition Sold by Orbeck of Vinheim (Firelink Shrine) after 
providing him the Golden Scroll, or the Shrine Handmaid (Firelink 
Shrine) after providing Orbeck’s Ashes. 
Lost sorcery from Oolacile, land of ancient golden sorceries. 


Distorts light in order to deflect magic. A closely-guarded 
light manipulation spell that contorts the very fabric of 
fundamental laws, negating magic by denying its claim to 
physicality. 

up 


[ UNLEASH MAGIC 


® 


[ WHITE DRAGON BREATH if 


Acquisition Given after progressing Royal Sorcerer Naviaan’s 
(Aldia’s Keep) quest. 

Boosts magic within the body beyond even your own limits, 
but at great cost to HP The terrible deeds carried out in Aldia 
led to the unintentional birth of several shadowy things, all 
of them eerily malformed 


Acquisition Dropped by Big Hat Logan (The Duke's Archives) after 
freeing him from captivity and defeating Seath the Scaleless (The 
Duke's Archives). 

Sorcery developed by Logan during his infatuation with 
Seath the Scaleless. Emit crystal breath of Seath the Scale- 
less. Although it no longer causes curses, what madness 


—— 
Zp ~ caused old Big Hat to appropriate this frightful power of the 


ancient dragons? 
| WHITE DRAGON BREATH Tin | 
Acquisition Created by transposing the Soul of Consumed 
Oceiros with Ludieth of Courland (Firelink Shrine). 
Sorcery of the deluded Consumed King Oceiros. Emits crys 
tal breath of Seath the Scaleless. Crystal breath has piercing 
qualities. Seath’s research seemed to strike a chord with old 
Big Hat who, in his mad, disrobed state, made divine works 
such as this, his own. Oceiros was no doubt edified by this. 


Creates a warm soul-like orb that serves as a decoy and 
lures foes toward itself. People regret loss, and yearn for 

} what they do not have. Perhaps the name of this sorcery 
{ , harkens to this irony. 


SEMIS Ea 


PYROMANCIES 


| ACID SURGE 
Pecan cece 


' Acquisition Found on a corpse in the Painted World of Ariamis. 

; Pyromancy foreign to the Great Swamp. Emit acid which 

| corrodes weapons and armor. Not all pyromancy originates 
} in the Great Swamp. One hears rumors of unknown pyro- 

; Mancers inhabiting various lands, and this spell is the work 


4. of one such outlander. 


a 
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he Ett oh-aanaea ieage 


[ACID | SURGE a8 ‘ 
Bie a F aiden Created by trading the Royal Rat prea Soul with 
, Straid of Olaphis (The Lost Bastille). 
\ A fringe pyromancy of unknown origin. Sprays an equip- 
H } ment-eroding acid. Does not directly damage foes, but eats 
} away at their equipment instead. Yet another pyromancy 
inspired by perniciousness. 
ug 


Acquisition Sold by Conny of the Great Swamp (Firelink Shrine) 
after providing him the Carthus Pyromancy Tome, or the Shrine 
Handmaid (Firelink Shrine) after providing her Cornyx’ Ashes. 

} Pyromancy of Carthus of the Sands. Emits an acid which 
corrodes weapons and armor. Carthus’ swordsmen attached 
great value to victory, and would not shun the use of such 
pyromancies. For where is the honor in death and scoured 


bones? 
ug 


Acquisition Sold by Karia (Firelink Shrine) after providing her the 
Grave Warden Pyromancy Tome, or the Shrine Handmaid after 
providing her Karla's Ashes. 
Pyromancy discovered by grave wardens after High Lord 
Wolnir fell to the Abyss. Hurls a black fireball. The black 
' flame inflicts dark damage, striking targets with weighty 
Sete ss) h;- fOFCe. 


ACID SURGE 


te + 
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BLACK FIRE ORB 


{ BLACK F FLAME 
S snene 


ipiciff 


Asulsition | Found on a corpse in Chasm of the Abyss. 
| Apyromancy discovered from the Dark of the Abyss by a 
4) pyromancer who wandered into Oolacile. Conjure a great 
| black flame in one’s palm. Black flames are weighty, and 
__ inflict physical damage, enough to smack away the mightiest 
|. of shields. 
Tt 


57 i} | Remulakion Sold by Karla (Firelink Shrine) after providing her the 
} Grave Warden Pyromancy Tome, or the Shrine Handmaid after 
providing her Karla’s Ashes. 
Pyromancy discovered by grave wardens after High Lord 
Wolnir fell to the Abyss. Creates a giant, black flame in hand. 
Black flames born from the Abyss bear no shadow. They are 
rine i ™ said to be the impenetrable fires of humanity. 


SERPENT | 


+ 


Acquisition Created by transposing the Soul of High Lord Wolnir 

with Ludieth of Courland (Firelink Shrine). 

Pyromancy discovered from the Abyss by High Lord Wolnir 

} that inspired the black arts of the grave wardens. Releases 
undulating black flames that trace the ground. Be it sorcery 
Or pyromancy, all techniques that infringe on humanity lead 

™ to the same place. That is to say, they all seek a will of their 

own 


[ BOULDER HEAVE i mj 
Ee t Acquisition Created by transposing the Soul of a Stray Demon 
with Ludieth of Courland (Firelink Shrine). 


Art of a stray demon of stifled flame. Spews a boulder from 
one’s mouth. The boulder is heavy, but shatters easily. 


i 
; 
j 
Sete ‘ 


[ BURSTING FIREBALL 


Acquisition Sold by Cornyx of the Great Swamp (Firelink Shrine) 
| 1 after providing him the Great Swamp Pyromancy Tome, or the 

f Shrine Handmaid (Firelink Shrine) after providing her Cornyx’ 

; Ashes. 

i Pyromancy of old restored by Cornyx. One of the Great 

; ! Swamp’s more advanced spells. Huris an exploding fireball. 
—""+ A rare technique that undergoes change after leaving the 
casters hand, making this a spell renowned for its difficulty. 


a 


Acquisition Sold by Cornyx of the Great Swamp (Firelink Shrine) 
after providing him the Carthus Pyromancy Tome, or the Shrine 
Handmaid (Firelink Shrine) after providing her Cornyx’ Ashes. 
The most obscure pyromancy developed in Carthus of 

the Sands. Damage increases with consecutive attacks. 
Carthus’s aggression has been likened to an uncontrollable 
fire, and since ancient times its beacon has been used as a 
signal for war. 


| CARTHUS FLAME ARC 


qj Acquisition Sold by some of the Great Swamp (Firelink sh ine) 
after providing him the Carthus Pyromancy Tome, or the Shrine 
Handmaid (Firelink Shrine) after providing her Cornyx’ Ashes. 
Pyromancy of Carthus of the Sands. Reinforces right 
weapon with flame. Warriors of Carthus favored supplemen- 
tal pyromancies such as this, which was used to enhance 
the curved blades of its swordsmen. 


my 
Acquisition Created by transposing the Soul of the Old Demon 
King with Ludieth of Courland (Firelink Shrine). 

Traces of the tumultuous seedbed that birthed the beings 


known as Demons. Hurls chaos flame that scorches vicinity. 5 
Demons born from fire bore its smoldering essence and 


* perished soon after. Man shares this rapport with the flames - . 


™ to this day. 

CHAOS FIRE WHIP if 
Acquisition Found in a chest in Lost izalith. 

Art of the Flame of Chaos, which engulfed the Witch of 

\zalith and her daughters. Sweep foes with chaos fire whip. 


& The fire whip was wielded by the eldest of the Daughters 


of Chaos. 
[ CHAos STORM > 


| CHAOS STORM stibte up 


Acquisition Found in a chest in Iron Keep. 

The chaos flame is said to have devoured the mother of py- 
romancy. Create multiple pillars of chaos flame. Those who 
Sought great power were consumed by their own desires. 
Where are these lost souls now? 


ki ug 


| CHAOS STORM 
wae "Acquisition Sold by Cornyx of the Great Swamp (Firelink Shrine) 
i | after providing him the lzalith Pyromancy Tome, or the Shrine 
| Handmaid (Firelink Shrine) after providing her Cornyx’ Ashes. 
| Art of the Flame of Chaos, from Ancient Izalith. Erects 
5 multiple chaos fire pillars in vicinity. Chaotic flame melts 
' even great boulders, and creates a brief surge of molten lava 
~ "> on impact. The all-engulfing Chaos Flame eventually formed 
a tumultuous seedbed, which birthed the twisted things 


known as Demons. 
| COMBUSTION if 


* Acquisition Sold by Laurentius of the Great Swamp (Firelink 
Shrine) and Quelana of izalith (Blighttown). 

Elementary pyromancy. Create powerful flame in hand. One 
of the most basic pyromancies. For this very reason, the 
flame thus created is fierce. 


[ CHAOs BED VESTIGES 


Acquisition Given by (PER Sister after joining the Chaos: 
Servant covenant and reaching rank +2. 

Art of the Flame of Chaos, which engulfed the Witch of 
Izalith and her daughters. Erect localized chaos fire pillars. 
The Witch of Izalith, in an ambitious attempt to copy the First 
Flame, created instead the Flame of Chaos, a twisted bed 
of life. 


COMBUSTION ca 


Acquisition Sold by Rosabeth of Melfia (Majula), found on a 
corpse in Huntsman's Copse. 

An elementary spell for new pyromancers. Releases flame 
j } in front of the caster. The simplest pyromancy of all, but 
surprisingly effective. 


© CHAPTER S EQUIPMENT & ITEMS 389 


{ FIRE WHIP _ 


Acquisition Found on a corpse in Brume Tower. 

Incy created by the magus Eygil, loyal follower of 
the Old Iron King. Cast flame in a sweeping motion across 
@ targeted area. The fire seems to dance, and makes its 


Acquisition Sold by Quelana of Izalith (Blighttown). 

Primal pyromancy taught by Quelana of Izalith. Sweep foes 
with fire whip. The root pyromancy of Combustion, but much 
more difficult to wield. 


inane + 


victims dance with it. 
aia rrhat ask : : 1 


[ FIRE WHIP 
+ 


Acquisition Sold by Laurentius of the Great Swamp (Firelink af F Acquisition Sold byTitchy Gren (Undead Purgatory) after joining 
Shrine) and Quelana of Izalith (Blighttown). j | the Brotherhood of Blood covenant, dropped by enemy Bell Keep- 
Pyromancy which improves upon Fireball. Hurl fire orb. The { 5 ers (Belfry Sol). 
flaming fire orb explodes upon impact, causing fire splash ; ,; An ancient, primal pyromancy. Sweep foes with a whip-like 
* damage in a spectacle which seems to symbolize the | { flame. One of the original pyromancies. Effective use of it 
i ’ strength of the fire-manipulating pyromancers. ; + demands agile footwork, making it a difficult spell for most 
Se. é <a + isk Te b ‘ 
{ FIRE ORB ga FIREWHIP Sint in} 
Be Sold by Rosabeth of Melfia (Majula), dropped by | eat ’ Acquisition Sold by Karla (Firelink Shrine) after providing her the 


oe 


Acquisition 

Flame Salamanders (Forest of Fallen Giants). 

A stronger form of Fireball. Creates a fireball that is hurled 

it at foes. Also inflicts damage to foes near point of contact. 
The power of pyromancies is influenced by one’s pyromancy 
flame, which can be strengthened through reinforcement. 


Sold by Cornyx of the Great Swamp (Firelink Shrine) 
after providing him the Great Swamp Pyromancy Tome, or the 
Shrine Handmaid (Firelink Shrine) after providing her Cornyx’ 
The signature flame-manipulating spell common to pyro- 
mancers. Hurls a giant fire orb. The blazing fire orb explodes 
‘on impact, dealing fire damage to the surrounding area. 
They say that once a pyromancer learns this spell, their 
understanding of the flame deepens, together with a yearn- 
ing for it. 


tigre 


[ FIRE SNAKE is 11 DLC2 Hf 


BS eeaeny ' Acquisition Found in a chest in Brume Tower. 

) Pyromancy created by the magus Eygil, loyal follower of 

) the Old Iron King. Creates several pillars of flame in front of 
} the caster. Eygil sought to grant fire a will of its own. This 
pyromancy was conjured up to behave like a snake, writhing 
toward its prey, with a mind to strike. 


ae Ee 


cra 
FIRE SURGE iy 
te ae by a particular Engorged Hollow (Painted 


4 Acquisition Dropped 
, World of Ariamis). 
Pyromancy foreign to the Great Swamp. Create a surge of 

\ flame from palm of hand. Not all pyromancy originates in the 
Great Swamp. One hears rumors of unknown pyromancers 
inhabiting various lands, and this spell is the work of one 

such outlander. 

ry 


FIRE SURGE 


i ie t Acquisition Sold by Cornyx of the Great Swamp (Firelink Shrine) 

ib , or the Shrine Handmaid (Firelink Shrine) after providing her 

a ‘ Cornyx’ Ashes. 

"4 Pyromancy of Cornyx of the Great Swamp. Emits a constant 
* stream of fire. Cornyx is a venerable pyromancer of an older 

cine ’ mold, said to have restored a number of spells lost to the 

y =~" past, amongst which this is the most well-known. 


| FIRE TEMPEST ip 


{ Acquisition Given by Quelana of izalith (Blighttown) after defeat- 
ing Bed of Chaos, or dropped by Quelana. 
Primal pyromancy of Quelana of Izalith. Erect giant fire pillars 
in vicinity. The tempestuous raging flames resemble those 

"| summoned by the Daughters of Chaos when they chal- 
ig lenged the ancient dragons and scorched the very earth. 


Ss 


FIRE TEMPEST il i 


Acquisition Found in a chest in Shrine of Amana, dropped by 
Guardian Dragons (Dragon Aerie). 

An ancient, primal pyromancy. Giant pillars of flame erupt 
near the caster. The fire tempest incinerates all life. What 
menace was so great as to make such a fearsome spell 
necessary? 


{ Quelana Pyromancy Tome, or the Shrine Handmaid after providing 
{ her Karla’s Ashes. 

; | Primal pyromancy taught by Quelana, daughter of the Witch 
j of izalith. Sweeps foes with a fire whip. The caster manipu- 


lates the flames at will, making this an extremely difficult 
* spell to use. Pyromancy is at once the knowledge of control- 
ling flame, and the knowledge that control is impossible. 


Acquisition Starting Pyromancy for the Pyromancer class, sold by 
Laurentius of the Great Swamp (Firelink Shrine) and Quelana of 
Izalith (Blighttown). 

Standard pyromancy of the Great Swamp. Hur! fireball 

The fire damage caused by fireballs makes them effective 
against corporeal beasts and Undead, who by nature fear 
flame. 


Found in a chest in No-man’s Wharf, sold by Rosabeth 
of Melfia (Majula), dropped by Flame Salamanders (Forest of 
Fallen Giants). 

A standard spell for pyromancers. Creates a fireball that 
is hurled at foes, To use pyromancies, equip a pyromancy 
' flame to serve as the catalyst, and assign a pyromancy to 
* an attunement slot. The power of a pyromancy is directly 
affected by the quality of the catalyst. 


| FIREBALL 


[ FIREBALL i 
Theme 4 Acquisition Starting Pyromancy for the Pyromancer class, sold by 
f , Cornyx of the Great Swamp (Firelink Shrine) or the Shrine Hand- 

7 maid (Firelink Shrine) after providing her Cornyx’ Ashes. 

; | Elementary pyromancy that is often the first learned. Hurls 

H a fireball. To use pyromancies, equip a pyromancy flame and 

i } attune a pyromancy at a bonfire 

[ FIRESTORM ip 


ri 
' J 


Acquisition Sold by Quelana of Izalith (Blighttown). 

Primal pyromancy taught by Quelana of Izalith Erect fire 
pillars in vicinity. The storm of flame is indiscriminate, and 
incinerates all nearby life. 


—_— . 


| FIRESTORM 


Sold byTitchy Gren (Undead Purgatory) after joining 


ant 
j | the Brotherhood of Blood covenant, found in a chest in Drangleic 
Castle. 
{ , Anancient, primal pyromancy. Pillars of flame erupt near the 
’ easter. The Firestorm is said to be the wrath and ire of the 
UJ 
A 


spell's creator. 
0 | 


[ FIRESTORM 
Acquisition Sold by Karla (Firelink Shrine) after providing her the 
Quelana Pyromancy Tome, or the Shrine Handmaid after providing 
her Karla’s Ashes. 
Primal pyromancy taught by Quelana, a daughter of the 
Witch of Izalith. Surrounds the caster with multiple pillars 


toayzgyenent 
uJ 
rid of flame. The raging storm is indiscriminate; such is the 


Terst * intrinsic horror of the flame. 
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FLAME FAN LDLC2) [GREAT CHAOS FIREBALL al wena if 
rz ” Acquisition Dropped by Desert Pyromancer Zoey [The Dreg a ” Requisition Given by Quelzag’s Sister after joining the Chaos 
Heap). Servant covenant. 


3 Pyromancy of Zoey, descendant of the desert pyromancers. 
F) Use repeatedly to brush the fan of flame left and right. Zoey 
| possessed true beauty, as did all the desert pyromancers, 

‘ but hers did not poison, and so she became the unassuming 
- queen of the feeble ones. 


PIRRMIARSWATEE 508 


Acquisition Sold by Straid of Olaphis (The Lost Bastille), dropped 
by enemy Bell Keepers (Belfry Sol). 

One of the pyromancies devised by Straid, the great mage 
of ancient Olaphis. Great flames envelop and immolate 
faraway foes. Straid, always immersed in magic, never 
accepted an apprentice. As a result, much of his extensive 
sic ta is Balls lost 


af 
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ME WEAPON 


a Acquisition Created by trading the Old Witch Soul with Straid of 


| onone (The Lost Bastille). 

\ Pyromancy that imbues weapon in other hand with fire. 

j Adds fire damage to the types of damage the weapon 

f already inflicts. Pyromancy and sorcery are said to be like oil 


and water, but in fact their origins can be traced to a com- 
mon source. 


| 


wz LASH SWEAT | 
+ 


Acquisition Sold by Laurentius of the Great Sean (Firelink 


| } Shrine). 

; Pyromancy of Carmina, who harnessed the power of flame 
f } to actualize the innerself. Intense sweating reduces flame 
{ + damage. Carmina, the most accomplished pupil of Salaman 


the Master Pyromancer, pioneered new directions for the art 
of pyromancy. 


Pare eee 


Acquisition Sold by Rosabeth of Melfia (Majula). 

A pyromancy that internalizes the power of flame. Sweat 

profusely, reducing fire damage. Most useful when facing 
other flame-manipulating pyromancers. Just don't take the 

looks you get personally. 


[ FLASH | SWEAT 


anias } 


(FLASH SWEAT ig ug 


ay Sold by Cornyx of the Great Pomme (Firelink Shrine) 
or the Shrine Handmaid (Firelink Shrine) after providing her 
Cornyx’ Ashes. 

Unique pyromancy of the Great Swamp associated with 
Carmina. Intense sweating increases fire damage absorp- 
tion. An influential pyromancy that internalizes flame, likely 
forming the foundation for many subsequent spells. 


SUFLOATING CHAOS. i DLC1 


Dropped by Livid Pyromancer Dunnel (Painted World 


GRR oy. 


Acquisition 
of Ariandel). 
Pyromancer Dunne! was fascinated by this ceremonial art 
employed by the clerics of the Smouidering Lake. Summons 
a fire-spitting chaos orb. Chaos burns away in the blink of 
an eye, but was the primordial life born in the Bed of Chaos, 
and a grievous symbol of Izalith’s sin. 

uf 


FORBIDDEN SUN oe 


La _ 1 Acquisition Given by Royal Sorcerer Naviaan (Aldia’s Keep) after 
progressing his quest. 

Pyromancy developed in Aldian rites. Fires a giant fireball 
with a widely encompassing explosion. What could possibly 
justify such excessive destructive power? In all likelinood, 
the madmen of Aldia never even questioned the need. 


[ GREAT CHAOS FIRE ORB a | 


Acquisition Sold by Cornyx of the Great Swamp (Firelink Shrine) 
after providing him the lzalith Pyromancy Tome, or the Shrine 
Handmaid (Firelink Shrine) after providing her Cornyx’ Ashes. 

Art of the Flame of Chaos, from Ancient Izalith. Hurls a great 
chaos fire orb. Chaotic flame melts even great boulders, and 
creates a brief surge of molten lava on impact. The Witch of 
Izalith and her daughters birthed the Flame of Chaos, but it 
devoured them along with their home. 


‘ 
} 
} 
u 
- 


fe eras. 


Art of the Flame of Chaos, which engulfed the Witch of Iza- 
;  lith and her daughters. Hurl a giant chaos fireball. The Flame 
of Chaos can melt stone, producing a short-lived lava glob. 


| { GREAT CHAOS FIREBALL if F uf 


oe "Requisition Given after joining the Brotherhood of Blood cove- 
nant and reaching rank +3, sold by Chancellor Wellager (Drangleic 
Castle) from NG++ onwards. 

The chaos flame is said to have devoured the mother of 
pyromancy. Create a chaos flame, and hurl it at foes. This 
special flame creates a short-lived surge of molten lava 

™ wherever it lands. 


[ GREAT Cc ComBus 


! Acquisition Soild by Quelana of Izalith (Blighttown). 
Pyromancy which improves upon Combustion. Create 
powerful, giant flame in hand. Great Combustion creates a 
powerful flame, but many sorcerers mock the simplicity of 
this spell. 


. 5 


(| GREATCOMBUSTION Swe up 


Acquisition Sold byTitchy Gren (Undead Purgatory) after joining 
@ the Brotherhood of Blood covenant, found in a chest in Drangleic 
Castle. 


Superior spell to Combustion. Releases intense flame in 
front of the caster. A very powerful spell, but so simple that 
it can be awkward to use. 


( GREAT COMBUSTION i : ug 


Acquisition Sold by Cons of the Great os (Firelink Shrine) 
or the Shrine Handmaid (Firelink Shrine) after providing her 

J Cornyx' Ashes. 
Pyromancy which improves upon Combustion. Creates a 


powerful, giant flame in hand. A very powerful, yet simple 

| Spell to use. Pyromancy is to at once know fear and longing, 
the resultant power of which depends on both the caster’s 
intelligence and faith. 


{ GREAT FIREBALL if 


houion Sold by Quelana of Izalith (Blightown). 


, | Ultimate fireball pyromancy. Hurl giant fireball. Salaman the 
Master Pyromancer, also called the Great Fireball after this 
} spell, believed pyromancy wes rooted in an adoration of fire. 


Those who acquire this spell usually agree. 


[ GREAT FIREBALL uf 
LGR i 


Roe i Acquisition Found in a chest in Brightstone Cove Tseldora, 
H dropped by Flame Salamanders (Forest of Fallen Giants). 


The strongest form of Fireball. Creates a giant fireball that is 
| hurled at foes. The exalted flame, long pined after. Even if it 
[ IMMOLATION 


would scorch our very flesh. 
up 
7 > Acquisition Found in a chest in Belfry Sol. 


\ A pyromancy that creates @ coating of flame, allowing the 
caster to incinerate nearby foes. Needless to say, this is a 


perilous spell that burns the caster while active. If a person 
is truly desirous of something, perhaps being set on fire 
.. does not seem so bad. 


IRON FLESH I 
~ Acquisition Sold by Laurentius of the Great Swamp (Firelink 


{ Shrine). 
} : Pyromancy of Carmina, who harnessed the power of flame 
i + to actualize the innerself. Iron flesh boosts defense and 


j resilience. Use of this pyromancy requires caution, as the z 4 
4 caster becomes exceedingly heavy and unable to move Ae 
freely. 
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[ POWER WITHIN : | 


Acquisition Sold by Rosabeth of Melfia (Majula). 

A pyromancy that internalizes the power of flame. Turns 
the body into iron, increasing defense and resistance. As 
‘one might guess, the rock-solid flesh enabled by this spell 
dramatically slows movement. Guaranteed to cause trouble 


if used at an inopportune moment. 
a | 
Acquisition Found on a corpse in Farron Keep. 


Pyromancy that internalizes flame. Iron flesh boosts dam- 
age absorption and resistance, but significantly increases 


LINGERING FLAME uf 
SY! Acquisition Sold by Straid of Olaphis (The Lost Bastille), dropped 

| by Undead Jailers (The Lost Bastille). 

One of the pyromancies devised by Straid, the great mage 

of ancient Olaphis. Release a static fireball that explodes 
when foes draw near. Straid was an oddly gifted mage, well- 
versed in both sorceries and pyromancies, but his curious 
temperament never allowed him to settle down in one place 
for very long. 


IL DLC2 hf 


Acquisition Created by trading the Soul of Nadalia, Bride of Ash 
with Straid of Olaphis (The Lost Bastille). 

A pyromancy of Nadalia, Bride of Ash. Spouts multiple Dark 
flames. This child of Dark, bearing inconceivable strength, 
found herself in a kingless land devoid of souls. And in 
journeying there, has all but condemned herself to a fate 
most wretched. 


POISON MIST 


‘ jAequisition Sold ‘by Eingyi after being infected by parasite eggs 
and after joining the Chaos Servant covenant, found on a corpse 
in Blighttown, dropped by Laurentius of the Great Swamp (Blight- 
town). 

-» Unique pyromancy crafted by Eingyi, considered a heretic 

) even at the Great Swamp. Create poison mist. Eingyi be- 

* came an egg-bearing Undead who serves a deformed young 
girl who speaks an unintelligible tongue. 


L POISON Mist ielteNeate Reh ramen Orn sutra aie 


4GRIRRENGEIN Asquisition Sold by Rosabeth of Metfia (Mojula). 

1 A fringe pyromancy of unknown origin. Creates a cloud of 

_ poison mist. This spell contradicts the very principles of 
pyromancy, suggesting that its creator had a heretical streak. 

So hoy, 


[ POISON MisT sai DEST 


i at Acquisition Sold by Cornyx of the Great Swamp (Firelink Shrine) 
after providing him the Great Swamp Pyromancy Tome, or the 
Shrine Handmaid (Firelink Shrine) after providing her Cornyx’ 
Ashes. 

Unique pyromancy crafted by Eingyi, a heretic inhabiting 
the Great Swamp long ago. Creates a poison mist. Eingyi 
was driven from the Great Swamp, however his pyromancy 
continues to succeed him. Perhaps dwellers of the Great 
Swamp were reminded that their very existence is one 
rooted in heresy. 


POWER WITHIN 


Acquisition Found on a corpse in clon 

Pyromancy of Carmina, who harnessed the power of flame 
to actualize the inner-self. Short strength/endurance boost, 
but lose HP Excessive power eats away the life-force of its 
caster, and like all dangerous spells, Power Within was kept 
secret for eons. 
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hrs + Acquisition Found on a corpse in the Grand Archives. 

i | Forbidden pyromancy amongst those who internalize flame 
| ) Temporarily boosts attack, but gradually lose HP A pyro- 

| j mancer fears the flame. However, this fear subsides once it 


, \s accepted as a substitute for strength 


CPROFANED | FLAME 


Acquisition Found on a corpse in Irithy!! Dungeon 
j Pyromancy deriving from the Profaned Flame. Engulfs foes 
i | at range and burns them to ashes. The Profaned Capital was 
i | consumed by fire after Yhorm the Giant became a Lord of 


| Cinder. The fire, born of the sky, is said to have incinerated 
,. Naught but human flesh. 


P PROFUSE | SWEAT ae et ig 


Te * Acquisition Sold by Cornyx of the Great Swamp (Firelink Shrine) 

after providing him the Great Swamp Pyromancy Tome, or the 

Shrine Handmaid (Firelink Shrine) after providing her Cornyx’ 

; Ashes. 

Advanced pyromancy that internalizes flame, associated 

with Carmina. Profuse sweating temporarily boosts resis- 

oe F * tance to bleeding, poison, frost and curses. The yellowish 
sweat cures all kinds of ailments 


- ven ees 
RAPPORT iy | 

Tipe Acquisition Sold by Karla (Firelink Shrine) after providing her the 

Quelana Pyromancy Tome, or the Shrine Handmaid after providing 

her Karla‘’s Ashes. 

Advanced pyromancy of Quelana, a daughter of the Witch 

of Izalith. Charms the enemy, making them a temporary ally. 

The living are lured by flame, and this tendency is elemental 

a eee Ty * to the art of pyromancy. 


ACRED FLAME Ill 
[SACR 


tate ' Acquisition Found on a corpse in the Smouldering Lake. 

t Pyromancy taught amongst savages. Flame burrows inside 

{ foes and ignites. Originally used in a ceremony for cleansing 
} sacrificial impurities, thereby lending the spell its name. As 

barbaric as it seems, this may in fact be quite fitting for the 

savage pyromancers who consider themselves servants of 

the divine. 


[ SEETHING CHAOS > 111 DLC2 fj 


Acquisition Created by transposing the Soul of the Demon Prince 
with Ludileth of Courland (Firelink Shrine). 

The last flame lit by the demon prince. This pyromancy hurls 
a clump of chaos. Upon impact, this clump of chaos seethes 
wildly, condenses briefly, then explodes violently. To the 
demons, these clumps are shreds of life 


(Toxic. MIST ener: ip 


Acquisition Sold by Eingyi after being infected by parasite eggs 
and after joining the Chaos Servant covenant. 

+ Unique pyromancy crafted by Eingyi, considered a heretic 
“| even at the Great Swamp. Create intense poison mist. Why 
was Eingyi driven from the Great Swamp? One only need 
cast this pyromancy, a perverse diversion from the art of 


ssi ~ fire, to find out 
[ TOXIC MIST : i 


Straid of Olaphis (The Lost Bastille). 
A fringe pyromancy of unknown origin. Creates a power 
*) ful cloud of poison mist. The poison gradually erodes the 
target's body, inflicting damage all the while. Whoever 
created this spell did not believe his enemies deserved a 
~ swift death. 


7 7 Acquisition Created by trading the Royal Rat Vanguard Soul with 
i 
i 
{ 


[ TOXIC MIST | ee hE 


% t Rapido Found on a corpse in the Smouldering Lake. 

} Unique pyromancy of Eingyi that never gained currency in 

} the Great Swamp. Creates an intense poison mist. Driven 

} from the Great Swamp, they say that at the end of his 

, journey, Eingyi happened upon a virulent poison and a young 
lady. 


{ UNDEAD RAPPORT ml 


aan ; 


Acquisition Sold by Quelana of izalith (Blighttown). 
| Advanced pyromancy of Quelana of Izalith. Charm Undead 
| and gain temporary allies. The living are lured by flame, and 
{ | this relationship is part and parcel to the art of pyromancy. 
} , Can be used by either gender. 

uf 
lewlaiton Sold by Grave Warden Agdayne (Undead Crypt), 
dropped by Corpse Rats (Grave of Saints). 
One of the lost pyromancies preserved only in the Undead 
Crypt. Creates a gentle, warm flame that heals those who 
touch it. Fire can be a show of strength, but it is also a 


symbol of wisdom and comfort. Fire is what the caster 
wishes it be. 


Acquisition Given after joining the Mound-makers covenant and 

| reaching rank +2. 

, Peculiar pyromancy of the Mound-makers. Creates a gentle 

; flame that restores HP on touch. They feared separation 
from the gods and sought a familial bond, perhaps leading to 
the creation of this flame of harmony. 


MIRACLES 


[ ATONEMENT _ 


LER TTTE SE | 


Acquisition Found on a corpse in Farron Keep. 

| j Miracle given to those cast out from the Sable Church of 
Londor. Attracts more attention from foes. This is the only 

} tale known by the exiles, who believe it carries words of 

forgiveness. Cursed journeys, too, must ultimately come to 

an end. 


her the Braille Divine Tome of Lothric, or the Shrine Handmaid 
(Firelink Shrine) after providing her Irina’s Ashes. 
Miracle taught to Lothric Knights. Blesses right weapon, 
increasing attack power, as well as gradually restoring HP. 
The Knight is one of the Three Pillars of Lothric, said to have 
* strengthened ties with the High Priestess after the Scholars 
eared the Grand Archives. 

up 


‘Requisition Created by trading the Old King Soul with Straid of 
Olaphis (The Lost Bastille). 
; Amiracle that creates a giant soul mass and transforms it 
} into a lightning-spouting orb of light. Crafted in ancient times 
by the God of Sun, but later forbidden by the same deity. 
Was it to protect the world from hatred, or sorrow? 

TT 


BOUNTIFUL LIGHT aovicebitls: Hye elf Se a 


5 nae r Sold by Irina of Carim (Firelink Shrine) after providing 
' 
\ 
j 
| 


sy, 
i 
| 


her the Braille Divine Tome of Lothric, or the Shrine Handmaid 
(Firelink Shrine) after providing her Irina’s Ashes. 
Miracle taught to knights by Gertrude, holy maiden to the 
Queen. Gradually restores a large amount of HP. The Heav- 
enly Daughter is said to be the Queen's child. 

is 


Acquisition Dropped by a particular Pisaca (The Duke's Archives). 
Special miracle granted to the maidens of Gwynevere, Prin- 
} cess of the Sun. Gradual HP restoration for self and vicinity. 
The miracles of Gwynevere, the princess cherished by all, 
grant their blessing to a great many warriors. 


} 


(BountiFuL SUNLIGHT 


‘ea 
{ J 


1 


| BOUNTIFUL SUNLIGH T 


BOUNTIFUL SUNLIGHT 


Acquisition Given after joining the Blue Sentinels covenant and 
reaching rank +3, sold by Chancellor Wellager (Drangleic Castle) 
from NG++ onwards. 
A special miracle passed down through the ages. Slowly 
heals a great amount of HP of self and nearby allies. This 
miracle, once kept by the Lindelt Monastery, was stolen and 
never recovered. 

ng 


Created by transposing the Soul of Rosaria with 
Ludleth of Courland (Firelink Shrine). 
Special miracle granted by the Princess of Sunlight. Gradu- 
ally restores a large amount of HP for self and those in the 
vicinity. The miracles of Gwynevere, loved as both mother 
and wife bestow their ican on a great many warriors. 


e 


[ CARESSING PRAYER - 


Acquisition Sold by Licia of Lindelt (Heide’s Tower of Flarne) and 

Cromwell the Pardoner (Brightstone Cove Tseldora). 

An elementary miracle for clerics. Purifies the body, remov- 
ing all poison. Affects both the caster and nearby allies. This 
spell was recently developed, and may not be an authentic 


miracle. 
ug 


Acquisition Sold by Irina of Carim (Firelink Shrine) or the Shrine 

Handmaid (Firelink Shrine) after providing her Irina’s Ashes. 

Miracle taught by Morne, the Archbishop's apostle. Cures 

bleeding, poison and frost for self and those in the vicinity. 

Caressing Tears is a tale of the many deaths surrounding the 
. goddess Caitha, of whom Morne was a known follower. 


Sold by Irina of Carim (Firelink Shrine) or Karla 
(Firelink Shrine) after providing the Londor Braille Divine Tome, or 
the Shrine Handmaid (Firelink Shrine) after providing her Irina’s/ 
Karla’s Ashes. 

Miracle of the Sable Church of Londor. Reinforces right 
weapon with dark. The third daughter Liliane, one of the 

* founders of the Sable Church, is said to recount tales that 
portray the suffering and conflict of Hollows. 


Acquisition Given after joining the Blade of the Darkmoon cov- 

enant and reaching rank +1. 

Miracle granted to those bound by covenant to Gwyndolin, 

Lord Gwyn’s lastborn. Boost right weapon with rays of 

Darkmoon. The power of the rays of the Darkmoon are mani- 
fested in vengeance, and the deeper the animus, the more 
devastating the attack. 

( DARKMOON BLADE i 


Acquisition Given after pee the Blade of the Darkmoon cov- 
enant and reaching rank +2. 

Miracle of those who devoted themselves to the Darkmoon 
covenant. Reinforces right weapon with Darkmoon light. 
Miracles of the Darkmoon are tales of revenge, but Captain 
Yorshka recites only for the sake of remembering her 
brother, without knowledge of its meaning. Perhaps this is 
better, as revenge is better left to the Blades. 


o] 


| CARESSIN 


TEARS 


i 


[ DARK BLADE 


ah 


" DARKMOON BLADE 


mat ( 
' 


( DEAD AG IN iil 


Sold by Irina of Carim (Firelink Shrine) or Karla 
(Firelink Shrine) after providing the Londor Braille Divine Tome, or 
the Shrine Handmaid (Firelink Shrine) after providing her Irina’s/ 
Karla's Ashes. 
Sacrilegious miracle of the Sable Church of Londor, Bless 
corpses, transforming them into traps. Londor, the Hollow 
+ Realm, is a society of undead, comprised of the corpses and 
shades of those who led unsavory lives. Is such blessing 
really something one must ponder? 


DEEP PROTECTION Ill 
Acquisition Sold by Irina of Carim (Firelink Shrine) or Karla 
(Firelink Shrine) after providing the Deep Braille Divine Tome, or 
the Shrine Handmaid (Firelink Shrine) after providing her Irina‘s/ 
Karla's Ashes. 

Miracle taught to inaugurated deacons of the Cathedral of 
the Deep. Slightly boosts attack, damage absorption and 
resistance, while also increasing stamina recovery speed. 
The Deep was originally a peaceful and sacred place, but 
became the final rest for many abhorrent things. This tale 
of the Deep offers protection for those who worship amidst 
those horrors, 


Acquisition Found in a chest in Dragon's Sanctum after hitting 
arrow switches. 


An ancient miracle owed to the cardinal of Shulva. Challenge 
fate one time when HP reaches 0. Originally intended to 
grant the dying a few moments for a final farewell. 

Ty | 


{ DIVINE PILLARS OF LIGHT 
Miracle of Gertrude, the Heaventy Daughter. Brings down 


oot Acquisition Found on a corpse in the Grand Archives. 
multiple pillars of light in vicinity. The Queen's holy maiden 
Gertrude was visited by an angel, who revealed this tale to 
her. Despite losing both her sight and her voice, she was de- 
termined to record the tale. Ordinary men cannot decipher 
her fragmentary scrawl, nor comprehend how it became the 
foundation of the Angelic faith of Lothric. 
DORHYS’ GNAWING i | 
paws, Acquisition Dropped by a particular Evangelist (Irithyl! of the 
Boreal Valley). 
Miracle of Dorhys the deranged evangelist. Summons great 


insect swarm to feast on foes. Those who linger too long on 
the brink of the Deep will often slip. Dorhys is sure to have 
) wallowed in this darkness, intoxicated by its peril. 


(emir = I | 


Acquisition Given by Siegmeyer of Catarina (Firelink Shrine) after 
progressing his quest in Anor Londo. 
Outland miracle, foreign to the Way of White. Emit shock- 
wave. Considered an alternate branching of Force. Emits an 
expanding shockwave orb. 

Ty 


Acquisition Sold by Blue Sentinel Targray (Cathedral of Blue) and 
Cromwell the Pardoner (Brightstone Cove Tseldora), found on a 
corpse in No-man’s Wharf. 

Amiracle derived from Force. Emits a forward-moving 
shockwave. Throughout history, there have been many 
examples of imitative miracles. When discerning original 
from imitator is nigh on impossible, which is which hardly 
matters. 


a 
| 


DAS aA 
{ EMIT FORCE 


EMIT FORCE Ill 


| Aquisition Given by Siegward of Catarina (Irithyll of the Boreal 
, Valley) after progressing his quest. 
| Traditional miracle of Catarina. Releases a shockwave in 

j front. The people of lands known for festivity and drink are 

| typically outspoken. One can be sure that they will not bottle 
their emotions, instead venting anger and the like with 
confidence. 


Acquisition Sold by Petrus of Thorolund (Firelink Shrine) after 
Joining the Way of the White covenant, and after progressing Reah 
of Thorolund’s quest (Undead Parish). 

Common miracle amongst cleric knights. Create shockwave. 
This quickly-acting miracle inflicts no damage, but propels 
foes back and defends against arrows. Cleric knights use 
this miracle when charging into enemy mobs. 


Sold by Licia of Lindelt (Heide’ 
Cromwell the panier (Grightstone CoveTesidorsy. erties 
An elementary miracle. Releases a shockwave that Staggers 
foes. Pushes nearby foes back, but leaves them unhurt 
Does not directly cause damage, but can be highly effective 
with a little ingenuity. 


aT 


ae 
| 
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Starting Miracle for the Cleric class, sold by Irina of 
Carim (Firelink Shrine) after providing her the Braille Divine Tome 
im, or the Shrine Handmaid (Firelink Shrine) after Providing 
her Irina’s Ashes. 
Elementary miracle among clerics. Creates a shockwave 
While it inflicts no direct damage, this miracle propels foes 
back, staggering them. Can also defend against incoming 


arrows. 
Ty | 


) 
i] 
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Sold by Irina of Carim (Firelink Shrine) or Karla 
(Firelink Shrine) after providing the Deep Braille Divine Tome, or 
the Shrine Handmaid (Firelink Shrine) after providing her Irina’s/ 
Karla’s Ashes. 
Dark miracle taught in the Cathedral of the Deep. Summons 
insect swarm to feast on foes. These insects which lurk in 
the Deep have tiny jaws lined with fangs to tear open the 
skin and burrow into the flesh in the blink of an eye, Causing 
intense bleeding. 


GRAVELORD GREATSWORD DANCE 


‘Pigeraeat 


Acquisition Given after joining the Gravelord Servant covenant 
and reaching rank +1. 

Miracle known only by the servants of the first dead, 
Gravelord Nito. Giant Gravelord swords jut out in vicinity. 
Many have died, and many eyes were claimed to realize 
the Greatsword Dance, a Gravelord ritual known only by his 


GRAVELORD SWORD DANCE 


closest servants. 
iy 


goat 
t \ 


“— .- 


Acquisition Given after joining the Gravelord Servant covenant. 
Miracle known only by the servants of the first dead, Grav- 
elord Nito. Giant Gravelord swords jut out in vicinity. Nito 
sleeps deep within the Giant Catacombs, quietly overseeing 
all death, and waiting for his servants to usher in the Eye of 


GREAT HEAL ie 


Death. 
iy 


ez { 


: a 


Acquisition Sold by Reah of Thorolund (Undead Parish) after 
progressing her quest. 

Great miracle cast by advanced clerics. Restores high HP. 
Great Heal is a long tale, only learned by a select few. No 
caster will be disappointed by the bountiful life that it yields 


[ GREAT HEAL 


Pres + 
i } 


Sold by Cromwell the Pardoner (Brightstone Cove 
Tseldora), found on a corpse in Grave of Saints. 
A glorious miracle only accessible to a small minority of 
clerics. Greatly restores HP Only a select few have learned 
to recite this epic romance in its entirety, but those who do 


GREAT HEAL 


are amply rewarded. 
TH | 


e 


Panes 5 


[ 
trate sant 


Acquisition Found on the corpse of a Man-grub in Irithyll of the 
Boreal Valley. 
Glorious miracle used by high-ranking clerics. Restores a 
large amount of HP for self and those in the vicinity. Only @ 
select few have learned to recite this epic tale in its entirety, 


GREAT HEAL EXCERPT 


but those who do are amply rewarded. 
—T r 


Sa 
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Acquisition Sold by Reah of Thorolund (Undead Parish) after pro- 
gressing her quest, Petrus of Thorolund (Firelink Shrine) and Trusty 
Patches (Firelink Shrine, after defeating Gravelord Nito). 

Great miracle cast by advanced clerics. Restores high HP 
Great Heal Excerpt borrows from only several verses of 
Great Heal. As a result, it can only be cast a stark few times. 


f GREAT HEAL EXCERPT up (Hear up 
ter tba t Acqplattion Gold by Licka of Lindelt (Helda's Tower of Flomal Epa "Requisition Starting Miracle for the Cleric class, sold by Merchant 
{ } Ahighly advanced miracle. An excerpt from the Great Heal } Lede beget (Majula) and Licia of Lindelt (Heide’s Tower of 
t tome. Greatly restores HP Its effect is the same as Great 
f Heal, but has limited uses. The erudite Great Heal tome Pee pct miracle widely used by clerics. Slightly restores 
f | fequires extensive training to properly interpret, making it HP To use miracles, equip a sacred chime and attune a 
.. accessible to only a select few. j ' miracle at a bonfire. 
GREAT LIGHTNING SPEAR | a ec ng 

ee F Acquisition Given after joining the Warrior of Sunlight covenant Binge + pequisition Starting Miracle for the Cleric class, sold by Irina of 
I } and reaching rank +1. t Cari (| Firelink Shrine) or the Shrine Handmaid (Firelink Shrine) 
f , Miracle passed down to those bound by the Warrior of after providing her Irina’s Ashes. 
{ } Sunlight covenant. Hurl giant lightning spear. The weapon of Elementary miracle cast by clerics. Restores HP for self and 
t the God of War, who inherited the sunlight of Lord Gwyn, those in the vicinity. To use miracles, equip a talisman or 

{ __ but had respect only for arms, and Ula else. q ' sacred chime and attune a miracle at a bonfire. 

LA aes 2 eo 

GREAT LIGHTNING S SPEAR uf | HEAL AID mg 

+m Aequ Sold by Straid of Olaphis (The Lost Bastille) after ms t 


j j defeating Velstadt, the Royal Aegis, found in chests in Majula’s pit 
and Undead Crypt. 
j ; Amiracle that launches a great spear of lightning. Said to be 
j + the legacy of an ancient clan whose leader was revered as 
i 


the God of Sun. The name of the clan has been lost to time, 
pan * but the gross incandescence of our magnificent father shall 


never wane. 
GREAT LIGHTNING SPEAR b Heit a | 
te iz ont Acquisition Given after joining the Warrior of Sunlight covenant 


| , and reaching rank +2. 
f Primal account of Lightning Spear, which tells of an ancestral 
{ } dragonsiayer. Hurls a giant lightning spear. Gwyn, the First 
f Lord, slew dragons with his sunlight spear, a tradition upheld 
a by his firstborn and the greatspear he wielded. Much of 
this resplendent tale of father and son, while epic, remains 
tragically untold. 


GREAT MAGIC BARRIER - if 


Ty Acquisition Found on a corpse in Ash Lake. 
{ | Miracle of Bishop Havel the Rock. Cover body in powerful 
{ def. magic coating. Havel the Rock, an old battlefield com- 
t i patriot of Lord Gwyn, was the sworn enemy of Seath the 
{ Scaleless. He despised magic, and made certain to devise 
means of counteraction. 


GREAT MAGIC BARRIER imesn | 


Acquisition Sold iy Chancellor Wellager [Drangieic Castle), found 


; irochen' in Aldia’s Keep. 
, Superior miracle to Magic Barrier. Increases resistance to 
i magic, lightning, fire, and dark. The knights of Mirrah are 


expected to fight honorably, with reliance only upon swords- 
manship. They only resort to magic the only time they truly 
need it: to face the magic of an enemy. 


GREAT MAGIC BARRIER Ty | 


haus 9 4 Acquisition Found on a corpse in Archdragon Peak. 

‘4 i} The tale which was later interpreted as Magic Barrier. 

! , Greatly increases magic damage absorption by covering the 
; } body in a strong white protective coating. Said to be a tale 
fi 


ioneeenemmente 


| Of Havel the Rock, arch enemy of Seath the Scaleless. Havel 
despised magic, and was never complacent in preparing 
means to counter it. 


| GUIDANCE up 


ESE Oy, 


Prez Acquisition Sold by Licia of Lindelt (Heide's Tower of Flame). 

i . A miracle created to help those who have lost their way. Re- 
{ veals more messages from other worlds. Countless worlds 
t loosely overlap, and at the seams of contact, kindred souls, 
i who have lost their way, call out to one another with fleeting 
BS cosy messages of hope. 


Acquisition Starting Miracle for the Cleric class, sold by multiple 
merchants. 

Elementary miracle cast by clerics. Restores HP. To cast 

a miracle, the caster learns a tale of the Gods, and says @ 
prayer to be blessed by its revelations, Heal is the shortest 
of such miraculous tales. 


pease l ses. 


Starting Miracle for the Herald class, sold by the 
Shrine Handmaid (Firelink Shrine). 
Miracle imparted as charity to those of little faith. A show 
of tolerance from the Way of White. Slightly restores HP. To 
use miracles, equip a talisman or sacred chime and attune a 
miracle at a bonfire. 


| HEAVENLY THUNDER up 
Tv" " Acquisition Sold by Blue Sentinel Targray (Cathedral of Blue) and 
Cromwell the Pardoner (Brightstone Cove Tseldora). 


Emits lightning in random directions. Scholars bicker over 
whether this is the original Lightning Spear, or a derivative. 
One can never gain full control of the power of the Gods, 
but with a little favor from lady luck, this spell will destroy 


oa 


your foes. 
ject é 
| HOMEWARD if 
A ae * Aequisition Sold by Petrus of Thorolund (Firelink Shrine) after 


joining the Way of the White covenant, and after progressing Reah 
ofThorolund’s quest (Undead Parish). 

Great miracle cast by advanced clerics. Return to last bonfire 
rested at. Would normally link to one’s homeland, only the 
curse of the Undead has distorted its power, redirecting 
casters to a bonfire. Or perhaps for Undead, this serves as 
home? 


pees 


He 
{HOMEWARD _ uj 


mae "Acquisition Sold by Licia of Lindelt (Heide’s Tower of Flame). 

A miracle that returns its caster to the last bonfire rested 

at. Traditionally, its destination was the caster’s homeland. 
The curse slowly erodes one’s memory, until even one’s 
birthplace is reduced to a figment of a clouded past. But the 
=" _ bonfires are constant, a beacon for the tragically afflicted. 


[ HOMEWARD } 


"Acquisition Sold by Irina of Carim (Firelink Shrine) or the Shrine 
} Handmaid (Firelink Shrine) after providing her Irina’s Ashes. 

, Miracle taught to traveling clerics. Returns caster to the 

; last bonfire used for resting, or to the bonfire in the shrine. 
It would normally link to one’s homeland, only the curse of 
the Undead has twisted its power, redirecting casters to a 
~ bonfire. Perhaps for Undead, the bonfire serves as home. 


: 


9] | 
{ } 


KARMIC JUSTICE I 


7% Aequisition Sold by Oswald of Carim (Undead Parish). 

Miracle of the black-haired witch Velka. Temporary auto coun- 
ter vs. heavy damage. For each sin there is a punishment, 
and it is the task of Goddess Velka to define the sin, and 


loeuteneemenn 


poms - 


;  Mete out the punishment. 
LIFEHUNT SCYTHE Ill 
Tye / Acquisition Created by transposing the Soul of Aldrich with Lud- 


leth of Courland (Firelink Shrine). 

Miracle of Aldrich, Devourer of Gods. Steals HP of foes us- 
ing an illusory scythe. Aldrich dreamt as he slowly devoured 
the God of the Darkmoon. In this dream, he perceived the 
form of a young, pale girl in hiding. 


ST 
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Ill DLC2 


Acquisition Found on a corpse in The Ringed City. 
The few female knights who served in the age of the gods 
used this miracle for dragonslaying. Draw lightning bow 

to fire a lightning arrow. The lightning arrows offer a great 
improvement to the range of spears, and were said to have 
been used to pierce the eyes of dragons from afar. But 
remember, beautiful stories are always marked by embel- 
lishment. 


LIGHTNING BLADE Il 


© Acquisition Found on a corpse in Irithyll Dungeon. 

| Miracle allegedly wielded by a certain dragonslayer knight 

| | in the Age of Gods. Reinforces right weapon with lightning. 
| Tales of dragonslayers are now a rare thing, told only in frag- 
ments and whispers in remote regions. 


“LIGHTNING SPEAR I 


pet Acquisition Given after joining the Warrior of Sunlight covenant. 
) Miracle passed down to those bound by the Warrior of Sun- 
| light covenant. Hurl lightning spear. Lightning spears inflict 
rare lightning damage, and are very effective against magic, 
fire, and most of all, dragons. 


Acquisition Sold by Licia of Lindelt (Heide's Tower of Flame), 
penopry in a chest in Earthen Peak. 
A miracle that launches a spear of lightning. Said to be the 
legacy of an ancient clan whose leader was revered as the 
God of Sun. The name of the clan has been lost to time, 
but the gross incandescence of our magnificent father shall 
never wane. 


LIGHTNING SPEAR 


Acquisition Found on a corpse in Farron Keep. 

Miracle allegedly used by Warriors of Sunlight. Hurls a 
lightning spear. The spears inflict lightning damage, providing 
an effective counter to magic or fire. Especially powerful 
against metal armor and dragons. 


11 


Acquisition Dropped after defeating the Carthus Sand Worm 
(Smouldering Lake). 

A lost dragonslaying miracle. Strikes with a stake of 
lightning. This tale describes the lost practices of ancient 
dragonslayers, who found that in order to pierce dragon- 
scale, lightning should not be hurled as a bolt, but rather be 
thrust as a stake directly into the dragon's hide, to be truly 


TT 


rigs oat Sold by Irina of Carim (Firelink Shrine) after providing 
1 her the Braille Divine Tome of Lothric, or the Shrine Handmaid 
; (Firelink Shrine) after providing her Irina’s Ashes. 
; Miracle of clerics who wield weapons. Increases magic 
damage absorption by covering the body in a white protec- 
' tive coating. There was a short period in history where 
~ clerics and sorcerers opposed one another. Thus it became 
necessary for even simple clerics to have some means of 


opposing magic. 
[ MED HEAL 


= BARRIER 


sapet Aoquisition Sold by Licia of Lindelt (Heide’s Tower of Flame). 
| Superior spell to Heal. Restores HP The strength of miracles 
are influenced by one’s faith. Miracles are tales of the Gods 
} passed down long ago, but only a small number of the 
j 
+ 


original tomes remain in their entirety, and most that exist 
are restorations. 
Ti 


Acquisition Sold by Irina of Carim (Firelink Shrine) after providing 
i her the Braille Divine Tome of Carim, or the Shrine Handmaid 
(Firelink Shrine) after providing her Irina’s Ashes. 
Miracle superior to Heal. Restores moderate HP for self and 
those in the vicinity. Miracles are fruit of the study of divine 
tales, a blessing received from the gods through acts of 
> prayer. Miracle strength depends on the caster’s faith 


aa ae HSS uf 


t Piabeulandan acid ny Croriwell tie Pardonec (Brightstone Cove 
i 
f @ 


Tseldora). 
[ PROJECTED HEAL 


[ MED HEAL 


Ill DLC29 


Enwreathes its caster with a pure veil. Grants temporary 
resistance to status effects. Lindelt ascetics are sent to 
distant lands for proselytizing and self-training, but many of 
,_ them decide not to return. 
BRO? [3 7 Acquisition Found on a corpse in The Dreg Heap. 
¢/ A miracle discovered in the last days of Lothric. Toss a light 
{ that heals those near the point of impact. Even those who 
t had forgotten the caress and bounty of the Princess of 
{ Sunlight did their best to recall her image. The stories spun 


about her were most certainly childish, and yet gravely 
sincere. 


(REPLENISHMENT 


: fof 
' 
t 


Given by Reah of Thorolund (Tomb of the Giants) after 
defeating Vince and Nico of Thorolund. 
Common miracle amongst cleric knights. Gradual HP res- 
toration. Beware of the cleric knight blessed by Replenish- 


Tr 


ment, for he shall not fall easily. 
uf 


CREPLENISHMENT 


LIGHTNING STORM 
w EEF eh transposing the Soul of the Nameless King 


Acquisition Created by 

with Ludileth of Courland (Firelink Shrine). 

Miracle of the Nameless King, ally to the ancient dragons. 
Calls forth furious bolts of lightning. Once a slayer of drag- 
ons, the former king and wargod tamed a Stormdrake, on 
.. Which he led a lifetime of battle. This miracle is likely a tale 
*~ of their bond. 


MAGIC BARRIER I HT 


progressing her quest. 
4 Miracle of Bishop Havel the Rock. Cover body in defensive 
ay magic coating, This coating greatly boosts magic defense, 
| assisting warriors who must face the magic which Bishop 
* Havel countered so proficiently. 
uy 


MAGIC BARRIER 
| eet ty ree ocemmant’ Conse and 
Vengarl of Forossa (Shaded Woods! 
Amiracle encasing the body in . magic barrier. Increases 
Tesistance to magic, lightning, fire, and dark. This miracle is 


said to shield its caster with the Rock's armor, and was com- 
mon amongst the wizard knights of Mirrah. 
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REPLENISHMENT 


Sold by Licia of Lindelt (Heide's Tower of Flame) and 
Cromwell the Pardoner (Brightstone Cove Tseldora). 
An intermediate miracle. Gradually restores HP This miracle 
is used by the resolute Lindelt cleric knights when fighting 
on the front lines. There is a story, passed down through 
generations, claiming this band of knights once felled a 
poisonous dragon which menaced an entire nation. 


Sold by Irina of Carim (Firelink Shrine) or the Shrine 
Handmaid (Firelink Shrine) after providing her Irina’s Ashes. 
Miracle once cherished by cleric knights. Gradually restores 
HP. Replenishment is a relic of the old Lloyd faith, whose 
cleric knights were unfaltering in battle. 
0 | 


Sold by Licia of Lindelt (Heide's Tower of Flame) and 
pared s of Olaphis (The Lost Bastille), found on a corpse in The Lost 


c 
| 


CRI RESPLENDENT LIFE | 
i 
; Agee. miracle used by highly-ranked clerics. Slowly re- 
» stores a large amount of HP Cleric Forsalle of Lindelt was @ 
} master of miracles who fought battles across the lands. His 
None ~ allies called him a holy knight, but his enemies feared him 
for his “demonic powers.” 
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[ SUNLIGHT BLADE 


(SACRED OATH 


Created by trading the Soul of Velstadt with Straid of 
Olaphis (The Lost Bastille). 
An ancient miracle said to have been devised by warriors 
| who once served the God of Sun. Provides a temporary 
boost to the attack and defense of its caster and all nearby 
allies. 


SACRED OATH 


Given after joining the Warrior of Sunlight covenant 
and reaching rank +1. 
Miracle of those chosen by the Sunlight covenant. Temporar 
ily boosts attack and damage absorption for self and those in 
the vicinity. This is the tale of the Sun’s firstborn, his faithful 
first knight, and the brave dragonslayer who served them 


both. 
[ SEEK GUIDANCE ibe if 
tory) Acquisition Sold by Petrus of Thorolund (Firelink Shrine) after 
f joining the Way of the White covenant, and Reah of Thorolund 
(Undead Parish) after progressing her quest. 
Miracle of clerics on an Undead mission. Display more guid- 
ance from other worlds. Guidance facilitates communication 
between Undead, but their value varies greatly. A balance of 
© faith and wisdom is required. 
mp [ 


SEEK GUIDANCE Pan Jie alee oe 


Acquisition Found on a corpse in the Cathedral of the Deep. 
} Miracle of stray souls. Displays more help from other worlds 
| and reveals summon signs without using an ember. Faith 
' i} serves as a guide for clerics, meaning they should have no 
\ 
PEAY. 
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meerst 


need for secondhand wisdom. Be that as it may, this miracle 
has been passed down from soul to soul, providing a tiny ray 
of hope for the lost. 


* Acquisition Dropped by a particular Pisaca (The Duke's Archives). 
} Special miracle granted to the maidens of Gwynevere, Prin- 
cess of the Sun. Restores high HP for self and vicinity. The 
| miracles of Gwynevere, the princess cherished by all, grant 
their blessing to a great many warriors. 


[ SOOTHING SUNLIGHT 


ceatetteaimteaitnl 
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SOOTHING SUNLIGHT if 


Acquisition Awarded after defeating Licia of Lindelt via the 

} Crushed Eye Orb. 

| Aspecial miracle passed down through the ages. Greatly 

} heals HP of self and nearby allies. This miracle, once kept by 

1 the Lindelt Monastery, was stolen and never recovered. 
esky. 

OOTHING SUNLIGHT TT 


Created by transposing the Soul of the Dancer with 
Ludleth of Courland (Firelink Shrine). 
Special miracle granted to the maidens of the Princess of 
} Sunlight. Restores a large amount of HP for self and those 
in the general area. The miracles of Gwynevere, the princess 
cherished by all, bestow their blessing on a great many 
warriors. 


| SOUL APPEASE 2s 


zB pyest Sold by Stone Trader Chioanne (Harvest Valley/Majula) 
i 
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| and Grave Warden Agdayne (Undead Crypt). 

One of the lost miracles preserved only in the Undead 

+ Crypt. Inflicts heavy damage on mindless Hollows, but has 
no effect on anything else. The Undead Crypt is a place of 
rest for the living. Those afflicted by the curse can only pray 
to one day gain entrance. 


| SPLINTERING LIGHTNING SPEAR 


Acquisition Found in a chest in Frozen Eleum Loyce. 
Developed from a primal miracle. Launch splintering spears 
of lightning. Ever since miracles came to be, learned men 
have endeavored to rework and remold them to their satis- 
faction. This is one such effort. 


il DLC3 


ry 
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Perera. 


rez t Found in a chest after defeating Dark Sun Gwyndolin 
(Anor Londo}. 

Miracle wielded by Lord Gwyn’s firstborn. Boost right 

t + weapon with rays of Sun. The power of sunlight, manifested 
as lightning, is very effective against dragons. When the 
eldest son was stripped of his deific status, he left this on 
his father’s coffin, perhaps as a final farewell. 


i 


+ a Siig gia Share S, id 
| SUNLIGHT BLADE up 
eS ~ Requisition Sold by Straid of Olaphis (The Lost Bastille) after 
defeating Velstadt, the Royal Aegis, found in a chest in Shrine of 
Amana. 
An ancient miracle of the sun. Reinforces weapon in other 
j hand with sunlight, a form of lightning. The sun grants life to 

' all things upon the earth, even if the worshippers of sunlight 
no longer bless the surface with their presence. 


| SUNLIGHT | SPEAR. | 


+--- } 


Given after offering the Soul of Gwyn to the Sunlight 
Altar (Undead Parish). 
Miracle born from the fading soul of Gwyn. Hurl sunlight 
spear. In the war that marked the dawn of the Age of Fire, 
Gwyn wielded these rays of sunlight, which remain fierce 5 
even as they fade. 


SUNLIGHT SPEAR 


CG 
up 


= (pasha! Ghuon shun [okie Galen ca an ee nes 
reaching rank +3. 
A miracle that launches a spear of sunlight. Powered with 
immense wondrous souls. One of the ancient original 
miracles, said to have existed from the infancy of the very 


world. 
1 


ys 
iq SUNLIGHT SPEAR 
Acquisition Created by transposing the Soul of the Lords with 
Ludieth of Courland (Firelink Shrine). 
Miracle of Gwyn, the First Lord. Hurls a sunlight spear. The 
tales of Gwyn’s Archdragon hunts describe the inception of 


the Age of Fire. 
LA cH Ty | 


Acquisition Sold by Irina of Carim (Firelink Shrine) after providing 
her the Braille Divine Tome of Carim, or the Shrine Handmaid 
(Firelink Shrine) after providing her Irina’s Ashes. 

, Miracle taught by Morne, the Archbishop's apostle. Grants 
one chance to endure when HP reaches 0. Intended to grant 
the dying a few moments for a final farewell. Tears are shed 

* for the sake of the living, more so than the deceased. 


ee 


Acquisition Found on a corpse inThe Catacombs. 

Outland miracle, foreign to the Way of White. Slows all walk- 
ing within effect area. This miracie is normally used to flee, 
as it slows walking but does not affect attacks, but neverthe- 
| less defines peace perfectly. 


CTeaRs oF DE 


i TRANQUIL WALK OF PEACE 
pa 


UNVEIL i 


> 7 Acquisition Sold by Straid of Olaphis (The Lost Bastille). 

t | Amiracle that senses traitors. Reveals the location of the 
{ | nearest enemy, or invading dark spirit. Those who serve the 
{ 


+ Lindelt Monastery willfully adhere to strict commandments. 
| This miracle was created to castigate those who ignore the 
"=... Tighteous teachings. 


Acquisition Found on a corpse in the Painted World of Ariamis. 

Secret rite of the black-haired witch Velka. Prevents casting 
of magic within effect area. Velka, the Goddess of Sin, is a 

rogue deity, but she is versed in arts both new and old, and 
is considered to have a great range of influence even as_ 


[ DARK FOG” 


{ VOW OF SILENCE 


i | 

9) Acquisition Sold by Irina of Carim (Firelink Shrine) or Karla 
(Firelink Shrine) after providing the Londor Braille Divine Tome, or 
the Shrine Handmaid (Firelink Shrine) after providing her Irina’s/ 
4 Karla's Ashes. 
~ Miracle of the Sable Church of Londor. Prevents spells in 
1 vicinity, including one’s own. Members of the Sable Church 
“+ are all trained swordsmen, each sworn only to their weap- 

‘ons as they bear the leaden silence of Londor. 


[ WAY OF WHITE CORONA il DLCi 


{ Acquisition Found on a corpse in the Painted World of Ariandel. 

} A lost Way of White miracle. Launches a white discus which 
slices into foes and returns to its conjurer. Long ago, when 

) the imprints left by the gods were still deep, miracles of 
the Way of White existed alongside aureoles. Those who 

__ yearned for the long-lost aureoles fully believed that they 


would return, one day. 
[ WRATH OF THE GODs : Pasi 


* Acquisition Sold by Reah of Thorolund (Undead Parish) after 
progressing her quest. 
Primal form of Force. Create powerful shockwave. Wrath 
of the Gods was an epic tale that tattered over time and 
devolved into the modern Force. This primal form of Force 
emits a shockwave that also inflicts careers 

| 


Acquisition Given after joining the Blue Sentinels covenant and 
reaching rank +2, sold by Chancellor Wellager (Drangleic Castle) 
from NG++ onwards. 
Miracle that releases local shockwave, staggering nearby 
foes and causing heavy damage. Little is known about the 
origins of this miracle, except its shared roots with the Force 
Spell, It makes mention of certain Gods, but alas, their actual 
names are long forgotten. 

TT | 


WRATH OF" THE -GoODs 
% + Acquisition Found on a corpse in the Profaned Capital. 
| Primal form of Force. Creates a powerful shockwave. Wrath 
of the Gods is an epic tale, while Force is but a woefully 
| incomplete version of that yarn. This primal account of pro- 
} found fury emits a shockwave that also inflicts damage. 
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RATH OF THE Gops 
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HEXES 


[ AFFINITY 
er 


uy 


Acquisition Sold by Straid of Olaphis (The Lost Bastille), dropped 
} by Kobolds (Aldia’s Keep). 
, An advanced hex based on an ancient sorcery. Creates a 
dark mass that seems to pursue its target with a will of 
its own. It appears to be a manifestation of an emotion. 
. Perhaps of hate, perhaps of love. 


uy 


Acquisition Ghend after joining the Pligtims of Dark covenant and 
¥ reaching rank +3. 
fi A hex that distorts the power of life. Emits a mass of dark, 
; but at the cost of all souls. Strength varies depending on the 
number of souls. Not a hex to be used lightly. 


DARK DANCE ae 


Acquisition Found on a corpse in Frozen Eleum Loyce. 

Hex that converts souls into a large mass of Dark. This mo- 
mentous mass of Dark dances to signal the joy of its own 
release, or perhaps merely to taunt foes as it veers towards 
them. Hexes are an expression of human depravity, of which 
,. this dance is a perfect example. 
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hh uf 
Acquisition Sold by Straid of Olaphis (The Lost Bastille), found on 
@ corpse in The Gutter. 

A hex that releases a temporary localized mist. Those who 
breath in the mist are instantly assailed by poison. This hex 
is regarded as a poison due to the outward symptoms, but 
in fact the mist eats away at the target's inner essence. Just 


™ the traits that led to the prohibition of hexing 

I DLCi 
Acquisition Found in a chest in Shulva, ahoain City. 
Hex adapted from an ancient sorcery. Brandish Dark like a 
sword. By its nature Dark is normally tranquil, but this hex 


releases a focused blade of Dark in an uncharacteristic flash 
of brilliance. 


Py 


f DARK: GREATSWORD 
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[ DARK H HAIL 


; DARK ORB 
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| a: 


[ DARK W WEAPON 


‘Acquisition Sold by Straid of Olaphis (The Lost Bastille), Dark- 
diver Grandahi and Magerold of Lanafir (Iron Keep). 
A hex modified from an old sorcery by Gilleah the Hexer. 
Fires several orbs of darkness. Hexing is rooted in both 
sorcery and miracles, but is viewed as a perilous affront to 
all life, and banned in most lands. 

TH | 


Acquisition Sold by Felkin the Outcast (Huntsman’s Copse), Straid 
of ef Olerhic! (The Lost Bastille) and Darkdiver Grandahi. 
A hex modified from an old sorcery by Gilleah, the father of 
Hexing. Fires a heavy orb of darkness. To use hexes, equip a 
sacred chime or staff, and attune a hex at a bonfire. Required 
equipment depends on hex. 
up 


$F © Acquisition Sold by Felkin the Outcast (Huntsman’s Copse) 

i Felkin the Outcast applied his art to transform Magic 
Weapon into a hex. Adds dark damage to the types of dam- 
age the weapon already inflicts. Those who choose the path 

{ } of dark are admonished by all manner of sorcerers. But this 

,. does not stop the curious from being drawn to this strangely 
arthehs craft. 
Ty 


DARKSTORM - 
a Acquisition & Sold by Magerold of Lanafir (Iron Keep) and Darkdiver 
Grandahl. 
An esoteric spell created by Naviaan, the infamous exiled 
} sorcerer. Creates a local vortex of dark flame. The heretic 
Naviaan was executed along with his entire village, and the 
mere utterance of his name became a crime. Some say it 
was because he sought to restore the banned art of resur- 


fection. 
[ DEAD AGAIN a0 | 
Lar, F Aequisition Sold by Stone Trader Chioanne (Harvest Valley/Ma- 


jula), dropped by Razorback Nightcrawlers (Black Gulch). 
( Hex that casts a dark flame upon corpses, causing them to 
} combust violently. Hexes such as these, that tamper with 
life itself, are particularly abhorred. 
Tt 


Replies. Given after joining the 5 Pilgrims of Dark covenant and 
{ ) reaching rank +2, sold by Felkin the Outcast (Huntsman’s Copse). 
ey A hex that distorts the power of life. Emits a large mass of 

} dark at the cost of souls. Can be used even without souls, 


| { but at greatly reduced strength. 


7 . + 


( LIFEDRAIN P PATCH h 
‘tn i | Acquisition Created by trading the Darklurker Soul with Straid of 
{ Olaphis (The Lost Bastille). 

{ Consume a number of souls and affix dark to a certain spot 
' | Inflicts damage upon those who touch it. This distorted dark, 
t 


brewed by hexers, drains the life-force of those who touch it 
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Acquisition Created by trading the Old Dead One Soul with Straid 
of Olaphis (The Lost Bastille 

A hex that transforms it 
t dark 


Temporarily reduces 
ght. If it cannot 
nly 2 Common conception 
ptions in this world 


received damage, t 
observed 
but one with far too many e: 


it doe: 


Acquisition Sold by Darkdiver Grandahi 
A hex created by an o: 
s. This hex 


‘acized cleric. Blocks the spells 


nearby cas 
a locus of dark thoughts 
essence of life itself 


born of jealousy and hui 


The very things 


WALK OF PEACE 
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Acquisition Found on a corpse in Shulva, Sanctum City. 
A hex racie of 
Slows the walking pace of its caster and th 
ity. To stand and glare at 
wrath, but without making a move. Such is the natu 
peace 


reated from an ancient 


wn Origin 


se in the vicin- 
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Acquisition Found on a corpse in Brume Tower. 
Hex created by the children of Dark. Fire multiple Dark 
that seek their target. Hexes that grant a fleeting voli 
Dark have existed from ancient times, and it appears that 
the children of Dark have some recollection of the creator of 
these spells. 

uf 


Acquisition Created by trading the Giant Lord Soul with Straid of 
Olaphis (The Lost Bastille) 

A hex that distorts local space. For a brief moment, no dam 
age can be inflicted. The hexer Gilleah took no apprentice. 
and it is unclear how his spells were passed down. It 
even possible that hexes originated from another source 
altogether. 


FLESH 


uf 


Acquisition Sold by Felkin the Outcast (Huntsman’s Copse) 
A hex developed independently by Outcast Felkin. 
forms a certain number of souls into HP over a period of 
time. Something gained, something lost. 


RESONANT SOUL 


uf 


Acquisition Given after joining the Pilgrims of Dark covenant and 
reaching rank +1, sold by Felkin the Outcast (Huntsman’s Copse). 
Emits a dark mass at 

in be used even without souls, but at 


wer of life 
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tain number o' 


souls into attack power o' 
Something gained, something lost 
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SCRAPS OF LIFE 


uf 


Acquisition Sold by Cromwell the Pardoner (Brightstone Cove 
Tseldora! 


found on a corpse in the Black Gulch. 


c spel 4 by Naviaan, the infamous exiled 
Awaker of the long-buried dead. The 


uted along with his entire village. 
of his narr ame a crime. Some 
sought to restore the banned art of 


uf 


TWISTED BARRICADE 
q Acquisition 
A hex th jocal space. For a brief moment, spells 
are deflected. Hexer Gilleah never took an apprentice, mak- 
ing it unclear how his spells were passed down. It is even 
possible that hexes came from another source entirely. 


Found on a corpse in the Doors of Pharros. 


distorts 


WHISPER OF DESPAIR 


uf 
Acquisition Found on a corpse in Grave of Saints. 
A hex that releases verbose darkness. The darkness echoes 
words of despair, reducing the defense of opponents. The 
Dark blankets the world in black. A thing of tranquility, a 
thing serene 


CHAPTER 6 
ENEMIES & BOSSES 


The Dark Souls games are home to a truly awe-inspiring 


pera along with lists of all items or equipment 
that refer to them. 


~~ ENEMIES & BOSSES — DARK SOULS 


BALDER KNIGHT 


| | 


STRAIGHT SWORD & SHIELD | 


LORE ITEMS 
Balder Set —299 


r Side Swc Sword —+250 
pain: of Steel Pri el Protection +379 


402 Dark SoULs TriLoGy « 


Demon's Great Hammer 267 


BED OF CHAOS 


BED OF CHAOS 
CHAOS BUG 


LORE ITEMS 

Chaos Storm —389 

Great Chaos Fireball —-391 
Izalith Catalyst —280 

Lord Soul (Bed of Chaos) —-368 


BANSHEE BASILISK BATWING DEMON 


LORE ITEMS 
Ghost Blade +249 
| Key to the Seal 367 


LORE ITEMS. LORE ITEMS. 


Eye of Death +353 | | Demon's Spear +269 | 


Gierpee ss ES EMO siiho bane scis 


LORE ITEMS 
Gargoyle’s Halberd +272 
Gargoyle Helm 311 
Gargoyle’s Shield 291 
Gargoyle Tail Axe —»263 


CHAPTER 6 ENEMIES & BOSSES DARK Souts 403 


BLOWDART SNIPER 


i 


Calamity Ring —-373 
Obsidian Greatsword —+255 


BERENIKE KNIGHT 


BLACK KNIGHT 
; — Sa ee 


ULTRA GREATSWORD & SHIELD 


MACE & GREATSHIELD 


Black Knight Greataxe +264 
Black Knight Greatsword —256 
Black Knight Halberd 271 
Black Knight Shield +290 
Black Knight Sword +253 

| Black Knight Set 300 


404 Dark SOULS TRILOGY COMPENDIUM 


LORE ITEMS 
Bonewheel! Shield +294 


LORE ITEMS 
Butcher Knife 263 


BOUNDING DEMON OF IZALITH | Sack —325 


— a 


CAPRA DEMON 
——______— TT 


LORE ITEMS 
Basement Key +364 
Demon Great Machete —-256 
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[_CEASELESS DISCHARGE CHAINED PRISONE 


Orange Charred Ring —-378 


Set of the Channelers —+327 
Channeler’s Trident —-269 


YS Sy vw 


“ 


Orange Charred Ring —378 


406 DARK SOULS TRILOGY COMPENDIUM 


CHAOS WITCH QUELAAG 


" 


LORE ITEMS ( 


Chaos Blade 260 
Quelaag’s Furysword —258 
Servant Roster 356 

Soul of Quelaag +344 


CRAG SPIDER CROSSBREED PRISCILLA 


CRYSTAL GENERAL 


LORE ITEMS 
Lifehunt Scythe +272 
Peculiar Doll 368 
Priscilla’s Dagger 249 
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CRYSTAL LIZARD DARK SUN GWYNDOLIN 


LORE ITEMS 
Darkmoon Blade —+-393 

Darkmoon Blade Covenant Ring +374 
Darkmoon Bow —277 

Darkmoon Seance Ring —+374 
Darkmoon Talisman —282 

Moonlight Arrow —284 

Moonlight Set —320 

Soul of Gwyndolin —-343 

Souvenir of Reprisal 356 

Tin Darkmoon Catalyst 281 


_s 


DEMON FIRESAGE 


Cracked Red Eye Orb +352 
Dark Set 306 
- Dark Hand 276 


Demon's Catalyst —-279 


408 DARK SOULS TRILOGY COMPENDIUM 


LORE ITEMS: 
Chaos Fire Whip —+389 


DRAGON SLAYER ORNSTEIN & EXECUTIONER SMOUGH 


LORE ITEMS 

Smough's Set +329 
| Ornstein’s Set : Smough’s Hammer 268 
| Soul of Ornstein +344 . Soul of Smough —+344 


EVIL VAGRANT 


CHAPTER 6 ENEMIES & BOSSES DARK SOULS 409 


FANG BOAR 


REGULAL 
REINFORCED 


LORE ITEMS | 


Fang Boar Helm —310 | 


FOUR KINC 


LORE ITEMS 

Bequeathed Lord Soul 
Shard (Four Kings) —-364 
Key to the Seal —-367 


FLAMING ATTACK DOG J FROG-RAY 


GIANT 


UNARMED 


410 Dark SOULS TRILOGY Com! 


LORE ITEMS 
| Blighttown Key —365 
| Dragon King Greataxe —+-264 


di , 


GHOST GIANT UNDEAD RAT GIANT SENTINEL 


ae 


GIANT SK ON 


| LORE rrens GREATBOW 
| Jagged Ghost Blade +258 CURVEL 
| Key to the Seal +367 GREATSWORI 
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LORE IT 

Effigy Shield —-287 

Eye of Death —-353 

Gravelord Greatsword Dance —394 
Gravelord Sword —260 
Gravelord Sword Dance —394 
Lord Soul (Gravelord Nito) —368 
Mask of the Child —310 

Mask of the Father —-310 

Mask of the Mother —-310 

Skull Lantern —286 


GUARDIAN GREAT GREY WOLF SIF 


— 


412 Dark SOULS TRILOGY « 


LORE ITEMS 
Dragon Tooth —267 
Havel’s Set +313 


| 
Havel’s Greatshield +295 | 
Havel’s Ring —-376 | 
Great Magic Barrier —-395 | 


= , 


HELLKITE DRAKE 


GWYN, LORD OF CINDER 


Set of the Great Lord —-327 

Great Lord Greatsword —-254 

Soul of Gwyn, Lord of Cinder —-343 
Sunlight Spear —397 


HOLLOW 


BROKEN 
STRAIGHT SWORD 


HOLLOW SOLDIER 


STRAIGHT SWORD 
& SHIELD 


LORE ITEMS 
Hollow Soldier Set +314 


Hollow Soldier Shield 291 


} a wut ——$__—___— 


DARK SOULS 


413 


CHAPTER 6 


HUMAN ANIMUS 


SMALL 
MEDIUM 


RGE 


Humanity —354 
Pursuers —387 
Twin Humanities —357 


INFESTED BARBARIAN HOLLOW WARRIOR HOLLOW THIEF INFESTED GHOUL 


LORE ITEMS 
| Hollow 
Warrior Set 35) Thief Set 314 
| 
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LORE ITEMS 

Abyss Greatsword —+253 

Set of Artorias +326 

| Cleansing Greatshield +295 
Covenant of Artorias +373 
Greatshield of Artorias +295 
Greatsword of Artorias +254 
Greatsword of Artorias (Cursed) +254 
Soul of Artorias +343 

| Wolf Ring —-382 & 


LAUTREC’S SYCOPHANT 
(WARRIOR) 


k 
LAUTREC’S SYCOPHANT 
(SORCERER) 
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LESSER CAPRA DEMON LESSER TAURUS DEMON | MAN-EATER SHELL 


MAN-SERPENT MAGE 


LORE ITEMS 

| Archive Tower Cell Key +364 
Archive Prison Extra Key +364 
| Flamberge +254 


as | 


MAN-SERPENT SOLDIER 


LORE ITEMS 
Manus Catalyst —-280 
Pursuers —+-387 

Soul of Manus —-343 
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MANEATER MILDRED 


MASS OF SOULS MIMIC 
etree Lo ee Ere 


LORE ITEMS y 
Butcher Knife +263 
Sack —+325 


MOONLIGHT BUTTERF 


MUSHROOM PARENT 


LORE ITEMS 


Crystal Ring Shield —287 
Moonlight Butterfly Horn +270 
Soul of the Moonlight Butterfly +345 
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NECROMANCER 


PARASITIC WALL HUGGER 


q te 


LORE ITEMS 
Effigy Shield +287 
Mask of the Child 310 

Mask of the Father +310 


Mask of the Mother +310 


418 DARK SOULS TRILOGY COMPENDIUM 


PALADIN LEEROY aoe PINWHEEL SERVANT SENTINEL 


ea es ae = 7 


LORE ITEMS 


Effigy Shield 287 
Mask of the 
LORE ITEMS | Child 310 
Grant —267 Mask of the 
Paladin Set +322 Father +310 
Sanctus —+293 | Mask of the Mother +310 


is > Nase 


PHALANX as | POSSESSED TREE __| RHEA OF THOROLUND 
Sao. | 2 (HOLLOW) 


Archive Tower Cell Key +364 


Archive Tower Gia Giant Cell Key +364 


Riess 


LORE ITEMS 


Guardian Soul —-339 
Guardian Tail —275 
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PSEATH THE SCALELESS BB SOLAIRE OF ASTORA (INSANE) 


Archive Tower Cell Key —364 

Bequeathed Lord Soul Shard (Seath the Scaleless) —364 
Crystal Ember —-359 

Moonlight Greatsword —255 

White Dragon Breath —388 


LORE ITEMS 

Set of the Sun —+327 
| Sunlight Maggot —330 

Sunlight Shield —-294 


Sunlight Straight 
Sword —+252 


Sunlight Talisman —282 | 


LORE ITEMS 
Stone Set —+330 
Stone Greatshield 
—296 

Stone Greatsword 
255 


SKELETON PSNOWRAT 
eee 


SILVER KNIGHT 


GREATBOW ( 
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P STRAY DEMON SIMLIGHE MAGGOL 


THUNDER DRAKE 


6 


LORE ITEMS 
Demon's Great Hammer —+267 


AURUS DEMON 


Drake Sword —+251 


TITANITE DEMON 
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} 


UNDEAD CR 
SOLDIER 


UNDEAD RAT VILE MAGGOT 


LARGE 


. 
| 
| 


VINCE OF THOROLUND (HOLLOW) WOODEN SCARECROW XANTHOUS KING JEREMIAH 
E/ . | ; oe 


PITCHFORK | ¥ 


LORE ITEMS 


Xanthous Set —+334 


422 DARK SOULS TRILOGY 


—~ ENEMIES & BOSSES - DARK SOULS II ~~ 


AAVA, THE KING'S PET 


ACID HORN BEETLE 


ARG AND CERAH 
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LDIA, SCHOLAR OF THE FIRST SIN | ALONNE KNIGHT | 
+1 3] 
RE ITEMS y | 


Aldia Hammer —265 ay GREATBOW 
Aldia Key —364 . 

Forbidden Sun —391 
Guardian Dragon Soul —339 
Malformed Claws —+276 
Malformed Shell —-268 
Mastodon Greatshield —-296 
Mastodon Greatsword —255 
Mastodon Halberd —-272 
Northern Ritual Band —+377 
Soul Geyser —-387 

Southern Ritual Band —381 
Spitfire Spear —271 

Sunset Staff —281 

Unleash Magic —-388 


LORE ITEMS | 
Alonne Greatbow 278 | 
Alonne Knight Set —297 
Bewitched Alonne Sword 260 
Blacksteel Katana 260 


EE —— — ws 
y AMANA SHRINE 
J MAIDEN 
} ST. ; Re tts ] 
AFF aS 
AW ar | 
\\ ; 


LORE ITEMS 
Staff of Amana 


LORE ITEMS 


Alonne Captain Helm —+297 
Alonne Captain Armor —+297 
Bewitched Alonne Sword —+260 
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BODY OF VENGARL 


FALCHION & SHIELD 


LORE ITEMS 

Red Rust Scimitar 258 
Red Rust Scimitar +258 
Red Rust Sword —+252 


Vengari’s Set 


LORE ITEMS 
Belfry Gargoyle Soul +338 
Gargoyle Bident —-269 


BONEWHEEL SKELETON 


ITEMS 


Astrologist’s Set 299 


| Bell Keeper Bow +276 
t Bell Keeper Shield +289 


CHAPTER 6 MILES & BOSSES DARK SouLs ll 425 


LORE ITEMS 
Crown of the Ivory King —-305 
Eleum Loyce +258 

ivory King Set +316 

Ivory King Ultra Greatsword —+257 
Soul of the Ivory King —+345 


r 


CAPTIVE UNDEAD 


Bs i a a re a as 


CORPSE RAT 


CORROSIVE EGG 
INSECT 


426 


RE ITEMS 


Corrosive Urn +347 


DARK SOULS TRILOGY COMPENDIUM 


LORE ITEMS 
Bone Scythe —-273 
Covetous Demon Soul —338 


COVETOUS DEMON (BOSS) 
Fr Te Tea 3 = 


CRYSTAL LIZARD 


DARK STALKER 


s 


f 


fi 


5 


| 


\ 


Darklurker Soul —338 
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DRAGON ACOLYT: 


LORE ITEMS 

Aldia Hammer —265 
Bone Shield—-290 * 
Dragon Acolyte Set 307 


LORE ITEMS 
Black Dragon 
Set +300 
Black Dragon 
Greataxe —+264 

| Black Dragon 

| Shield —289 
Black Dragon 
Sword —+250 
Black Dragon 

| Warpick +265 

| Dragon Head Stone +352 

Dragon Torso Stone —+352 
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DRAKEBLOOD KNIGHT 


LORE ITEMS 
Drakeblood 
Set —307 
Drakeblood 
Greatsword —+253 


DRAKEKEEPER 
GREATSWORD & 
SHIELD 


LORE ITEMS. 
Drakekeeper Set 308 
Drakekeeper’s Greataxe 264 
Drakekeeper’s Greatshield 295 
Drakekeeper's Ultra Greatsword —+256 
Drakekeeper's Shield +291 
Drakekeeper's Sword —+251 
Drakekeeper's Warpick +267 


JKE TSELDORA 


th 


| Wrathful Axe +273 


4 


ELITE GIANT ENHANCED UNDEAD 
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429 


XECUTIONE CHARIO : 


“ALCONER 


LORE ITEMS 
Chariot Lance 274 
Executioner’s Chariot Soul —-338 
Shield Crossbow —+279 


FLAME SALAMANDER FLEXILE SENTRY 


ae 


LORE ITEMS 

Arced Sword +259 

Barbed Club —265 

Flexile Sentry Soul +338 

| Warped Sword 259 


siete 
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FOREST GUARDIAS Laud LLU aelieenbstmenie teil milli 


DAGGER & CROSSBOW 


STRAIGHT SWORD & CROSSBOW 


LORE ITEMS 

Baneful Bird Ring +372 
Soul of the Fume Knight 345 
Fume Sword —251 

Fume Ultra Greatsword +256 
Rebels Greatshield —-296 

Soul of the Fume Knight +345 


| LORE ems 

| Setof the Forlorn 327 
Greatsword of the Forlorn +254 
Scythe of the Forlorn +274 
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GREAT MOTH GUARDIAN DRAGON (BOSS) 


LORE ITEMS. | Drakewing Ultra Greatsword +256 
Gyrm Set +312 | Guardian Pragon § Soul —339 
\ ve ie 


Ww IN RY GUARDIAN DRAGON 


STRAIGHT SWORD & pL LOne reas 
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IMPERIOUS KNIGHT 


ICE GOLEM 
Wy. 


BLACK 


White Hollow Mage Hood —-333 
White Hollow Mage Robe —-333 


HOLLOW PRIEST ee 
‘HOLLOW PRIESTESS " 


N. 


LORE ITEMS 


imperious Set —+315 
l Reeve's Greatshield —+296 


Orma's Greatshield +296 


IRONCLAD SOLDIER 


IRON WARRIOR 


| LORE ITEMS 
| Ironclad Set +316 


sie iz aki 5 iE -- —- = 
HOLLOW PRIESTESS HUNTI Ice RAT FICE STALLION ____| 
t wd fi 4 Far 
i AS Bs 2 4 
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IMPERIOUS KNIGHT 


HOLLOW MAGE 


White Hollow Mage Hood —+333 
White Hollow Mage Robe —333 


HOLLOW PRIEST 


“HOLLOW PRIEST 
_ HOLLOW PRIESTESS 


LORE ITEMS 
imperious Set +315 
Orma's Greatshield —+296 


Reeve's Greatshield +296 


ironclad Set +316 


434 DARK SOULS TRILOGY COMPENDIUM 


LORE ITEMS t 

Black Witch's Staff 279 
| Leydia Black Hood 317 
| Leydia Black Robe 317 


LORE ITEMS 
- Blue Flame —+250 
-Leydia Gauntlets +317 
Leydia White Hood +317 
| Leydia White Robe 317 
_ Magic Shield +288 


| Dragon Shield —293 


LION CLAN WARRIOR 


LORE ITEMS: 

Lion Warrior Set 318 
Lion Clan Shield 292 
Lion Greataxe —-265 


LORE ITEMS. 

Archdrake Set +299 
Archdrake Chime +282 
Archdrake Mace +267 
Archdrake Staff 279 
Slumbering 


D & GREATSHIELD 
‘A GREATSWORD & GREATSHIELD 


435 
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LORE ITEMS 

Lost Sinner’s Sword +257 
Penal Set 323 

Soul of the Lost Sinner +345 
Régis she 


| LORE ITEMS 


Manikin Set +319 
Manikin Claws —+276 
Manikin Knife —+249 


Manikin Sabre —+258 


_ Soul of Lud, the King’s Pet 343 
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THE BANEFUL QUEEN 


MOUNTED OVERSEER 


LORE ITEMS 
Mytha’s Bent Blade —-249 
Mytha, the Baneful Queen Soul —-340 


NASHANDRA 


LORE ITEMS 

Bow of Want —277 
Chime of Want —282 
Scythe of Want —274 
Soul of Nashandra —343 
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OLD IRONCLAD SOLDIER 


LORE ITEMS 


Old Ironclad 
| Set—321 


Old Knight Set +322 
Old Knight Greatshield +296 

Olid Knight Greatsword —+255 

Old Knight Halberd 272 

Old Knight Hammer —+268 

Old Knight Pike +273 

Old Knight's Shield +292 

Old Knight Ultra Greatsword +257 


E ITEM 


Iron King Hamroer —-268 
Old Iron King Soul —-340 


438 DARK SOULS TRILOGY COMPENDIUM 


[ Sa aa.) aa ee 


PARASITIZED UNDEAD 


| 


POISON HORN BEETLE 


LORE ITEMS 
Tseldora Set +332 


ak? 


PETRIFYING KOKESHI LIZARD 


Cursed Bone Sbieid a, 
Warlock Mask 333 4 
® 


Mastodon Set 319 

Mastodon Greatshield +296 
Mastodon Greatsword 255 
_ Mastodon Halberd 272 
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PROWLING MAGUS AND CONGREGATION (BOSS) 


LORE ITEMS 
Cursed Bone Shield —287 
Warlock Mask —+333 


RAMPART GOLEM RAZORBACK NIGHTCRAWLER 


DAGGER 
STAFF 


RED CRYSTAL LIZARD 


/ LORE ITEMS 
ORE ITEMS 2 a y . Retainer Robe —-324 
Rampart Golem Set +324 (4. “ . Retainer’s Short 
Rampart Golem Lance +274 a Sword —249 
Rampart Golem Shield —292 , -£ > é Retainer Staff 280 
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LORE ITEMS 
Broken Thief Sword +248 
Rogue Set +324 


Thief Dagger 250 


ROYAL GUARD 


HALBERD & 2 
_ GREATSHIELD = 


LORE ITEMS 
Royal Rat Authority Soul +341 


ROYAL RAT VANGUARD 


ce? Bae 


LORE ITEMS 
Greatshield of Glory +295 
Syan's Set 330 
Syan’s Halberd —-273 


Royal Rat Vanguard Soul +341 
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= 3 is r. cig 2 S= = pre | 
ee LORE ITEMS 4. ’ A 


Ruin Set 325 . | BZ 
Ruin Sentinel Soul —+341 


LORE ITEMS. 
Sanctum Priestess Tiara +326 


, ie . + TENE 


a 
nf 
SANCTUM KNIGHT } 
| LORE ITEMS 
DUAL CROSSBOWS Sanctum Mace —268 
| Sanctum Soldier 
| Gauntlet +326 


& 


SAND BASILISK 
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SIR ALONNE 
| 


LORE ITEMS 
Alonne’s Set +298 
Bewitched Alonne Sword —+260 


Scorpioness Najka Soul +341 L Soul of Sir Alonne —+344 


a 


SINH, THE S ERING DRAGON SKELETON 


FALCHION & SHIELD 


LORE ITEMS 


Soul of Sinh, the Slumbering 
Dragon +344 

Yorgh’s Ring +382 

Yorgh’s Spear +271 
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LORE ITEMS 
Bone King Set +302 
Roaring Halberd +273 
Skeleton Lord's Soul +341 


LORE ITEMS 

Aged Smelter Sword —256 
Smelter Demon Soul +341 
Smelter Sword +257 
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[SMA EL TER DEMO STONE SOLDIER 


SPEAR & SHIEL! 


LORE ITEMS 4 4 
Stone Soldier Spear +271 
aid a 


STRAY HOUND 


LORE ITEMS. 

Aged Smelter Sword 256 
Smelter Demon Soul 341 
Smelter Sword —257 


THE DUKE'S DEAR FREJA 


SE ol 


Ice Rapier 262 
| 
| ye 
I ‘3 


| LORE ITems 


" Soul of The Duke's Dear Freja —-344 
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HE LAST GIANT 


THE PURSUER 


LORE ITEMS 
Giant Lord Soul —+339 
Giant Stone Axe —-264 
Soul of the Last Giant —-345 


THRONE DEFENDER THRONE WATCHER 


LORE ITEMS 
Defender Greatsword —-253 
Defender’s Shield +290 
Throne Defender Set 332 

_ Throne Defender Soul +346 


Pare eee ? 


TORTURER UNDEAD BOAR 


rou | ee 


CORROSION CORE 


PETRIFICATION CORE 


UNDEAD JAILER UNDEAD LABORER UNDEAD PEASANT 
= 3 — 


at 


yeeD 
Great Machete , STRAIGHT SWORD 
273 t / 


CHAPTER 6 ENEMIES & BOSSES DARK SOULS IL 447 


VENDRICK | 


L tease 


UNDEAD SUPPLICANT WALL WARRIOR VELSTADT, THE ROYAL AEGIS 


LORE ITEMS 
Sacred Chime Hammer —268 
Sou! of Velstadt 346 
Velstadt’s Set 332 


— UNDEAD TRAVELER VARANGIAN SAILOR 


UNDEAD STEELWORKER WITCHTREE 


CHIME 
STAFE 


448 


DARK SOULS 


TRILOGY COMPENDIUM 


KNIFE 


1 a 
| | 
| STRAIGHT 
| SWORD & 
SHIELD 


LORE ITEMS | 
| Sea Bow 277 | 

Varangian Set +332 
Varangian Shield +289 | 
Varangian Sword —+252 } 


= ss 


—~- ENEMIES & BOSSES - DARK SOULS III | 


ABYSS WATCHERS 


LORE ITEMS 


Cinders of a Lord 
(Abyss Watchers) 365 


Farron Greatsword —256 
Hawkwood's Shield —288 
Hawkwood’s Swordgrass +367 
Undead Legion Set +332 

Soul of the Blood of the Wolf —344 
White Birch Bow —277 

Wolf's Blood Swordgrass +358 
Wolf Knight's Greatshield —-296 
Wolf Knight's Greatsword 255 
Wolf Ring +382 


ALDRICH, DEVOURER OF GODS 


ay 


LORE ITEMS. 
Aldrich’s Ruby +372 
Aldrich’s Sapphire +372 
Darkmoon Longbow —+277 
Lifehunt Scythe 395 


Soul of Aldrich +342 


S DARK SOULS IIL 


449 


CHAPTER 6 EN 


NCIENT V 


Fire 
CRAWLING 


450 DARK SOULS TRILOGY COMPENDIUM 


aN Saga S| 


LORE ITEMS 
Black Knight 
Set 300 

Black Knight 
Greataxe +264 
Black Knight 
oer — +256 
Black Knight Shield +290 


Black Knight Sword +253 


F CARTHUS SAND WORM________ Ht’ BOREAL OUTRIDER KNIGHT 


a R I ] 
” le ‘J | 
: 3 ee: r fs ae «6S Brigand 
NS Se went bud / Set 303 
2 J . . - oe ree ~ 


Brigand Axe 263 
Spider Shield 293 


Outridér Knight Set —-322 a A 


Irithylt Rapier —-262 
| Yellow Bug Pellet —-350 


Irithyll Straight Sword —-251 CAGE SPIDER 
| BONEWHEEL SKELETON ._ CARTHUS WARRIOR 


CURVED SWORD & SHIELD 


LORE ITEMS 
Carthus Beacon —+389 


Carthus Bloodring —+373 


Carthus Curved Greatsword —+259 
Carthus Curved Sword —+257 


Carthus Milkring +37 
Carthus Shield +290 


GREATSWORD & 
-GREATSHIELD 


Champion's Bones —351 
Valorheart —-252 
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CORPSE GRUB CORVIAN 


DAGGER 


CONSUMED KING'S KNIGHT 


MACE & GREATSHIELD Als 
Z Lornertems * 
Corvian Greatknife —248 


Great Corvian Scythe —+273 


CORVIAN SETTLER 


THRUSTING SWORD & 
THROWING KNIVES UNARMED 


LORE ITEMS. 
Crow Quills 261 
Crow Talons —+276 


CRYSTAL SAGE (BOSS) 
. S Ye 7 
Crystal Gem —-359 

Crystal Hail —-383 

Crystal Sage’s Rapier —+261 
Crystal Scroll —-359 

Great Farron Dart +385 
Sage Ring —+380 

Soul of a Crystal Sage —+341 
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LORE ITEMS 

Court Sorcerer Set —-305 
Court Sorcerer's Staff —279 
Logan's Scroll +361 


LORE ITEMS 

Arstor’s Spear —+269 

Soul of the Rotted Greatwood +346 

| Dragonslayer's Axe —+263 § 
Mirrah Chain Set 320 

ene DANCER OF THE BOREAL VALLEY 


CRYSTAL LIZARD 


LORE ITEMS 


Crystal Gem —+359 

Crystal Hail —383 

Crystal Sage’s Rapier 261 
Crystal Scroll 359 

Great Farron Dart +385 
Sage Ring —-380 

Soul of a Crystal Sage 341 


Dancer Set —-306 

Dancer's Enchanted Swords 258 
Pontiff's Left Eye —378 

Pontiff's Right Eye 378 

Soul of the Dancer —-344 
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DARKWRAITH 


Dark Hand 
276 

Dark Sword —251 
Red Eye Orb +355 


DEACON 


LORE ITEMS 
Frayed Blade +261 
Old Moonlight —+387 
Soul of Darkeater Midir +343 


DEACONS OF THE DEEP (BOSS) 


KRIEMHIL 


tone . 
Archdeacon Set —-298 

Archdeacon’s Great Staff —-279 
Cleric’s Candlestick —+251 

Deep Soul —-384 

Great Deep Soul —-385 

Ro: Fingers —+356 

Saint Bident —-270 

Soul of the Deacons of the Deep —+344 


454 Dark SOULS TRILOGY I 


DEVOUT OF THE DEEP 


DEEP ACCURSED 


| 
i 
| 
| 
| 
| 


LORE ITEMS 
STRAIGHT SWORD & Demon's Scar 258 
SHIELD Lorian’s Greatsword 257 
Seething Chaos —-392 
Soul of the Demon Prince —344 


LORE ITEMS 
Chaos 
Storm —389 
Demon's 
Greataxe +264 
Soul of a 
Demon —+341 


LORE ITEMS 
Desert Pyromancer Set —306 
Flame Fan —391 
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RAKEBLOOD KNIGHT 


| 


R ARMOR (BOSS) 


LORE ITEMS 
| Drakeblood Set —+307 
Drakeblood Greatsword —+253 


ELDER GHRU 


— “~~ ¥ 


| LORE ITEMS 
Black Bug Pellet +346 
Ghru Rotshield +288 


Rotten Ghru Curved . 
Sword — +259 


| Rotten Ghru Dagger +249 
| Rotten Ghru Spear —+270 | 


| Rotten Pine Resin —-349 


ELITE WINGED KNIGHT 


| HALBERD 


LORE ITEMS 

Divine Pillars of Light 394 
Winged Knight Set +334 
Winged Knight Halberd +273 


|, Mires Knight Twinaxes —: 


456 DARK SOULS TRILOGY COMPENDIUM 


P EVANGELIST. EXILE WATCHDOG FALLEN KNIGHT 


GREAT CLUB & SHIELD 


LORE ITEMS 

Alluring Skull 351 
Dorhys’ 

Gnawing 394 
Evangelist 

Set +309 LORE ITEMS 
: Red Bug Pellet 349 Exile Set +309 

w@ i Spiked Mace —+269 Exile Greatsword +259 
iS 


Fallen Knight 
Set —-309 


FARRON FOLLOWER OM GHRU Gi Fy 


JAVELIN 


JAVEL & SHIELD 

STRAIG 

SWORD & TORCH DAGGER 
TORCH 


x4 


\R 
GIANT HOUND RAT 

| LORE ITEMS - —— 
LORE ITEMS | Black Bug Pellet +346 | 
Follower Set —311 | Ghru Rotshield +288 | 
Follower Javelin —269 Rotten Ghru Curved Sword —+259 
Follower Sabre —258 Rotten Ghru Dagger —-249 
Follower Shield —291 Rotten Ghru Spear 270 


Follower Torch —286 Rotten Pine Resin +349 \ 


ee 


FIRE WITCH 
== iF a0 
’ STAFF 
HEADLESS. LANCE 4 
HEADLESS. STAFF 


LORE ITEMS 
Fire Witch Set 310 
Immolation Tinder 272 
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GIANT MAN SERPENT GIANT SLAVE | GRAVE WARDEN 


ae ~ f 


LORE ITEMS 
Grave Warden Set —+312 
Warden Twinblades +259 


GREAT CRAB GREAT GIANT GRAVETENDER 
Bore Sa Ln — HOLLOW 


iT 
ih =i peer 


HAVEL THE ROCK HIGH DEACON 


me — — — 


TALL, STAFF 
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HOLLOW SOLDIER HORACE THE HUSHED 


STRAIGHT SWORD & SHIELD 


| 


MACHETE 

SICKLE & DAGGER 
PITCHFORK 
HAMMER 


Charcoal Pine Resin —-347 
Four-Pronged Plow —-269 
Great Machete —264 

Great Wooden Hammer —267 
Harpe —-249 

Human Pine Resin —-349 
Mortician’s Ashes —368 
Worker Set —334 


HOLY KNIGHT HODRICK INFESTED CORPSE 


| 


Bloodlust —+260 
Sunset Set —-330 
Sunset Shield —-294 

| Warmth +393 : 


ae Bn oe ee) Ped TS Nal 
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STRAIGHT ie ) 
" 


a 


LORE ITEMS 
LORE ITEMS f a aS Jailer Set —316 
Blue Bug Pellet 347 { ; f ; ‘ om Soldering Iron —270 


IRITHYLLIAN CAGE SPIDER 


LORE ITEMS 
iron Dragonsiayer Set +316 


| Handmaid's 
Dagger +249 


| Coiled Sword 365 oiled Sword = 
Gundyr's Set +312 Gundyr's Set — t ‘ 
Gundyr's Halberd +272 Gundytv tenia? =m od 
Prisoner's Chain +378 Prisoner's Chain —: ie 
Soul of Champion Gundyr +343 Soul of Champion Gundyr +343 PERG 
RE 
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JUDICATOR GIANT 


LARGE HOLLOW SOLDIER LESSER CRAB 
— ine 


LIVID PYROMANCER DUNNEL 


462 DARK SOULS TRILOGY COMPENDIUM 


LONDOR PALE SHADE 


LONGFINGER KIRK 


Lorertems fD 


Barbed Straight Sword —-250 
Manikin Claws —276 Spiked Shield —293 
Pale Shade Set —-323 Set of Thorns 328 


LORE ITEMS 


RE ITEMS 
Cinders of a Lord (Prince Lothric) 365 
Lothric’s Holy Sword —-252 
Prayer Set —-323 
Priestess Ring —378 


LORE ITEMS 
Soul Stream —388 ; Blessed Weapon —-393 
Twin Princes’ Greatsword 255 , Knight's Crossbow —278 
Knight's Ring —376 


Lightning Urn +349 


| Lothric Knight Long Spear 270 

| Lothric Knight Shield +292 

Lothric Knight Sword —-252 | 
soa 


LOTHRIC PRIEST 


LORE ITEMS 

Lorian’s Set —318 

Lorian’s Greatsword +257 

Soul of the Twin Princes —-346 
Twin Princes’ Greatsword —-255 
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MAN SERPE LOTHRIC WYVERN LYCANTHROPE 
SUMMONER 


Knight's Ring —-376 
Lightning Urn —349 


MIMIC 


MILLWOOD KNIGHT 


BIPEDAL 


Earth Seeker —264 
Ethereal Oak Shield +291 
Millwood Knight Set +320 
Millwood Battle Axe +264 

| Millwood Greatbow 278 

| Quakestone Hammer —+268 


aa ed 


MAN SERPENT MAN-EATING MADWOMAN MOANING KNIGHT 


CURVED SWORD & 
GREATSHI ELD 


464 DARK SOULS TRILOGY COMPENDIUM 


| Lone Irems 
| Eleonora +263 


a 


| COMBAT STAFF 


Great Soul Dregs LORE ITEMS 
| Murky Hand Scythe —-249 Old King’s Great Hammer —268 
| Murky Longstaff +260 j Soul of the Old Demon King —346 


OCEIROS, THE CONSUMED KING VETERAN LOTHRIC KNIGHT 


| GREATSWORD & SHIEL 
| V 


LORE ITEMS 


Dragonscale Ring 375 
Moonlight Greatsword 255 
Soul of Consumed Oceiros 343 
White Dragon Breath —388 
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PONTIFF KNIGH 


SCYTHE 

CURVED SWORD & 
SHIELD 

CURVED SWORD 


LORE ITEMS 
Pontiff Knight Set —-323 

Pontiff Knight Curved Sword —258 
Pontiff Knight Great Scythe +274 
Pontiff Knight Shield —-292 


PPONTIFE SULYVAHN 0B PULGRIM BUTTERFLY 


PUS OF MAN 


HOLLOW 


| LORE ITEMS ¢ 
| Follower Torch +286 

ee Beeeteraivee Kay —200 

Frozen Weapon —+384 


Greatsword of Judgment —+254 
Pontiff’s Left Eye —-378 
Pontiff’s Right Eye —-378 
Profaned Greatsword —+257 
Snap Freeze —+387 

Soul of Pontiff Sulyvahn 344 
Soul of the Dancer —-344 


466 DARK SOULS TRILOGY COMPENDIUM ¢ 


RAPIER CHAMPION RAVENOUS CRYSTAL LIZARD REANIMATED CORPSE 


Gi NY 


x acti 


RINGED KNIGHT RINGFINGER LEONHARD 


f SPEAR & GREATSHIELD 


ROTTEN FLESH 


WRITHING 


| LORE ITEMS 
Dragonhead 
Greatshield —-295 
Dragonhead 
Shield 287 


Ringed Knight Set 324 LORE ITEMS 
Ringed Knight Paired Greatswords —+257 Crescent Moon Sword —+258 


ROTTEN SLUG 


Ringed Knight Spear —-270 Leonhard’s Set +317 


Ringed Knight Straight Sword +252 Soul of Rosaria —-344 
_ Ringed Knig ight Swi losar 


SAGE'S PRENTICE 


STRAIGHT SWORD 

STRAIGHT SWORD & SHIELD _ 

SPEAR & SHIELD BR 

CROSSBOW } 
GER 


SCHOLAR 


r F , 4 ins See 


SAGE'S DEVOUT 


STRAIGHT 


BROKEN STRAIGHT 
SWORD 
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THER ARIANDEL 


SILVER KNIGHT } 


| SreaR 5 SWORD & 
SHIELD 


Silver Knight Set 329 Rose of Ariande! +275 
Silver knight Shield 293 Soul of Sister Friede 344 


SILVER KNIGHT LEDO 


\ N LORE ITEMS 
Ledo'’s Great Hammer +268 


SISTER FRIEDE 


LORE ITEMS 

Chillbite Ring —-373 
Friede’s Great Scythe —273 
Onyx Blade —255 

Soul of Sister Friede 344 


SEWER CENTIPEDE 


468 DARK SOULS TRILOGY COMPENDIUM 


SKELETON aaa SAAN DER AN | 


HEADLESS 


UNARMED 


MEDIUM 


LORE ITEMS as 
Blood of the Dark Soul—365  ~ 
Gael’s Greatsword —254 

Repeating Crossbow —279 

Slave Knight Set —329 S 
Soul of Slave Knight Gael —344 


SOUL OF CINDER 


LORE ITEMS 

Firelink Set 311 
Firelink Greatsword —>254 
Soul of the Lords +345 
Sunlight Spear +397 


Boulder Heave +389 
Soul of a Stray Demon —+342 
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Soul of the Nameless King 345 
Storm Curved Sword —+259 


phere! 


SWORD MASTER VORDT OF THE BOREAL VALLEY 


ae 


LORE ITEMS 
Pontiff’s Left Eye +378 
Pontiff’s Right Eye +378 
Vordt’s Great Hammer 269 
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YELLOWFINGER HEYSEL 


LORE ITEMS Farron Hail —-384 
Winged Knight Set +334 Great Farron Dart —385 


Winged Knight Halberd +273 . Heysel Pick —-266 


Winged Knight Twinaxes —-264 Xanthous Set —334 


Si 


Preacher's Right Arm —280 
White Preacher Head —-333 ; ——— r . — 


UNARMED 


DAGGER r 
yo 


lk 


Cinders of a Lord (Yhorm) +365 
Yhorm’s Great Machete —+265. 
Yhorm’s Greatshield 296 


Tailbone Short Sword —+250 


Tailbone Spear +271 
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DARK SOULS TRILOGY — INDEX 


ICON LEGEND 


| ¢ Enemies 
*® Weapons & Shields 


* Aava, the King’s Pet 423 
*Abyss Greatsword 253 
*Abyss Seal 372 
* Abyss Watchers 449 
* Abyssal Attack Dog 402 
* Acid Horn Beetle 423 
* Acid Surge 388, 389 
* Affinity 383, 398 
* Agape Ring 72 
* Agdayne’s Black Robe 297 
*Agdayne's Cutts 297 
* Agdayne’s Kilt 297 
* Aged Feather 351 
*Aged Smelter Sword 256 
*Aldia Hammer 265 
*Aldia Key 364 


*Aldia, Scholar of the First Sin 
13, 24, 53, 164, 424 


*Aidia’s Keep 147 
* Aldrich Faithful 351 
*Aldnch, Devourer of Gods 449 
* Aldrich's Ruby 372 
*Aldrich's Sapphire 372 
* Alluring Skull 351 
*Alonne Captain Armor 297 
+Alonne Captain Helm 297 
*Alonne Greatbow 278 
*Alonne Knight 424 
*Alonne Knight Armor 297 
*Alonne Knight Captain 424 
* Alonne Knight Gauntlets 297 
*Alonne Knight Helrr 297 
*Alonne Knight Leggings 297 
*Alonne's Armor 298 
+ Ajonne’s Gauntlets 298 
*Alonne’s Helrr 298 
* Aionne's Leggings 298 


*Alsanna, the Silent Oracle 
13, 21, 43, 164 


* Alva Armor 298 
* Alva Gauntlets 298 
+ Alva Helrr 298 
* Alva Leggings 298 
* Alva, Seeker of the Spurned 449 
*Alvina of the Darkroot Wood 30, 96 
Amana Shrine Maiden 424 
* Amber Crystal Golem 402 
*Amber Herb 335 
*Amnesiac Lapp 225 
* Anastacia of Astora 24, 32, 46, 96 
* Ancient Dragon 165, 424 
* Ancient Dragon Greatshield 294 
* Ancient Dragon Seal 372 


* Ancient Dragon Soul 

* Ancient Wyvern 

* Andre of Astora 

* Angel 

*Angel Larvae 

Anklet of the Great Lord 


46, 96 


* Annex Key 

*Anor Londo 14, 74, 

* Anni of Astora (Female) 46. 

* Anni of Astora (Male) 46, 227 
*Anri’s Straight Sword 250 
*Antiquated Dress 298 
* Antiquated Gloves 298 
* Antiquated Key 364 
* Antiquated Plain Garb 298 
* Antiquated Skirt 298 
* Aquamarine Dagger 248 
*Arbalest 278 
*Arced Sword 259 
* Archdeacon Holy Garb 298 
* Archdeacon Skirt 298 


tt nt nr rem ee 
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* Archdeacon White Cr 
*Archdeacon's Great Staff 
*Archdragon Peak 

* Archdrake Boots 
*Archdrake Chime 

* Archdrake Gloves 
*Archdrake Helm 
*Archdrake Mace 
*Archdrake Robes 
*Archdrake Shield 
*Archdrake Staff 

* Archive Prison Extra Key 
* Archive Tower Cell Key 
* Archive Tower Giant Cell 
* Archive Tower Giant Door 
* Aristocrat's Mask 

* Armor of Artorias 


* Armor of Aurous 
Armor of the Forlorn 
* Armor of the Glorious 
* Armor of the Sur 


Armor of Thorns 


* Armor Smithbox 


* Armored Skeleton 425 
* Aromatic Ooze 346 
*Arstor's Spear 269 
© Artificial Undead 425 
ckle Ring 372 
*Ash Lake 6, 67 
*Ashen Estus Flask 335 
*Ashen Estus Ring 372 
*Ashen Mist Heart 364 
* Ashen Warrior 425 
Ashen Warrior Sword 
* Assassin Armor 299 
* Assassin Gloves 299 


* Assassin Hood 
* Assassin Tro’ 
*Astora Greatsword 
*Astora Straight Sword 
*Astora's Straight Sword 
*Astrologist 

* Astrologist’s Bottoms 

* Astrologist’s Gauntlets 
Astrologist’s Robe 

* Asylum Demon 


* Atonement 
Attack Dog 
* Aural Decoy 
* Avelyn 

° Awestone 
*Azal’s Staff 


* Baby Skeleton 

* Balder Armor 

* Baider Gauntlets 
* Balder Heim 

© Baider Knight 

* Balder Leggings 
© Baider Shield 

© Balder Side Sword 
* Bandit Armor 

* Bandit Axe 

* Bandit Boots 

* Bandit Gauntlets 
* Bandit Greataxe 
*Bandit’s Knife 

* Baneful Bird Ring 
© Banshee 

© Barbed Club 

© Barbed Straight Sword 
* Basement Key 

© Basilisk 

© Basin of Vows 

© Bastard Sword 


364 

262, 263 
* Batwing Demon 403 
© Beatrice’s Catalyst 279 
© Bed of Chaos 403 
© Belfry Gargoyle Soul 338 
Belfry Gargoyles 425 


* Belfry Sol 
* Bell Gargoyle 
Bel 
* Bell Keeper Bellyband 
Bell Keeper Bow 

* Bell Keeper Cutfs 

* Bel 
* Bell Keeper of Alken 

* Bell Keeper of Venr 

* Bell Keeper Shield 

* Bell Keeper Trousers 

Bel eal 

¢ Bell Keepers 

* Bellowing Dragoncrest Ring 
¢ Benhart of Jugo 

+ Benhart's Armor 

* Benhart’s Boots 

* Benhart’s Gauntlets 

* Benhart’s Knight Helm 


Keeper 


Keeper Helmet 


Keeper's ‘ 


©Benhart’s Parma 

* Bequeathed Lord Soul Shard 
¢Berenike Knight 

* Berserker Blade 

* Bewitched Alonne Sword 
* Big Hat 

* Big Hat Logar 

© Big Pilgrim's Key 

* Billed Mask 


Binoculars 


9, 39, 48, : 


© Birch Womar 

* Black Blade 

* Black Boots 

© Black Bow of Pharis 
* Black B 
* Black Cleric Robe 
* Black Dragor 
* Black Dragor 
© Black Dragor 
© Black Dragon Greatsword 
* Black Dragon Helrr 

* Black Dragon Kalameet 

* Black Dragon Leggings 

© Black Dragon Shield 

* Black Dragor 
* Black Dragon Warpick 

* Black Dress 

* Black Eye Orb 

* Black Fire Orb 

* Black Firebormb 

* Black Flame 

* Black Flamestone Dagger 
© Black Flamestone Parma 
* Black Gauntlets 

* Black Gloves 

* Black Gulch 

* Black Hand Armor 

* Black Hand Hat 

© Black Hand Kamui 

* Black Holiow Mage Hood 
* Black Hollow Mage Robe 
* Black Hood 

* Black Iron Armor 

* Black Iron Gauntlets 

© Black Iron Greatshield 

* Black Iron Helm 

* Black Iron Leggings 


Knight 
ee te et tee eet ee 


4g Pellet 


Armor 
Gauntlets 
Greataxe 


Sword 


3 
300 
eather Gloves 30 
* Black 
* Black 
Black S 
* Black Separatior 
* Black 
ack 
ack 
* Black 
lack T 
* Black Domino Mask 
* Black Gart 
* Black Witch Gloves 
* Black Witch Hat 301 


* Black Witch Robe 
* Black Witch Tre 
* Black Witch Veil 
* Black Witch Wrappings 
© Black Witch's Staff 

* Blacks: 


rith Giant Hammer 


h Hammer 


lackweed 

* Blade 

* Bleed Stone 

* Bleeding Serurr 

essed Gem 

* Blessed Weapon 
Blighttown 

* Blighttown Key 

* Blindfold Ma: 

* Blinding Bo! 

* Bloated Head 

* Bloated Sorcerer Head 


»f the Darkmoon 


* Blood Gem 
* Blood 
* Blood-Stained Skirt 
*Bloodbite Ring 

* Bloodied Whip 

¢ Bloodlust 


of the Dark Soul 


*Bloodred Moss Clump 
joodshield 

* Blooming Purple Moss Clump 
Blossom Kite Shield 

* Blowdart Sniper 

se Bug Pellet 

Crystal Golerr 

Blue Dagger 

Blue Eye Orb 

* Blue Flame 

Blue Knight's Halberd 

*Biue Seal 

«Blue Sentinel Targray 
Sentinels 

* Blue Tearstone Ring 

* Blue Titanite Chunk 

* Blue Titanite Slab 

*Biue Wooden Shield 


3 


302 


302 


BRERRERERSASBSSRVAS SSIS Rea 


38 


eEbHtY 


Cathedral Knight Greatsword 
* Cathedral Knight Heim 


8888 


SQRSRSSSSSeRSRERESRLE 


ESESRSBSSRRESE REISS 


Court Sorcerer's Staft 
Covenant of Artonas 
*Covetous Demon 
*Covetous Demon Soul 
*Covetous Gold Serpent Ring 
*Covetous Silver Serpent Ring - 373, 
Cracked Blue Eye Orb 
Cracked Red Eye Orb 
Cracked Round Stveid 
°Craftsman’s Hammer 

* Crag Spider 
Creighton the Wanderer 

* Creighton’s Chain Gloves 
*Cresghton’s Chain Leggings 
*Creighton’s Chainmail 
*Cresghton’s Steel Mask 

* Crescent Axe 
*Crescent Moon Sword 
‘Crescent Sickle 

Crest Key 
*Crest of Artonas 


§ 


8 
SRRRSSRSERRSBSIISR Sas 


ATE 


5 
365 
Ey) 
4 
290 


838 


pa 


ce 


eas 
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*Firelink Helm 
* Firelink Leggings 
‘+ Firelink Shrine 
* Firestorm 
_ © First Dragon Ring 
Flamberge 
_ Flame Butterfly 


* Flame Stoneplate Ring 
*Flame Swathe 
* Flame Weapon 
| ¢ Flaming Attack Dog 
*Flash Sweat 
/ *Fleshbite Ring 
* Flexile Sentry 
| *Flexile Sentry Soul 
_ *Floating Chaos 
* Flower Skirt 
* Flying Feline Boots 


* Follower Armor 
* Follower Boots 
* Eyes of a Fire Keeper * Follower Gloves 
* Eygon of Carim  *Follower Helm 
; { pad i _ Follower Javelin 

* Follower Sabre 
_ *Follower Shield 
- *Follower Torch 
© Foot Soldier Shield 
* Foot Soldier Sword 
* Forbidden Sun 
a * Force 
* Forest Guardian 
* Forest of Fallen Giants 
Forgotten Key 
Forked Pale Tongue 
* Forlorn 
_ Forlorn Corvian Settler 
n° Four Kings 
‘s *Four-pronged Plow 
© Fragrant Branch of Yore 
* Frayed Blade 
_ *Friede’s Great Scythe 
_ * Frigid Outskirts 
* Frog-Ray 
_ © Frost Hound 
* Frozen Eleum Loyce 
* Frozen Flower 
* Frozen Golem 


‘allen Knight Gauntlets 
Fallen Knight Helm 
Fallen Knight Trousers 


EEEEEEEEEEE 


__ East Wood Grain Ring —— 375 
East-West Shield = 991 


i 


i 
: 
' 


Dragon King Greataxe — _ *Frozen Weapon 
ebsites fee Full Moon Sickle 
Dragon Sage Hood _ ¢Fume Knight 


_ Fume Sorcerer 

+ Fume Sorcerer Boots 

* Fume Sorcerer Gloves 
= + Fume Sorcerer Mask 
pba lees , 9 - ~~ 283» Fume Sorcerer Robes 
¢Fume Sword 

¢Fume Ultra Greatsword 


* Gargoyle Bident 
* Gargoyle Flame Hammer 
Gargoyle Flame Spear 
* Gargoyle Helm 
* Gargoyle Tail Axe 
*Gargoyle's Halberd 

_ *Gargoyle's Shield 


_ *Gauntlets of the Channelers 


* Gauntlets of the Forlorn 


* Gauntlets of the Vanquisher 


* Gauntlets of Thorns 


ant - 
* Giant Acid Horn Beetle 
*Giant Armor 
* Giant Basilisk 
_ *Giant Blacksmith 
*Giant Door Shield 
Giant Fly 
*Giant Gauntlets 
* Giant Helm 


57 69, 


oe ae ee eee 


vk Gs 


‘Giant Hound Rat 

Giant Leech 

*Giant Leggings 

Giant Lord 

Giant Lord Soul 

Giant Man Serpent 

Giant Mosquito 

Giant of the Undead Settlement 
*Giant Sentinel 

Giant Shield 

*Giant Skeleton 

Giant Slave 

Giant Stone Axe 

Giant Undead Boar 

Giant Undead Rat 

Giant Warrior Club 
*Giant’s Coal 

Giant's Halberd 

Giant's Kinship 

*Glaive 

*Gnaw 

*Goblin 

*Gold Coin 

*Gold Pine Bundle 

Gold Pine Resin 

Gold Tracer 
*Gold-Hemmed Black Cloak 
*Gold-Hemmed Black Gloves 
*Gold-Hemmed Black Hood 
*Gold-Hemmed Black Skirt 
*Golden Bracelets 

*Golden Crown 

Golden Falcon Shield 
Golden Ritual Spear 
*Golden Scroll 

Golden Wing Crest Shield 
Golden Wing Shield 
*Goldenfruit Balm 


*Gough’s Gauntlets 
Gough's Great Arrow 
Gough's Greatbow 
*Gough's Helm 


ings 
*Gower's Ring of Protection 
*Grand Archives 
Grand Archives Key 
*Grand Lance 
Grand Spirit Tree Shield 


*Graverobber, Varg and Cerah 
*Gravetender Greatwolf 


432 © 


339 
458 
410 
2H 
4u 
295 
4 
458 


264 
432 — 


267 


Great Lord Greatsword 

Great Mace 

Great Machete 

*Great Magic Barrier 

*Great Magic Shield 
‘Great Magic Weapon 

Great Moth 

Great Resonant Soul 


eae Sey 272, 


*Great Soul Arrow 

*Great Soul Dregs 

*Great Swamp Pyromancy Tome 
reat Swamp Ring 

© Great Wooden Hammer 

°Greataxe 

*Greatlance 

© Greatshield of Artorias 

Greatshield of Glory 

©Greatsword 


*Greatsword of Artorias (Cursed) 
*Greatsword of Judgment 
¢Greatsword of the Forlorn 
*Green Blossom 

*Green Titanite Shard 


*Griggs of Vinheim 
* Guardian 
* Guardian Armor 


*Guardian Soul 
© Guardian Tail 
* Guardian's Seal 


*Gundyr’s Helm 
*Gundyr’s Leggings 
* Gwyn, Lord of Cinder 


*Gwynevere, Princess of Sunlight 
8, 24, 


°Gyrm 
*Gyrm Armor 
*Gyrm Axe 


~ *Gyrm Boots 


*Gyrm Gloves 
ym Great Hammer 
¢Gyrm Greataxe 
Gyrm Greatshield 
*Gyrm Helm 
*Gyrm Warrior 
*Gyrm Warrior Armor 
*Gyrm Warrior Boots 
iyrm Warrior Gloves 
*Gyrm Warrior Greathelm 
*Gyrm Warrior Heim 


i i 
eHalberd a 
Haiflight, Spear of the Church — 


* Heide Knight Gauntlets 
* Heide Knight Greathelm 
* Heide Knight iron Mask 


" *Heide Knight Leggings 


Heide Knight Sword 
°Heide Lance 


leide Spear 
*Heide’s Tower of Flame 
Helix Halberd 
*Hellkite Drake 
Hello Carving 
* Heim of Artorias 


_ *Hollow Infantry Armor 


* Hollow Infantry Boots 
Hollow Infantry Gloves 
* Hollow Infantry Heim 


*Hollow Thief's Leather Armor 


* Hollow Thief's Tights 


Sagaeeeee 


413, 459 
460 
361 
433 


* Hunter's Ring 
*Hunting Dog 
Huntsman's Copse 


*lllusory Ring of a Conqueror 


illusory Ring of the Exalted 


316 
—— 316 

6 

44 

480 
-— 414 


21, 28, 106 
316 

316 
—_—.316 
316 


inthyil Dungeon 204 
*Irithyll of the Boreal Valley 202 
elnthyll Rapier _ 
elnithyil Straight Sword 


iron Round Shield 288, 281 
stron Werrioe = a a 


*Lautrec of Carim 
*Lautrec’s Sycophant (Sorcerer) 
*Lautrec’s Sycophant (Warrior) 


‘* Lingering Dragoncrest Ring 
* Lingering Flame 

Lion Clan Shield 

‘* Lion Clan Warrior 

* Lion Clan Warrior (Golden) 
Lion Greataxe 

* Lion Knight Albert 

Lion Mage Cuffs 


* Looking Glass Gauntlets 
* Looking Glass Knight 
* Looking Glass Knight Soul 


10, 108 


415 
415 


317 © 


*Lorian’s Gauntlets 
*Lorian's Greatsword 


* Lost Izalith 
* Lost Sinner 
* Lost Sinner's Sword 


_ ®Lothric Knight Greatshield 


* Lothric Knight Greatsword 

*Lothric Knight Helm 

*Lothric Knight Leggings 

© Lothric Knight Long Spear 

 Lothric Knight Shield 
othric Knight Sword 


_ *Lothric Priest 


* Lothric War Banner 


_ eLothric Wyvern 


* Lothric, Younger Prince 
*Lothric’s Holy Sword 
*Loyce Armor 

oyce Gauntlets 


_ eLoyce Greatsword 


*Loyce Heim 
*Loyce Leggings 
*Loyce Shield 


» eLoyce Soul 


*Lucatiel of Mirrah 


| *Lucatiel's Gloves 
_ *Lucatiel’s Mask 


*Lucatiel's Trousers 
*Lucatiel's Vest 

Lucerne 

*Lud & Zallen, the King’s Pets 
*Ludieth of Courland 
*Lycanthrope 
*Lycanthrope Hunter 


Mace 

* Mace of the insolent 
*Mad Warrior Armor 
Mad Warrior Gauntlets 


*Mad Warrior Leggings 


* Mad Warrior Mask 
* Magerold of Lanafir 


* Maneater Mildred 
*Manikin 


_ *Manikin Boots 


*Manikin Claws 


_ *Manikin Gloves 


‘*Manikin Knife 

*Manikin Mask 

*Manikin Sabre 

‘* Manikin Shield 

*Manikin Top 

4 Manecorpion jerk 
Manslayer 

Manus Catalyst 


* Manus, Father of the Abyss 20, 416 © 


*Marvelous Chester 21, 109 


*Mask of Judgment 
*Mask of the Child 


15, 24, 53, 235 | 


* Mask of the Father 
* Mask of the Mother 
* Mask of the Sealer 
* Mask of Velka 

Mass of Souls 
Master Key 
* Master's Attire 
* Master's Gloves 
* Mastodon Armor 
* Mastodon Gauntlets 


| ¢Mastodon Greatshield 


* Mastodon Greatsword 
* Mastodon Halberd 

* Mastodon Helm 

* Mastodon Leggings 
*Maughlin the Armorer 
*Med Heal 

Melu Scimitar 

* Memories of the Ancients 
*Memory of the Old Iron King 
Mendicant's Staff 

* Merchant Hag Melentia 
*Mild—Mannered Pate 


29, 32, 51, 


_ *Milfanito 
_ *Milibeth 


Millwood Battle Axe 
* Millwood Greatarrow 
* Millwood Greatbow 
* Millwood Knight 
* Millwood Knight Armor 
* Millwood Knight Gauntlets 
* Millwood Knight Helm 
Millwood Knight Leggings 
* Mimic 
* Minotaur Helm 
*Mirrah Chain Gloves 
* Mirrah Chain Leggings 
* Mirrah Chain Mail 
Gloves 
Mirrah Greatsword 
*Mirrah Hat 
® Mirrah Shield 


417, 436, 


) *Mirrah Trousers 
_ *Mirrah Vest 


* Moaning Knight 
*Moaning Shield 


| *Monastery Charm 


*Monastery Headcloth 
Monastery Long Gloves 
*Monastery Longshirt 


_ ¢Monastery Scimitar 


Monastery Skirt 
Monstrosity of Sin 
*Moon Butterfly Cuffs 
*Moon Butterfly Hat 


_ *Moon Butterfly Shield 


*Moon Butterfly Skirt 
*Moon Butterfly Wings 
* Moon Hat 

Moonlight Arrow 
Moonlight Butterfly 
Moonlight Butterfly Horn 
*Moonlight Gloves 
*Moonlight Greatsword 
*Moonlight Robe 
* Moonlight Waistcloth 


*Morne’s Gauntlets 
*Morne’s Great Hammer 
*Morne’s Helm 


g Morne’s Leggings 


*Morne’s Ring 
Morning Star 

*Mortician’s Ashes 

*Mossfruit 

*Mound-makers 

* Mounted Overseer 

*Murakumo 


* Murky Longstaff 
Mushroom Child 
Mushroom Parent 


 *Mystery Key 


*Mytha, the Baneful Queen 
Mytha, the Baneful Queen Soul 
Mytha‘s Bent Blade 


*Nahr Alma Hood 
*Nahr Alma Robes 
*Name-engraved Ring 

| *Nameless Knight Armor 
Nameless Knight Gauntlets 


~ *Old Cell Key - 
 *Old Dead One Soul 


= 


321 
«Nameless Knight Leggings 321 © 
*Nashandra 12, 41, 179, 437 © 
Necromancer 418 
*Nestling Crow 
*New Londo Ruins 
Nico of Thorolund 
Nico of Thorolund (Hollow) 
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322, 
322, 
322, 


*Oceiros, the Consumed King — 236, ___ #Painting Guardian’s Curved Sword 
*Ogre 
*Old Bell Helm 


SSEBSESESE 


*Old Demon King 

Old Dragonslayer 
Old Dragonsiayer Soul 
*Old Fire Keeper Griant 
*Old Fire Keeper Morrel 
*Old Fire Keeper Strowen 
*Old Fire Keepers 

*Old Growth Balm 

#Old Iron King 

*Old Iron King Soul 

* Old Ironclad Armor 
*Old Ironclad Gauntlets 
*Old Ironclad Heim 
*Old Ironclad Leggings 
© Old Ironclad Soldier 
Old King Soul 

*Old King’s Great Hammer 
#Old Knight 

*Old Knight Armor 
*Old Knight Gauntlets 
*Old Knight Greatshield 


Old Knight Ultra Greatsword 
*Old Knight's Shield 

*Old Leo Ring 

Old Mirrah Greatsword 


! 


BSE PEELED Ey 
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*Ring of the Embedded 
‘*Ring of the Evil Eye —- 
*Ring of the Living ——_—_—_— 380 
Ring of the Sun Princess 380 | 
Ring of the Sun's First Bom ——- 


| 
3 


ene ee ern cr ee 
Soul of Elana, Squalid Queen 343 
Soul! of Gwyn, Lord of Cinder 343 
~ *Soul of Gwyndolin 343 
* Slave Knight Gauntlets | *Soul of High Lord Woinir 343 
*Slave Knight Hood _ *Soul of Lud, the King’s Pet 343 
*Slave Knight Leggings * Soul of Manus 343 
 #Slumbering Dragon Shield * Soul of Nadalia, Bride of Ash 343 
*Slumbering Dragoncrest Ring - 380, _ *Soul of Nashandra 343 
_ ©Smail Blue Burr / *Soul of Ornstein 344 
*Smail Doll _ *Soul of Pontiff Sulyvahn 344 


* Soul of Priscilla 344 
- -——-— ‘Soul of Quelaag 344 
—_——— - - oF ~_ *Soul of Rosaria 344 
SERENE *Seed of a Giant Tree ~~ *Soul of Sif 344 
* Seed of a Tree of Giants *Small Smooth & Silky Stone ~ *Soul of Sinh, the Slumbering Dragon 

* Small White Sign Soapstone / 344 
/ *Soul of Sir Alonne 344 
| *Soul of Sister Friede 344 
Soul of Slave Knight Gael 344 
" *Soul of Smough 344 
* Soul of the Blood of the Wolf 344 
* Soul of the Dancer 344 
*Soul of the Deacons of the Deep 344 

Soul of the Demon Prince 344 ty 
344 
Wedge 345 
_ *Smooth & Silky Stone __ *Soul of the Ivory King 345 
*Smough’s Armor "Soul of the King 345 
_ *Smough’s Gauntlets Soul of the Last Giant 345 
~ *Smough’s Great Hammer * Soul of the Lords 345 
. rf - * Soul of the Lost Sinner 345 
. * Soul of the Moonlight Butterfly 345 
. * Soul of the Nameless King 345 
*Soul of the Old Demon King 346 
Soul of the Pursuer 346 
Soul of the Rotted Greatwood 346 

362  *Soul of the Rotten 346 t 

279 i  *Soul of the Twin Princes 346 
__ *Soul of Velstadt 346 
_ *Soul of Yhorm the Giant 346 
* Solaire of Astora ], 32, 46, __ *Soul of Zallen, the King’s Pet 346 
* Solaire of Astora (insane) * Soul Shower 388 
Soldering Iron *Soul Spear 388 
329 _ *Soldier *Soul Spear Barrage 388 
329 * Soldier Key *Soul Stream 388 


30; Si, n2 * Soothing Sunlight Soul Vessel 
Sorcerer Boots Soul Vortex : 
* Sorcerer Cloak Southern Ritual Band Hel 
* Sorcerer Gauntlets = __ *Souvenir of Reprisal t 
* Sorcerer Gloves » Spear 
_ *Sorcerer Hat —— - ; Spears of the Church 
*Shrine of Amana - * Sorcerer Hood - * Speckled Stonepiate Ring 
* Shrine of Winter - * Sorcerer Robe _ *Spell Quartz Ring 
_ *Shriving Stone — - * Sorcerer Trousers _ *Spell Stoneplate Ring ia 
_ *Shulva, Sanctum City * Sorcerer's Catalyst 
_ *Sorcerer's Staff 
* Sorcerer's Twinblade 
Sorcery Clutch Ring 
*Soul Appease 
* Soul Arrow 
*Soul Bolt 
_ *Soul Flash © Spirit Tree Crest Shield 
*Soul Geyser - Spirit Tree Shield 
*Soul Greatsword Spitfire Spear 
* Soul of a Brave Warrior —- i © Splintering Bolt 
~ *Soul of a Champion *Splintering Lightning Spear 
* Soul of a Crestfallen Knight § © Splitleaf Greatsword 
* Soul of a Crystal Sage G Spook 
~ *Soul of a Demon 
_ *Soul of a Deserted Corpse: 
Soul of a Giant Staff of Wisdom 
*Soul of a Great Champion — _ *Stalk Dung Pie 
*Soul of a Great Hero — Standard Arrow 
*Soul of a Hero _ *Standard Bolt 
*Soul of a Lost Undead -  *Standard Helm 
* Soul of a Nameless Soldier * Starved Hound 
* Soul of a Proud Knight * Steady Hand McDuft 
* Soul of a Proud Paladin 
* Soul of a Seasoned Warrior 
*Soul of a Stray Demon 
~ *Soul of a Venerable Old Hand 
Soul of a Weary Warrior - Steel Soldier Helm 
*Soul of Aava, the King’s Pet - * Stone Armor 
Soul of Aldrich - Stone Gauntlets 
| *Soul of Alsanna, Silent Oracle Stone Greataxe 
_ *Soul of an Intrepid Hero Stone Greatshield 
| *Soul of an Old Hand ‘Stone Greatsword 
*Soul of an Unknown Traveler - 


*Soul of Artorias 
* Soul of Boreal Valley Vordt 


loll 


| sTights of Judgment 
Tin Banishment Catalyst 
Tin Crystallization Catalyst 


Titanite Chunk 
Titanite Demon 
Titanite Scale 
sTitanite Shard 
*Titanite Slab 
Titchy Gren 
*Token of Fidelity 


" *Token of Spite 


*Tomb of the Giants 


Tranquil Walk of Peace 
eTransgressor’s Leather Shield 


fe eTransgressor’s Staff 


Transient Curse 


* Traveling Merchant Coat 
* Traveling Merchant Gloves 
*Traveling Merchant Hat 


_ *Twisted Wail of Light 


*Uchigatana 

¢Umbral Dagger 

* Unbreakable Patches 

* Undead Asylum FO East Key 
* Undead Asylum FO West Key 


* Undead Merchant (Female) — 32, 16 | 


© Undeed Merchant (Male) Sz 


Vince of Thorolund (Hollow) 


_ *Vine Baim 


*Violet Wrappings 


_ *Vordt of the Boreal Valley 
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